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ERRATA SHEET
ATTACHED TO AND A PART OF

LIGHTS. . .CAMERA. . .ACTION
(GAME #720)

GAME AS SHIPPED VARIES

FROM THE INSTRUCTION
MANUAL AS PRINTED.

CHANGED PAGE 13

THE "HELP MESSAGESY" STEP WAS OMMITTED FROM THE FOLLOWING
ILLUSTRATION. FOLLOWING IS THE CORRECT VERSION.

»

SPOT A CARD HELP MESSAGES
D OFF D OFF

FLOODLIGHTS

[R> on R>on

CHANGED PAGE 14

STEP 46 FLOOD LIGHTS SHOULD BE STEP 47 AND
THE FOLLOWING WILL BECOME STEP 46, '

46) HELP MESSAGES

OFF =DISABLED
ON =ENABLED




IMPORTANT NOTICE

THIS SHIPMENT HAS BEEN CAREFULLY INSPECTED AND
PROPERLY PACKED BEFORE LEAVING THE FACTORY.

WE CANNOT ASSUME RESPONSIBILITY FOR BREAKAGE
THAT MAY OCCUR IN TRANSPORTATION. IF THIS SHIPMENT IS
DAMAGED IN ANY WAY, IMMEDIATELY NOTIFY THE CARRIER AND
- FILE DAMAGE REPORT SO THAT A SATISFACTORY ADJUSTMENT
CAN BE MADE BY THEM.
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SYSTEM 3 OVERVIEW

System 3 contains many new features which improve game play
and reliability. Some of these features are as follows:

1) New lithium battery provides data retention for a
minimum of 5 years under normal operation and
virtually eliminates battery leakage. Also a low
battery warning is given in the displays when the
voltage drops to the critical level.

2) New interlocking connector system for improved
reliability.

3) Use of High Speed CMOS technology for low power
consumption and cooler operation.

4) Improved solenoid driver reliability due to simplified

circuitry and the use of Rugged Power MOSFETS.
5) Lamp short protection.
6) Switch matrix input protection.
7) Easy line voltage adjustment on location.
8) Improved bookkeeping functions.
9) Improved display control.

10) Capability for operators to enter their own nessages

in the attract mode.

“WARNING: This equipment generates, uses, and can radiate radio frequency
energy and if not instailed and used in accordance with the instructions manual,
may cause interference to radio communications. It has been tested and found to
comply with the limits for a Class A computing device pursuant to Subpart J of
Part 15 of FCC Rules, which are designed to provide reasonable protection
against such interference when operated in a commercial environment. Opera-
tion of this equipment in a residential area is likely to cause interference in which
case the user at his own expense will be required to take whatever measures may
be required to correct the interference.”
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A. SET-UP

Bolt the legs to the cabinet.

Lift lightbox into an upright
position. Be sure none of the
cables are crimped in between the
lightbox and cabinet.

Engage the snap in the rear of the
lightbox to the cabinet.

To remove the lightbox backglass
and gain servicing access to the
electroncis panel and the insert
lamp assembly, proceed as follows:

Unlock the lightbox by turning the
key a guarter turn counter-clockwise,
the hinged speaker panel grill will
swing out toward you.

The backglass is held in place in
the retaining groove at the bottom
ledge of the lightbox and the wood
retaining tabs on each side. Lift
the backglass up about an inch, pull
the bottom of the backglass toward
you and slide it down past the two
wood retaining tabs, carefully set
aside.

Unloosen the two wing nuts on the
left side and push the lock slide
upwards, this allows the lightbox
lamp insert to swing out and gaining
access to service the back side

and access to the electronics panel.

To mount the flood light box
assembly, see illustration on
facing page.

. Secure the lightbox to the cabinet

with the bolts and washers provided.
Reverse the aforementioned procedure
as the first step to re-assemble

the lightbox. To replace the back-
glass, slide the backglass up behind
the wood retalning tabs and set down
into the bottom retaining groove. To
secure the backglass, pivot the
speaker panel grill towards the back-
glass and turn the key clockwise a
guarter turn, the lightbox is now

‘Llocked.

. Open the cabinet door and loosen

the front moulding locking arm.

. Remove the moulding from the play-

field.

10.

11.

Slide the cabinet glass toward you
and remove it.

Raise the playboard, slide it for-
ward and rest it on its support.

Unravel and straighten out the
power line cord located at the rear
of the pinball cabinet.

Proceed to "B. CHECK-0OUT".

B. CHECK-OUT

1.

2‘

10.

11,

12,

13.

Check that all cables are clear
of moving parts.

Check for any loose wires.

Check switches for loose solder or
other foreign matter.

Be certain all fuses are firmly
seated,.

. Check transformer for any foreign

matter across terminals.

Be sure that the Transformer Panel
power input connector A12J5,
corresponds to the supply voltage.

Check the setting of the normally
open tilt switch on the underside
of the playfield. One blade should
be free-floating with a weight on
the end.

Lower the playfield into the
cabinet., Using the leg adjusters,
level the playfield and set the
pitch. Recommended pitch is 6°.

. The plumb-bob tilt can be adjusted

by loosening the c¢lip and raising
the plumb-bob to increase its
sensitivity, or lowering it to
decrease its sensitivity.

Reinstall the cabinet glasé, front
moulding and the lightbox assembly.

Plug the line-cord into a properly
grounded 3-wire receptacle ONLY!

Refer to Section VI to make all
necessary game adjustments.

CAUTION! If this game has been
subjected to extreme cold, allow
to warm up to rocom temperature.
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- HOW TO PLAY

-~ TOP LEFT HOLE BOTTOM LEFT HOLE
.| @ SCORE 5,000, ® SCORE 20,000,
) ° B iriam seme o tacn aursais BOTTOM RIGHT HOLE

& SCORE 20,000,
¢ ROTATE MINI-PLAYFIELD IF GUNFIGHT IS WON.
e ADVANCE LOOP VALUE.
[} & CAPTURE BALL WHEN FLASHING,
¢ ACTIVATE KICKSAVE IN THE NORMAL MODE {(NO

) e LIGHT LOOP SPECIAL WHEN FLASHING. SCENES ACTIVE).
| TOP RIGHT HOLE * SCORE 5,000,
e ADD 5,000 TO BONUS (3-BALL).
e SCORE 20,000. ADD 3,000 TO BONUS (5~BALL).
® LIGHT THE CARD IN THE LIGHTBOX THAT To L ~BALL) .
[: CORRESPONDS TO THE LIT CARD ON THE PLAY- ¢ igg ;0533°T0 JggﬁﬁggnggﬁNngT(éiBﬁiL?{
FIELD WHEN THE STAIR SCENE IS ACTIVE. '
— LIGHTING 5 CARDS IN THE LIGHTBOX ADVANCES THE :
e ALL TARGETS DOWN:
HANDS COMPLETED LAMPS, ROTATES THE MINI-
|} PLAYFIELD IF (PLAYFIELD ROTATION = HARD), AND a) RS onL000 TO JACKPOT BONUS (WHEN
. .
3§§g.AWARDS THE FOLLOWING BASED ON THE PLAYER'S b) SCORES 50,000 WHEN LIT (MULTTBALL).
™ ¢) STARTS "ENTER JACKPOT" LAMP FLASHING
D ALSO
| 5 OF A KIND - § REPLAYS AND ENTER INITIALS. ggﬁpg §I§5T§§§§°3A§§E¥§Li§(§§CKPOT==EASY).
4 OF A KIND - 1 REPLAY AND SELECT-A-FEATURE.

d) STARTS JACKPOT SCENE IF "ENTER JACKPOT"
LAMP IS FLASHING.

e) ADVANCES JACKPOT LAMPS IF IN JACKPOT SCENE.

f) COLLECTS JACKPOT WHEN "COLLECT JACKPOT"

FULL HOUSE - EXTRA BALL AND SELECT-A-FEATURE.
:} STRAIGHT -~ EXTRA BALL AND SELECT-A-FEATURE.

3 OF A KIND - SELECT-A-FEATURE.
TWO PAIR ~ SELECT-A-FEATURE IF (SELECT-A-

FEATURE = EASY). MYSTERY IF 18 FLASHING.
1 (SELECT-A-FEATURE = HARD) . p
ONE PAIR - SELECT-A-FEATURE IF (SELECT-A- RIGHT DROP TARGETS (6)
e FEATURE = EASY). MYSTERY IF ® SCORE 5,000,
SELECT-A-FEATURE = HARD}.
. e ADD 5,000 TO BONUS (3-BALL). .
e ROTATE THE MINI-PLAYFIELD IF (PLAYFIELD
! ROTATION = EASY} AND THE STAIR SCENE IS e ADD 3,000 TO BONUS (5-BALL).
ACTIVE.
e ALL TARGETS DOWN:
e CAPTURE BALL WHEN FLASHING. a) SCORES 250,000 WHEN LIT (MULTIBALL).
b) LIGHTS TOP LEFT SPOT TARGET ("BEGIN STUNT
® ENTER SELECT-A-FEATURE WHEN FLASHING. SCENE") WHEN LIT.
¢) LIGHTS "STUNT SCENE AWARDS EXTRA BALL"
AWARD SPECIAL WHEN FLASHING. LAMP. .
d) ADD A LETTER TO THE "BLOCKBUSTER"
ACTIVATE KICKSAVE IN THE NORMAL MODE (NO SEQUENCE IN NORMAL MODE (NO SCENES
SCENES ACTIVE). ACTIVE) AND MULTIBALL AND AWARD A

SPECTAL WHEN THE SEQUENCE IS COMPLETE.

R
) B
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LEFT SPOT TARGETS (4)

® SCORE 5,000,

¢ LIGHT CORRESPONDING ARROW LAMP WHEN
FLASHING.

e COMPLETING THE SEQUENCE AWARDS LIT VALUE.

(ADVANCE MULTIPLIER, LIGHT LOCK, OR 100, 000).

e DURING STUNT SCENE:
a} RIGHTMOST TARGET (#4) LIGHTS COR-

RESPONDING STUNT SCENE LAMP WHEN
FLASHING.

b) COMPLETING THE STUNT SCENE TARGETS
SCORES LIT VALUE (EXTRA BALL OR
1,000,000 POINTS).

RIGHT SPOT TARGETS (3)

e SCORE 10,000,

e DURING STUNT SCENE:
&) LIGHT CORRESPONDING STUNT SCENE LAMP
WHEN FLASHING.

b) COMPLETING THE STUNT SCENE TARGETS

SCORES LIT VALUE (EXTRA BALL OR
1,000,000 POINTS).

TOP RIGHT SPOT TARGET

® SCORE 10,000 WHEN UNLIT.
& SCORE 100,000 WHEN LIT.

e DURING STUNT SCENE:
a) SCORE 5000.
b) LIGHT CORRESPONDING STUNT SCENE LAMP
WHEN FLASHING.
C) COMPLETING THE STUNT SCENE TARGETS
SCORES LIT VALUE (EXTRA BALL OR
1,000,000 POINTS).

e SCORE 5,000

® COLLECT COUNTDOWN BONUS WHEN FLASHING.

¢ BEGIN STUNT SCENE WHEN FLASHING.

e LIGHT LOOP "100,000" LAMP FOR A TIME
PERIOD IF ALL OTHER LOOP AWARD LAMPS ARE
UNLIT.

e LIGHT TOP LEFT S$POT TARGET (100,000) FOR

ONE SHOT ONLY DURING NORMAL MODE (NO
SCENES ACTIVE).

LOOP

® SCORE 10,000 WHEN UNLIT.
e SCORE 100,000 WHEN FLASHING.

® SCORE 1,000,000 WHEN FLASHING.

AWARD SPECIAL WHEN FLASHING.

SPINNER

s SCORE 1,000,

¢ ENTER STAIR SCENE WHEN "SPIN" LAMP IS
FLASHING.

® ROTATE CARD LAMPS WHEN IN STAIR SCENE.

POP BUMPERS

® SCORE 2,000,
e ADD 5,000 TO JACKPOT (3-BALL).

® ADD 3,000 TO JACKPOT (5-BALL).

TOP LEFT ROLLOVER
BUTTON (STAR)

® SCORE 5,000,
¢ LIGHT TOP LEFT SPOT TARGET (100,000) FOR

ONE SHOT ONLY DURING NORMAL MODE (NO
SCENES ACTIVE).

LEFT RETURN ROLLOVER

® SCORE 5,000,

® ACTIVATE KICKSAVE IF (KICKSAVE = EASY).
ACTIVATE KICKSAVE DURING NORMAL MODE (NO

SCENES ACTIVE) AND MULTIBALL ONLY IF
(KICKSAVE = MEDIUM).

RIGHT RETURN ROLLOVER

® SCORE 5,000.

LEFT OUT ROLLOVER

e SCORE 20,000 UNLIT.
® SCORE 5,000 WHEN FLASHING.

® KICK BALL BACK INTO PLAY WHEN FLASHING.

RIGHT OUT ROLLOVER

® SCORE 20,000.

RUBBER SWITCHES

® SCORE 30.

OUTHOLE

® COLLECT BONUS TIMES MULTIPLIER.

e SCORE 30,000 TIMES MULTIPLIER FOR EACH
HAND COMPLETED.

® AWARD CATCH-UP IF FLASHING.

== FTqFydFFFISI T oSNNS S
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MOVIE SCENES

THERE ARE 5 SCENES IN THE GAME
WHICH NZZD TO BE COMPLETED IN ORDER
TO LIGHT THE TOP RIGHT HOLE FOR
"SELECT~-A-FEATURE". THESE ARE THE
GUNFIGHT SCENE, MULTIBALL SCENE,
STAIR SCENE, JACKPOT SCENE, AND
STUNT SCENE. THE APPROPRIATE SCENE
COMPLETED LAMP WILL LIGHT AFTER THE
CURRENT SCENE IS ENDED.

GUNFIGHT SCENE

THE GUNFIGHT SCENE IS STARTED IN
THE TOP LEFT HOLE WHEN FLASHING.
BEATING THE OUTLAW TO THE DRAW WHEN
THE WORD "“DRAW" APPEARS IN THE
DISPLAY AWARDS THE MYSTERY FEATURE
TO THE PLAYER.

MULTIBALL SCENE

A BALL CAN BE CAPTURED IN THE TOP
RIGHT HOLE BY COMPLETING THE LEFT
SPOT TARGET SEQUENCE. INSTANT
MULTIBALL CAN BE ACHIEVED THROUGH
EITHER SELECT-A-FEATURE OR THE
MYSTERY FEATURE.

STAIR SCENE

THE STAIR SCENE IS STARTED BY
SHOOTING THE SPINNER. THEN THE LIT
CARD IS TRANSFERRED INTO THE
LIGHTBOX WHEN THE BALL ENTERS THE
TOP RIGHT HOLE. WHEN 5 CARDS HAVE
BEEN LIT THE SCENE IS COMPLETED AND
THE PLAYER RECEIVES AN AWARD BASED
ON HIS CARD HAND.

JACKPOT SCENE

THE JACKPOT SCENE IS STARTED BY
COMPLETING THE CENTER DROP TARGETS
WHEN FLASHING. THE JACKPOT CAN EE
WON BY ADVANCING THE FLASHING LAMP
TO "COLLECT JACKPOT" BY HITTING THE
CENTER DROP TARGET DOWN DURING THE
TIME PERIOD ALLOWED. THE JACKPOT
SCENE CAN ALSO BE STARTED DURING
SELECT~-A-FEATURE OR THE MYSTERY
FEATURE.

STUNT SCENE

THE STUNT SCENE CAN BE STARTED BY
COMPLETING THR RIGHT DROP TARGETS
AND THEN HITTING THE LEFT SPOT
TARGET. COMPLETING THE FLASHING
TARGETS DURING THE TIME PERIOD
ALLOTED WILL AWARD THE LIT VALUE
(1,000,000 OR EXTRA BALL). THE
STUNT SCENE CAN ALSO BE STARTED
DURING SELECT-A-FEATURE OR THE
MYSTERY FEATURE.

ADDITIONAL FEATURES
SELECT-A-FEATURE

IN THE SELECT-A-FEATURE MODE THE
PLAYER HAS 5 SECONDS TO SELECT A
FEATURE THAT APPEARS IN THE DISPLAY.
THE RIGHT FLIPPER BUTTON IS USED TO
CHANGE THE FEATURE AND THE LEFT
FLIPPER BUTTON IS USED TO AWARD
THAT FEATURE.

MYSTERY FEATURE

IN THE MYSTERY FEATURE AN AWARD IS
RANDOMLY SELECTED AND THEN AWARDED
TO THE PLAYER.

COUNTDOWN BONUS

THIS FEATURE IS AVAILABLE DURING
SELECT-A-FEATURE AND MYSTERY. WHEN
THIS MODE IS STARTED, A SCORE OF
3,000,000 POINTS APPEARS IN THE
DISPLAY AND THEN COUNTS DOWN TO O.
HITTING THE LEFT SPOT TARGET BEFORE
THE SCORE REACHES 0 WILL AWARD THE
REMAINING SCORE TO THE PLAYER.

CATCH-UP

THIS FEATURE IS ONLY AVAILALE IN
MULTIPLE PLAYER GAMES. ALSO, IT IS
ONLY AVAILABLE DURING SELECT-A-
FEATURE AND MYSTERY WHEN THE "“CATCH
UP" ACTIVE LAMP (GLASS STOP) IS
FLASHING. WHEN THIS FEATURE IS
AWARDED THE PLAYER-UP'S SCORE WILL
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BE MADE EQUAL TO THE NEXT HIGHEST
PLAYER IN THE GAME AT THE END OF HIS
BALL IN PLAY. IF THE PLAYER HAPPENS
TO BE IN FIRST PLACE, HE WILL BE
AWARDED 1,000,000 POINTS INSTEAD.

REVEAL MATCH

THIS FEATURE IS AVAILABLE DURING
SELECT-A-FEATURE WHEN THE MATCH IS
ENABLED AND THE GAME MODE IS SET TO
REPLAY. WHEN AWARDED THE PLAYER-
UP WILL BE SHOWN WHAT HIS MATCH
NUMBER WILL BE AT THE END OF THE
GAME.

"BLOCKBUSTER" SPECIAL

COMPLETING THE RIGHT DROP TARGETS
DURING THE NORMAL MODE (NO SCENES
ACTIVE) OR MULTIBALL IF (BLOCKBUSTER
SPECIAL = EASY OR MEDIUM ) WILL ADD A
LETTER TO THE WORD "BLOCKBUSTER".
COMPLETING THE WORD WILL AWARD A
SPECTAL AND RESET THE SEQUENCE.

THIS SEQUENCE IS COMMON TO ALL
PLAYERS IN THE GAME. THE SEQUENCE IS
MEMORIZED FROM GAME TO GAME IF
(BLOCKBUSTER SPECIAL = EASY).




Il. TEST MODE

There are several functions _
accessible to the operator while
in the test mode. These functions
are Self-Test, Bookkeeping, Game
Adjustments, and Burn-In. Each of
these functions will be explained
in detail later in this section.
To enter the test mode, the game
must be in the attract mode (Game
Over). Then depress the Test
button located just inside the
front door of the game. The
operator will be given a choice as
to which function he wants to
access. Depressing the appropriate
button will select that function.
To exit the test mode or change
functions the slam switch (front
door) must be activated or the
power must be turned off.

I. SELF-TEST

This function will allow the
operator to test all the hardware
related devices in the game. Each
test is described below.

A. MEMORY TEST

This function tests all memory
devices on the Control Board (Al).
If all the devices pass the test
an "OK" will be displayed. If a
failure occurs, a description of
the faulty component will be
displayed. Then after a short
period of time the Game Prom check
sum will be displayed. The Credit
button can be used to restart this
test.

B. LAMP MATRIX TEST

This test will allow the operator
to single step through and check
the operation of each lamp in the
game. The left black cabinet
button will decrement the active
lamp number by one while the right
black cabinet butteon will
increment the active lamp number
by one. The strobe number and the
return number are combined to form
the lamp number (strobe,return)
which is shown in the display. The
Ccredit button can be used to
restart this test.

C. RELAY AND SOLENOID TEST

This test will allow the operator
to single step through and check
the operation of each relay and
solenoid driver in the game. The
left black cabinet button will
decrement the driver number shown
in the display while the right
black cabinet button will
increment the driver number. The
Credit button is then used to
activate the driver for a short
time period.

D. SWITCH MATRIX TEST

This test will allow the operator
to test the operation of all the
switches used in the game. If no
switches are closed when this test
is started, the message "ALL
SWITCHES OPEN" will be displayed.
If any switches are closed either
before or after this test is
started, the closed switch

number (s) will be displayed. The
strobe number and the return
number are combined to form the
switch number (strobe,return). The
Credit button can be used to
restart this test.

E. DISPLAY TEST

This test will allow the operator
to test the operation of the
individual digits and segments of
the displays. Depressing the right
black cabinet button will advance
to the next step of the test. The
displays will first step through
all the individual segments
followed by all the individual
digits. The Credit button can be
used to restart this test.

F. SOUND TEST

This test allows the operator to
test the interface lines from the
Control Board (Al) to the Sound
Board (A6). Every time the right
black cabinet button is depressed,
a tone should be heard from the
Sound Board. During each tone, the
sound line connection which is
being tested will be displayed.
After the tone stops the sound
line which is being tested will
still be kept at a low level
(<.8v) until the right black
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cabinet button is depressed again
or the Credit button is used to
restart the test.

G. FRONT DOOR TEST

This test allows the operator to
check the operation of the coin
chutes used in the game. Utilizing
this function will not affect any
bookkeeping values. Each coin
chute closure is categorized and
shown in the display. The Credit
button can be used to restart this
test. ‘

Il. BOOKKEEPING

The Test button is used to step
through bookkeeping. The upper
display will contain a description
of each step while -the lower
display will contain the step
number and two different
bookkeeping values. The value in
the leftmost column represents
long term bookkeeping. The value
in the rightmost column (in
brackets) represents short term
bookkeeping. These two values are
provided so that the operator may
compare recent performance with
long term performance and then
make any necessary game
adjustments. The left black
cabinet button will allow the
operator to reset all of the long
term bookkeeping except the coin
chute counts (steps 1-3). The
right black cabinet button will
allow the operator to reset all of
the short term bookkeeping. If the
R.BOOK AUTO-RESET adjustment is
on, the short term bookkeeping
will automatically be reset after
every 2000 plays (see Game
Adjustments). Therefore, the
operator does not need to reset
the short term bookkeeping himself
unless he prefers to follow his
own procedure. Also, this feature
will aid in adjusting the game
payout percentage to the caliber
of players in different locations.
If there happens to be a major
error in a long term bookkeeping
value the letters ERR will appear
to the right of that bookkeeping
value. To correct this error the

long term bookkeeping must be
reset. A description of each
bookkeeping step is given in the
test mode flowchart.

i. GAME ADJUSTMENTS

This function allows the operator
to make any adjustments to his
game as necessary from time to
time.

A. FACTORY SETTINGS

Upon entering the game adjustment
section of bookkeeping, the
operator is given a choice to load
all factory settings or to single
step through bookkeeping and
adjust each value separately. If
he chooses to enter the factory
settings by depressing the Credit
button, he will also be given a
choice of what language to load.
By using the right black cabinet
button he may choose the
appropriate language and then
depress the Credit button to enter
the settings. After the settings
are loaded the display should show
the message "FACTORY SETTINGS
LOADED" for a short time and then
proceed to game adjustment step 1.
At any time during the previous
steps the operator may either exit
the test mode or depress the Test
button to proceed immediately to
game adjustment step 1.

WARNING Loading the factory
settings will affect all previous
game adjustment settings.
Therefore be careful when
selecting this feature.

B. GAME ADJUSTMENT STEPS

Each time the Test button is
pressed a description of the next
step appears in the upper display
while the lower display contains
the step number and the current
status of that step.

1) SCORE REPLAY LEVEL 1

2) SCORE REPLAY LEVEL 2

3) SCORE REPLAY LEVEL 3
Each Score Replay Level may be set
by using the left black cabinet
button to decrement the score and
the right black cabinet button to
increment the score. The Credit

B | e B s B e B e R . I e e e R e e I s e e e el s ol e
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button can be used to load the
factory setting for each
individual level if desired. If
the Auto-Percentaging adjustment
is on, Replay Levels 2 & 3 can
only be set to on or off. If
Replay Level 2 is on, the score
level will be set to two times
Replay Level 1. 'If Replay Level 3
is on, the score level will be set
to three times Replay Level 1.
This allows the operator several
combinations of levels in the
Auto-Percentaging mode (i.e. 1, 1
& 2, 1 & 3, orl &2 & 3).

4) HIGH GAME TO DATE
5) HIGH GAME TO DATE
6) HIGH GAME TO DATE
7) HIGH GAME TO DATE
8) HIGH GAME TO DATE

Each High Game To Date may be set
by using the left black cabinet
button to decrement the score and
the right black cabinet button to
increment the score. The Credit
button can be used to lcad the
factory setting for the displayed
level and all those below it.

9) LEFT CHUTE SETTING
10) RIGHT CHUTE SETTING
11) CENTER CHUTE SETTING

These three steps will set the
coinage required to receive
credits on the machine. The left
black cabinet button is used to
decrement the credits to be issued
for the active coin while the
right black cabinet button is used
to increment the credits to be
issued. The Credit button is used
to change the active coin. The
operator may enter up to a four
coin sequence. NOTE: If a coin
sequence of less than four coins
is used, enter 0 credits in each
of the remaining coin positions.

Gl W

Example. 1

The following would be the setting
for a 25 cent chute set to 50
cents for 1 play, 75 cents for 2
plays, and $1.00 for 3 plays.

COIN 1 = 0 CREDITS
COIN 2 = 1 CREDITS
COIN 3 = 1 CREDITS
COIN 4 = 1 CREDITS

Example 2 A

The following would be the setting
for a 25 cent chute set to 50
cents per play.

COIN 1 = 0 CREDITS
COIN 2 = 1 CREDITS
COIN 3 = 0 CREDITS
COIN 4 = 0 CREDITS

12) GAME PERCENT PAYOUT

This step is used to set the game
payout percentage used when the
Auto-Percentaging adjustment is
on. When the GAME MODE is set to
Replay this setting refers to
replay percentage. When the GAME
MODE is set to Add a Ball this
setting refers to extra ball
percentage.

13) MATCH PERCENT PAYOUT

This step is used to set the match
payout percentage. If this step is
set to zero, the match will be
disabled.

14) HIGH GAME REPLAYS

This step is used to set the
number of replays to award when
the highest game to date has been
beaten.

15) MAXIMUM CREDITS
This step sets the maximum number
of credits allowed on the game.

16) TILT WARNINGS

This step sets the number of t11ts
allowed before the ball in play is
terminated.

17) BALLS PER GAME
This step sets the game to 3-ball
play or S-ball play.

18) GAME MODE

This step allows the game to be
played in Replay, Add a Ball, or
Novelty mode. In Replay mode all
Specials and replays are allowed.
In Add a Ball mode all Specials
and Score Replay Levels award an
extra ball in place of a replay.
In Novelty mode all Specials awarad
1,000,000 points and the Score
Level Replays are disabled. Also,
in both the Add a Ball and Novelty
modes the Match is disabled.
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19) LANGUAGE

This step allows the Test Mode Steps

to be displayed in English, German
or French.

20) LEFT AND RIGHT CHUTES

This step allows the left and
right coin chutes to be set as
separate or the same. If the
chutes are set to be the same, all
the coins passing through either
chute are totaled and the sum is
used toward a credit based on the
Left Chute Setting (step 9). Also,
the sum will be displayed in the
Left Chute Coins bookkeeping step
and the Right Chute Coins step
will not be used.

21) LEFT AND RIGHT CHUTE BONUS

If this step is set to on, the
player is allowed to add one coin
for one credit if there are any
credits remaining on the game, or
during any game. If there are no
credits left on the game at the
time that the game ends the player
is also allowed this option for a
time period.

22) AUTO-PERCENTAGING

If this step is set to on, the
Score Replay Levels will be
adjusted periodically by 100,000
points so that the Game Percent
Payout setting will match the
actual Replay Percentage displayed
in bookkeeping. NOTE: If the GAME
MODE is set to Add a Ball, the
Extra Ball Percentage in
bookkeeping is used in place of
the Replay Percentage.

23) REPLAY LIMIT
This step may be set to no limit
or one per player per game.

24) HIGH GAMES 2-5
This step will determine if High
Games to Date (2-5) will be saved

or erased when power is turned off.

25) ATTRACT SOUND

This step determines whether or
not sounds are enabled during the
attract mode (Game Over).

26) ATTRACT MESSAGE

This step is used to enable or
disable an operator message during
the attract mode (Game Over). This
step is also used to enter a
message into memory. To enter a
message press the Credit button.
The current message will be
displayed and the cursor position
will be indicated by the flashing
character. If the current position
is blank, a flashing directional
arrow will appear. This type of
arrow will indicate which
direction the cursor will move if
the Credit button is pressed. The
Credit button is also used to
select characters after they have
been chosen using the left and
right black cabinet buttons.

27) FREE PLAY

If this step is set to on, a game
may be started without any credits
left on the machine.

28) RIGHT BOOKKEEPING AUTO-RESET
If this step is set to on, all the
short term bookkeeping steps (in
brackets) will reset after 2000
plays. Otherwise they will not
reset until 10,000 games have been
played on the machine.

See Page 14 for specific adjustments

on this game.
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GAME MODE

D CHANGE
[E> CHANGE

LANGUAGE

D CHANGE
[R™> cuance

LEFT AND RIGHT
CHUTES

D SEPARATE
@ SAME

REPLAY, ENGLISH,
BURN-IN ADD-A-BALL, GERMAN,
OR NOVELTY OR FRENCH
CONTINUOUS
EXERCISE
OF LAMPS AND
SOLENOIDS
LEFT CHUTE RIGHT CHUTE CENTER CHUTE
SETTING SETTING SETTING

D NEXT COIN

D DECREMENT
E> INCREMENT

@ NEXT COIN
D DECREMENT
[R> increment

TEST
MODE

GAME
ADJUSTMENTS

CHOOSE
FUNCTION

CHOOSE

FUNCTION

SCORE REPLAY
LEVEL 1

SET TO
DEFAULT

[C> pecrement
E> INCREMENT

SCORE REPLAY
LEVEL 2

SET TO
DEFAULT

D DECREMENT
[D INCREMENT

BOOKKEEPING

RESET ALL LEFT STEPS
(EXCLUDING COIN CHUTES

[E> RESET ALL RIGHT STEPS

LOAD
FACTORY
DEFAULT
VALUES

?

)

ENGLISH
GERMAN, OR
FRENCH

?

LOAD
DEFAULT
VALUES

BOOKKEEPING
RIGHT CENTER
=~ LEFT ! REPIAY .
{C>—5» cmwre HT > cmm HT > ciore HT > wpnonnracs LT BatL
COINS COINS COINS
MEMORY TEST LAMP MATRIX RELAY AND
SELF-TEST (also display TEST SOLENOID TEST
check-sum) RESTART ACTIVATE
e~ TEST DRIVER
> > HTo— {T>— T
RESTART PREVIOUS PREVIOUS
TEST LAMP DRIVER
[E> NEXT LAMP NEXT
DRIVER

/0



LEFT AND RIGHT
CHUTE BONUS

L OFF

ill. TEST MODE

AUTO-
PERCENTAGING

[:::> OFF

REPLAY LIMIT

HIGH GAMES TO
DATE 2-5

D SAVE

/

ATTRACT SOUND

D OFF

R > on ON 1 PER ERASE ON ON
Y > > s or >
GAME PERCENT MATCH PERCENT HIGH GAME MAXIMUM TILT
PAYOUT PAYOUT REPLAYS CREDITS WARNINGS
[C™> ser 10 0 [€> ser 10 0 [€> ser 10 0

D DECREMENT
[E> INCREMENT

[L>> oecrement

EID INCREMENT
-

[C> pecrevent
E> INCREMENT

[D SET TO 0
[l:> DECREMENT
@ INCREMENT

[€> ser o0
[C> pecresent
[R> 1xcreuent

SCORE REPLAY
LEVEL 3

@> SET TO
DEFAULT
| L > DECREMENT
@ INCREMENT

HIGE GAME
TO DATE 1

SET TO
DEFAULT

D DECREMENT
[R> increment

HIGH GAME
TO DATE 2

SET TO
DEFAULT

I:L> DECREMENT
E> INCREMENT

HIGH GAME
TO DATE 3

SET TO
DEFAULT

D DECREMENT
@ INCREMENT

HIGH GAME
TO DATE 4

SET TO
DEFAULT

D DECREMENT
[R> increment

CHANGE
LANGUAGE

[T > oaue Tiue T > pLavs

TOTAL

PAID

TOTAL TOTAL
PLAYS -D_’ REPLAYS

_D_’ PLAYFIELD
SPECIALS

HT > LevEL

SCORE

H

REPLAYS

SWITCH MATRIX
TEST

RESTART
TEST

DISPLAY TEST

RESTART
TEST

[D NEXT STEP

SOUND TEST

RESTART
TEST

@ NEXT STEP

FRONT DOOR
TEST

RESTART
TEST
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|
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MESSAGE AUTO-RESET

ENTER OFF OFF
LT usssace |~ > D > sgﬁg F%E%Z ﬁéﬁj
[C> orr > on [R> on GA!

i
i
ﬂ [F> on J
l
|

ATTRACT FREE PLAY RIGHT BOOK l

BALLS PER |
GAME |

[> 3-BaLL
[R> s-BaLL

~J 1 HIGH GAME
' TO DATE 5
SET TO

il LT>» DEFAULT >
D DECREMENT

[R> ncrement

=
(
A\

>-p HIGH GAME MATCH EXTRA EXTRA BALL
REPLAYS ‘{D’ REPLAYS D_’ BALLS D-. PERCENTAGE -E>-. TILTS

LEGEND NOTE:
THE TEST MODE CAN ONLY BE ACCESSED DURING
E> PRESS TEST BUTTON THE ATTRACT MODE.
PRESS CREDIT TON THE TEST MODE MAY BE EXITED BY EITHER
[._9.> ¢ BUTTO ACTUATING THE SLAM SWITCH OR TURNING THE
POWER OFF.

[L> prEss LEFT CABINET BUTTON

® PRESS RIGHT CABINET BUTTON SYSTEM 3
TEST MODE FLOWCHART
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Ill. TEST MODE

— C3 .32

P———p,

KICESAVE

[L™> cuance
[R™> cuance

EASY,

PLAYFIELD
TIMER RATE

[C> cuavce

[E> CHANGE

] EXTRA BALL

D CHANGE
[E> CHANGE

1
Ao o A St i, T e et s ot S

JACEPOT

D CHANGE
D CHANGE

>+

EASY, EABY, EASY,
MEDIUM MEDIUM MEDIUM MEDIUM
OR HARD OR HARD OR HARD 'OR HARD
LOOP TIMER H COUNTDOWN “BEGIN JACKPOT" GUNFIGHT
RATE BONUS RATR RATE

[L>> cuance
[R> cuance

[L> cuance

E> CHANGE

[L> cmance
E> CHANGE

| 3

[L>> cuaee
[R™> cuance

—{T>-»

EASY, EASY, EASY, EASY,
MEDIUM MEDIUM MEDIUM MEDIUM
OR HARD OR HARD OR HARD OR HARD

BLOCEBUSTER TOP RIGHT LOOP BALL LOCK
SPECIAL HOLE SPECIAL SPECIAL

[C> cuavce
[_F_> CHANGE

D CHANGE

D CHANGE

I

[T> cuance
E> CHANGE

EASY, EASY, EASY,

MEDIUM MEDIUM MEDIUM

OR HARD OR HARD OR HARD

PLAYFIELD SELECT-A~ CATCH-UP AUTO-SEILL
ROTATION FEATURE FEATURE ADJUST

{L> sasy
[R> uamp

D EASY

@ HARD

[T> orr
E> o

> orr
> o

FLOODLIGHTS

[C>> orr

—{T >+
[R> on

T |
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29) KICKSAVE
EASY =LONGEST ON TIME
ENABLED BY LEFT RETURN ROLLOVER
ENABLED AT BEGINNING OF BALL
-=MEDIUM ON TIME
ENABLED BY LEFT RETURN ROLLOVER
IN NORMAIL MODE AND MULTIBALL
ONLY
=SHORTEST ON TIME

30) PLAYFIELD TIMER RATE
THIS ADJUSTMENT CONTROLS THE 7-SEGMENT
PLAYFIELD DISPLAY COUNTDOWN RATE DURING
THE STUNT SCENE AND THE JACKPOT SCENE.

MEDIUM

HARD

EASY =LONGEST ON TIME
MEDIUM =MEDIUM ON TIME
HARD =SHORTEST ON TIME

31) EXTRA BALL
EASY = EACH PLAYER IS ALLOWED ONLY

ONE EXTRA BALL FROM SELECT-A-
FEATURE OR MYSTERY PER BALL IN
PLAY
=EACH PLAYER IS ALLOWED ONLY

ONE EXTRA BALL IN PLAY

FROM MYSTERY PER BALL IN PLAY
(EXCLUDED FROM SELECT~A- FEATURE)
=EACH PLAYER IS ALLOWED ONLY
ONE EXTRA BALL FROM MYSTERY
PER GAME (EXCLUDED FROM SELECT-
A-FEATURE)

MEDIUM

HARD

32) JACKPOT
EASY =COMPLETING THE CENTER DROP
TARGETS THREE TIMES DURING THE

JACKPOT SCENE COLLECTS THE
JACKPOT.

ALSO THE TWO OUTSIDE CENTER
DROP TARGETS ARE TRIPPED WHEN
THE YENTER JACKPOT" LAMP
STARTS FLASHING
=COMPLETING THE CENTER DROP
TARGETS THREE TIMES DURING THE
JACKPOT SCENE COLLECTS THE
JACKPOT
=COMPLETING THE CENTER DROP
TARGETS FOUR TIMES DURING THE
JACKPOT SCENE COLLECTS THE
JACKPOT

MEDIUM

HARD

33) LOOP TIMER RATE

EASY =LONGEST ON TIME
MEDIUM =MEDIUM ON TIME
HARD =SHORTEST ON TIME

34) COUNTDOWN BONUS RATE

EASY =LONGEST TIME BETWEEN SCORE
DECREMENTS

MEDIUM =MEDIUM TIME BETWEEN SCORE
DECREMENTS

HARD =SHORTEST TIME BETWEEN SCORE
DECREMENTS

35) "ENTER JACKPOT" RATE

EASY =LONGEST ON TIME
MEDIUM =MEDIUM ON TIME
HARD =SHORTEST ON TIME

36) GUNFIGHT
EASY =LONGEST TIME ALLOWED TO DRAW
MEDIUM =oMEDIUM TIME ALLOWED TO DRAW
HARD =SHORTEST TIME ALLOWED TO DRAW

37) BLOCKBUSTER SPECIAL

EASY =MEMORIZE "BLOCKBUSTER" SEQUENCE
FROM GAME TO GAME

MEDIUM =RESET "BLOCKBUSTER" SEQUENCE
FROM GAME TO GAME

HARD =RESET "BLOCKBUSTER" SEQUENCE

FROM GAME TO GAME AND DO NOT
AWARD A LETTER IN THE SEQUENCE
DURING MULTIBALIL

38) TOP RIGHT HOLE SPECIAL

EASY =ENABLED TO BE LIT IN SELECT-A-
FEATURE OR MYSTERY
LONGEST ON TIME WHEN LIT

MEDIUM =ENABLED TO BE LIT IN MYSTERY ONLY
MEDIUM ON TIME WHEN LIT

HARD =ENABLED TO BE LIT IN MYSTERY ONLY

SHORTEST ON TIME WHEN LIT
39) LOOP SPECIAL

EASY =REMAINS LIT AFTER MULTIBALIL TO
TIME OUT

MEDIUM =DISABLE AFTER MULTIBALL PLAY
ENDS

HARD =ONE SPECIAL ONLY ALLOWED IN
THE LOOP

40) BALL LOCK

EASY =COMPLETING THE TOP LEFT SPOT
TARGETS ONCE LIGHTS LOCK

HARD =COMPLETING THE TOP LEFT SPOT

TARGETS TWO TIMES LIGHTS LOCK
41) PLAYFIELD ROTATION

EASY =TOP LEFT HOLE ROTATES THE MINI-
PLAYFIELD DURING THE STAIR
SCENE

HARD =TOP LEFT HOLE ROTATES THE MINI~

PLAYFIELD DURING THE STAIR
SCENE ONLY WHEN A CARD HAND IS
COMPLETED

42) SELECT-A-FEATURE

EASY =AWARD SELECT-A-FEATURE FOR
CARD HAND OF ONE OR TWO PAIR
HARD =AWARD MYSTERY FOR CARD HAND OF

ONE OR TWQO PAIR
43) CATCH-UP FEATURE

OFF =DYSABLED
ON =ENABLED
44) AUTO-SKILL ADJUST
OFF =DISABLED
ON =ADJUST TIMED FEATURES IN THE

GAME TO PLAYER'S SKILL LEVEL

45) SPOT A CARD
OFF =DISABLED
ON =SPOT TWO CARDS AT THE BEGINNING
OF THE GAME AND THEN ONE EVERY
TIME A CARD. HAND 1§ COMPLETED
DURING THE GAME

46) FLOOD LIGHTS

OFF =DISABLE USE OF FLOOD LIGHTS
(USE IF FLOOD LIGHT ASSEMBLY IS
NOT INSTALLED TO TOP OF
LIGHTBOX)

ON =ENABLE USE OF FLOOD LIGHTS (USE
IF FLOOD LIGHT ASSEMBLY IS
INSTALLED FOR MAXIMUM PLAY
APPEAL)
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SOUND ADJUSTMENTS

The speaker(s) output is controlled

by the potentiometer mounted on a
bracket located inside the cabinet
next to the front door hinge.

Turning the potentiometer counter-
¢lockwise will decrease the volume.
Turning it clockwise will increase
the volume.
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ll. TEST MODE

POST ADJUSTMENTS

The post at the mouth of the right
outlane can be positioned for
liberal/conservative play. The
smaller opening produces a more
liberal game.

IV. BURN-IN

This function can be used to
continuously exercise all the
lamps and solenoids in the game.
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IV. THEORY OF OPERATION
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IV. THEORY OF OPERATION

A. CONTROL BOARD [A1)

The Control Board is supplied with
Svdc (AlP1l) from the Power Supply
(A2P2). The data contained in ram
(U3) is kept valid when power ics
turned off by the lithium battery
(BAT1) and controller (Us6).

NOTE: When replacing either the
battery, ram, or the controller
there may be a message that
appears in the display on power up
the first time that indicates a
low battery condition. If this
occurs, turn the power off and
back on again. The board should
power up normally this time. If
not, there is another problem on
the board.

The Control board can accomodate
either a 27512 or a 27256 Eprom.

! JP1 must be installed for a 27512

or JP2 for a 27256 Game Prom.

A 4 Mhz oscillator is configured
using U17,R1,R2,C22,C23, and
XTAL1. The oscillator output is
then divided by 2 to a 2Mhz clock
by Ul8 which is used as the input
clock to the 65C02 (Ul)
microprocessor. The clock output
of Ul (pin 39) is used as a sync
signal for reading from or writing
to the peripheral devices. Two
versatile interface adapters
{U4,U5) are used to develcop the
necessary control signals for the
system. The waveform generated on
the CB2 output of U4 triggers the
NMI input of the microprocessor.
This signal controls the display
refresh rate. The display
connector (Al1lP3) is comprised of
several signals. The display
blanking (DBLNK), digit strobe
(DSTB), and digit data (DDATA) are
generated by U4-17,U4-16, and
U4-15 respectively. The display.
segment data is output by U7 and
latched into the appropriate
device on the display board by the
display segment strobes (DS0-DS3).

{1 The driver board connector (AlP2)

contains all the signals necessary
to operate the lamp and switch
matrix strobes, the lamp matrix
returns, and the solenoids. The
lamp clear (LCLR), lamp strobe
(LSTB), and lamp strobe data

17

(LDATA) are generated by
U4-12,U4~11, and U4-10
respectively. The appropriate lamp
return data during each active
lamn strobe is output by U7 and
latched into U5 on the driver
board by the lamp return data
strobe (LDS). The solenoid data is
output by U7 and latched into the
appropriate Driver Board device
(Ul-U4) by the solenoid strobes
(S50-853) . The switch matrix
returns are input at A1PS,
buffered by U19 and U20 and then
input to U4. Discrete inputs are
provided at AlP5 for the slam,
tilt, and test switches. A reset
circuit is configured using
U13,U14,R3, and C24. When power is
applied to the system, the
microprocessor reset pin (U1-40)
is held low for approximately 10
milliseconds. The system can also
be reset by pressing the switch
(SW1l) on the board. Whenever a
reset occurs the master reset
signal (MR) (U18-9) is held low
until the display strobe (DSTB)
becomes active. At this point the
master reset goes high which
enabkles the peripheral IC’s on the
display board and driver board to
accept data. A watchdog circuit is
employed to monitor both the
display digit strobe and the lamp
strobe. This circuit is made up of
U11,U12,0U13,U16,R5,R6,R29,
R32,R33,C20,C21,C28, and C29. If
either the display strobe or the
lamp strobe is missing for 330
milliseconds the system will be
reset. The system will also be
reset if the supply voltage

drops below 4.5vdc. This voltage
monitor is-configured using
U21,VR1,D1,D2,R34, and R35.

‘B. POWER SUPPLY [A2)

The transformer panel delivers

12vdc to the input of the power
supply. The regulated output

voltage should be set to 5vdec by
using potentiometer R3. This

voltage is then supplied to the
Control Board (Al), Driver Board
(A3), Display Board (A4), Sound
Board (A6), and any other

auxillary board which may requireit.




IV. THEORY OF OPERATION

C. DRIVER BOARD [A3) - E. SOUND BOARD [Ab6])
Two voltages are supplied to this The Sound Board consists of two 6502 zgm
board at A3P1. The S5vdc is microprocessor systems, a dual DAC, I
supplied from the Power Supply input ports to receive commands
(A2) and the 20vdc is supplied from the game Control Board, and a
from the transformer panel. The low level audio output, which is l[
20vdc is used to source the sent to the Auxiliary Power Supply ]
controlled lamps and the switch Board for amplification.
matrix. The Driver Board receives .
its data at A3P2 from the Control The Sound Board requires three supply[
Board (AlP2). Solenoid data is voltages +5V DC, +12V DC and -12V DC.
latched into Ul-U4. Lamp return In addition a power up reset gignal
data is latched into U5. Lamp and is required from the Control Board. [
switch strobe data is shifted
through U6 and U7. The comparators SYSTEM CLOCK
(U10,U11) are used to protect the A 4 MHz oscillator is configured [
MOSFETS (Q33-Q49). If a sensed with R11, R12, C14, C15, C22, '
input voltage exceeds the XTAL~-1 and Tl. This 4MHz clock is
reference voltage (Vref), the divided by 4 to a 1 or 2 MHz clock -
corresponding MOSFET is turned off for both processors clock input, [
immediately following the lamp pin 37 of N1 and T3. A 250 KHz
clear pulse (LCLR) supplied by Ul2 signal from S1 pin 11 is the clock
thus limiting the duty cycle. If for the programmable timer section l:
the master reset signal (MR) is consisting of N5, H5, T5 and K5,
held low all lamps and solenoids pin 2.
will be disabled. [
INPUT CODE LATCH SYSTEM
D. DISPLAY BOARD [A4) Eight input lines from the Control
Several voltages are input to this Board come in on A6Pl1 and are
board at A4Pl. The power supply pulled up by S1P1 and sent to the [
(A2) supplies Svdc (Vcc). The two input code latches A3 and B2,
board develops Vgg from the 35vac one for each microprocessor system.
supplied from the transformer A2, pin 8,becomes a logic [
panel. The transformer panel also high when any of it’s inputs are
sources 8.8vac to the display low. this output is connected to
filaments. The display filaments pin 11 of the input code [
are biased 9.1lvdc above ground by latches (A3 and B2). A positive
the zener diode VR1l. The display edge at pin 11 causes A3 and B2 to
board incorporates two vacuum latch the data at their inputs.
fluorescent display tubes A2 pin 8 is also connected to the E
(DSP1,DSP2). The tube’s digits are clock inputs of two flip flops, A4
driven by U9. The segments (a-n) pin 3 and A4 pin 11. When A2 pinsg
of the upper display are driven by goes high, both flip flops are [
U3,U4,U7, and U8. The segments of clocked, setting both Q outputs low.
the lower display are driven by The § outputs, A4 pin 6 and pin 8,
U1,U2,U5, and U6. Figure 1 shows are connected to both of the 6502’s E
the basic display waveform. Data active low interrupt request lines,
is sent from the Control Beard _ T3 and N1, pin 4. The Q outputs of
(A1P3) to the Display Board (A4P2). A4 will stay low until the
associated 6502 reads its input [
DIGIT port therefore clearing the
' ENABLE FILAMENT interrupt.
FILAMENT  PULSE VOLTAGE
V66 BIAS LEVEL ] / !:
— \ SYSTEM EPROMS -
Veo o \v/\ ---7/ The sound board is designed to [
oV accommodate different types of
EPROMS. Jumpers JP1, 2, 3, and.4
Figure 2. Display Waveform should be set to the proper position l]
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IV. THEORY OF OPERATION

based on the EPROM being used, (See
Schematic Diagram). :

RESET

The Sound Board receives an external
reset signal from A1P4 pin 10. This
active low reset signal is pulled up
by R34 and sent to G5, pin 1 (2-input
AND gate). However, if a manual
reset is desired, pushing switch

SW2 will reset the processor.

MAIN SUMMER

The main summer consists of R13
through R17 and B1, pins 12, 13 and
14. Bl pin 14 is the main output
from the Sound Board, at Aep2 pin
9, and will swing plus or minus 5V
peak to peak.
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F. AUXILIARY SOUND BOARD (A20)
The Auxiliary Sound Board

consists of a ¥YM2151 (U1l)  sound
generator, a YM3014 (U2) DAC, and

a LM324 op-amp (U3)., The master
Sound Board (A6), controls the
¥M2151 (Ul) sound chip by sending
commands via the data bus of the
master Sound Board’s T3 micro-
processor. The YM2151 responds to
these commands and serially sends
sound data to the YM3014 DAC by
means of the CLK, SD, and SH2

lines. The DAC converts this serial
data into an analog signal which is
buffered and amplified by U3, a
LM324 op-amp. This analog signal

is then sent back to the main

summer of the master Sound Board (A6).




V. GENERAL INFORMATION

A. PRINTED CIRCUIT BOARDS B. WIRE COLORS ARE SHOWN
ARE DESIGNATED AS . AS NUMBERS:
FOLLOWS:

Black

0
Al - Control Board 1 Brown
A2 - Power Supply 2 Red
A3 - Driver Board 3 Orange
A4 - Display Board 4 Yellow
A5 - Auxiliary Power Supply 5 Green
A6 - Sound Board 6 Blue
Al3 - Resistor Board 7 Violet
Al5 - Sensor Board 8 Gray
A17 - Diode Board 9 White
A20 - Auxiliary Sound Board
Printed circuit board connectors For example, 688 is a BLUE-
will be labeled AX-JX. For example, GRAY-GRAY striped wire.

A3-J4 is the connector J4 to the
driver board (A3).

C. FUSE AND COIL INFORMATION

TRANSFORMER PANEL/ISOLATION FUSES

"F1 Line Input................. 110V AC.... 8 Amp SLO-BLO
220V AC.... 4 Amp SLO-BLO
F2 Primary Power.............. 110V AC.... 5 Amp SLO-BLO
220V AC.... 2.5 Amp SLO-BLO
F3 Display Filament.........cuiueerunnennn 1/2 Amp
F4 Display Filament........cuouvuuerununnn. 1/2 Amp
FS  DisplaysS.....vviiiinnninninnnnnnnnnnns 1/4 Amp SLO-BLO
Fe6 Power Supply............ tesananan vese. 3 Amp SLO-BLO
F7 Controlled Lamps......veernnnnnennnnn. 10 Amp SLO-BLO
¥8 Solenoids.....vuniiiiinnnnnnnnnnns ++... 8 Amp SLO-BLO
F9 Playfield Illumination................ 5 Amp SLO-BLO
F10 Lightbox Illumination.......... e 15 Amp
¥11l Aux.Power Supply......uieeiieinnnnenns . 1/2 Amp
Fi2 Flood Lights.................. Cherena 1 Amp SLO-BLO

20
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V. GENERAL INFORMATION

PLAYBOARD FUSES AND COILS

FUSE

RATING

USAGE

COIL/COLOR

F15
Fle
F17
F18
F19
F20
F21

F22

F23
F24

1-1/2 Amp SLO-BLO
1-1/2 Amp SLO-BLO
1-1/2 Amp SLO-BLO
1-1/2 Amp SLO-BLO
1-1/2 Amp SLO-BLO
1/2 Amp SLO-BLO

1/2 Amp SLO-BLO

1 Amp SLO-BLO

1-1/2 Amp SLO-BLO
2 Amp SLO-BLO

Top Left Pop Bumper
Top Right Pop Bumper
Bottom Pop Bumper
Left Kicking Rubber
Right Kicking Rubber
Ball Release, Outhole
Left Gunfighter
Right Gunfighter

Top Left Hole

3 Bank Trip (2)

3 Bank Reset

Top Right Hole
Bottom Left Hole
Bottom Right Hole
Playboard Release

6 Bank Trip (6)

6 Bank Reset (2)

Kick-Save

21

16570 (Green)

16570 (Green)

16570 (Green)

5195 (White)

5195 (White)

26451

26451
26451
26451
26452

26926
17876
17876
17876
17876
26452

17876
19300

(Yellow)

(Yellow)
(Yellow)
(Yellow)
(Pink)

(Blue)
(Tan)
(Tan)
(Tan)
(Tan)
(Pink)

(Tan)

(Orange)
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Vi. WIRING AND SCHEMATIC DIAGRAMS, PART S LISTS
CONTROL BOARD {A1) COMPONENT LOCATION

REFERENCE

DESCRIPTION PART NUMBER REFERENCE  DESCRIPTION PART NUMBER
Control Board Assembly (Al) MA-1360 U3 1C, 6116LP, 2K X 8, Static Ram %0-928
BAT 1 Lithium Battery, LM2430, 3V X0-925 U4,05 1C, 6522AP, Versatile X0-929
€3,C7-C18, Capacitor, .01UF, +80% ~20%, 50V X0-229 Interface Adaptor (VIA)
C30-C39 i) IC, DS1210, Non-Volatile Controllex X0-930
c1,02,C4, Capacitor, 0.1UF, +80% -20%, 50V X0-230 U7 1C, T4HCT373, Octal Latch X0-931
C5,C25,C27 i3 IC, T4HCT138, Decoder X0-932
C6,C22,023 Capacitor, 33PF, 10%, 50V X0-896 ug, 10 IC, 74HCT139, Dual Decoder X0-933
C19 Capacitor, 10QUF, +80% -20%, 10V X0-211 U1l IC, 74HC123, Dual Multivibrator X0-934
C€20,C21 Capacitor, 1UF, 20%, 50V X0-748 u12 IC, 74HC161, Binary Counter X0-935
C24 Capacitor, .022VUF, 10%, 50V %0-873 U13 IC, 74HC14, Schmitt Hex Inverters X0-936
C28,C20 Capacitor, 1000PF, 10%, 100V X0-29¢ Ul4 IC, 74HC11, Triple “And" Gates X0-937
D1-D5 Diode, 1N4148 X0-261 U15,U16 IC, 74HCO0, Quad "Nand" Gates X0-782
LED 1 LED, MV3752 (Red) X0-270 U17 IC, 74HCQ4, Hex Inverters X0-888
Rl Resistor, 22 MEGOHM, 5%, 1/4W X0-74 U18 IC, 74HC74, Dual "D" Flip-Flop X0-939
R2,R10,Ril,  Resistor, 10K Obm, 5%, 1/4W Xo-18 U19,U21 1C, LM339, Qund Comparstors X0-583
R18,R28-R30 VR1 Zener Dicds, 1N52258, 3V, 5% X0-248
R3 Resistor, 560K Ohm, 5%, 1/4W X0-169 XTALL Crystal, 4MHZ X0-366
R5, 6 Resistor, 320K Ohm, 5%, 1/4W X0-47 A1P1 Header, 6 Position Xo-210 -
R4 ,R7-RO Resistor, 3X Ohm, 5%, 1/4W X0-23 ALP2,A1P3 Header, 20 Position (Ribbon} X0-840
R12-R14 Registor, 2.2K Ohm, 5%, 1/4% X0-27 AlP4 Header, 10 Position X0-912
R15-R17 Resistor, 3.3K Ohm, 5%, 1/4W X0-38 ALPS Header, 12 Position X0-913
R19-R27 Resistor, 4.7K Ohm, 5%, 1/4¥ X0-7 Jumper, 22 Gauge, (2) X0-469
R31 Resistor 330 Ohm, 5%, 1/4% X0-34 Socket, 28 Pin Dip X0-536
R32-R33 Resistor, 100K Ohm, 5%, 1/4W X0-45
R34 Resistor, 1K Ohm, §%, 1/4W X056
R3S Resistor, 100 Ohm, 5%, 1/4W X0-28
SIP1,8IP2 Resistor Pack, 10K Ohm xlv, 5%, 1/4W% X0-926 C40-C50 Capacitor, ,QLUF, +B0% —20%, 50V X0-229
s1P3 Resistor Pack, 4.7K Ohm X 8 X0-161 RI6-RI8 Resistor, 4.7k Obm, 5%, 1/4W X0-7
8W1 Switch, N.O. X0-897 s1p4 Resistor Pack, 4.7K Ohm X 8, 5%, 1/4¥ KO—lgé
U1 IC. 65C02P2, CPU, 2MHZ X0-927 AlP8 Header, 18 Position %0-9

CONTROL BOARD (A1) PARTS LIST
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VI. WIRING AND SCHEMATIC DIAGRAMS, PARTS LISTS
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VI. WIRING AND SCHEMATIC DIAGRAMS, PARTS LISTS
DRIVER BOARD [A3) COMPONENT LOCATION |
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DRIVER BOARD [A3) PARTS LIST

Driver Board Assembly (A3)

MA-1358

Capacitor, 0.1 UF, +80% -20%, 50V X0-230
Capacitor, 10UF, 20%, 25V X0-127
Capacitor, 10UF, +80% -20%, 25V X0-225
Capacitor, .01UF, +80% -20%, S0V  X0-229
Capacitor, .01UF, 10%, 50V X0-696
Capacitor, 100UF, 20%, 100V X0-958
Diode, 1N4148 X0-261
Transistor, RFP12N10OL, X0-947
N-Channel MOSFET
Transistor, RFP12P0O6, X0-948
P-Channel MOSFET
Transistor, MPSA13, Darlington X0-304
Resistor, 10K Ohm, 5%, 1/4W X0-18
Resistor, 3.3K Ohm, 5%, 1/4W X0-38
Resistor, 3 Ohm, 5%, 5W X0-942
Resistor, 560 Ohm, 5%, 1/4W X0-36
Resistor, 1K Ohm, 5%, 1/4W X0-5
Resistor, 330 Ohm, 5%, 1/4W X0-34
Resistor, 100K Ohm, 5%, 1/4W X0-45

PART NUMBER

31

REFERENCE

RS8
R59
R60
R61-R93
R94
SIP1
S1p2
SIP3
SIP4
U1-US
ue-u7
Us-u9
U10-U11
u12
A3P1
A3P2
A3P3
A3P4
A3PS,
A3P6
A3P7

DESCRIPTION PART NUMBER
Resistor, 6.81K Ohm, 1%, 1/4W X0-943
Resistor, 1K Ohm, 1%, 1/4W X0-944
Resistor, 4.7K Ohm, 5%, 1/4VW X0-7
Resistor, 2.2K Ohm, 5%, 1/4W X0~-27
Resistor, 27K Ohm, 5%, 1/4W X0-11
Resistor Pack, 4.7K Ohm X 8,5%, 1/4W XO-161
Resistor Pack, 33K Ohm X 8,5%, 1/4W X0-945
Resistor Pack, 10K Ohm X 7,5%, 1/4W X0-926
IC, Octal "D" Flip-Flops, T74HC273 X0-949
I1C, Shift Register, 74HC164 X0-950
IC, Buffer, 7406 X0-85
I1C, Quad Comparator, LM339 X0-583
I1C, Timer, NE555 X0-631
Header, 6 Position X0-910
Header, 20 Position (Ribbon) X0-940
Header, 14 Position X0-914
Header, 10 Position X0-912
Header, 18 Position X0-916
Header, 8 Position X0-911
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A17 DIODE BOARD 26369
ﬂﬂﬂﬂﬂﬂﬂﬂ UUWUWU O pamrs st
Al7 Pl AI7P2 PARTS L'ST
REFERENCE DESCRIPTION PART NU
Diode Matrix Assembly (1A17) MA
D1-D32 Diode, 1N4148 X0
P1,P2 Header 18 Position XC
Circuit Board Support (4) 23
O 1989 PREMIER TECNNOLOGY ALL RIGHTS RESERVED J
DIODE BOARD (A17)
COMPONENT LOCATION
Al7 DIODE BOARD 26369 @
ggwggw | DIODE BOARD (A17)
AV P1 PARTS LIST
REFERENCE DESCRIPTION PART NU!
Diode Matrix Assembly (2417) MA
D1-Di6 Diode 1N4148 .. XO
Pl Header, 18 Position - X0
Circuit Board Support (4) 23
@© 1989 PREMIER TECHNOLOGY ALL’ RIGHTS RESERVED @

RESISTOR BOARD |A1 3)
COMPONENT LOCATION

Al3 RESISTOR @
26378~ BOARD
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~ RESISTOR BOARD [A13)
T PARTS LIST
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vy . REFERENCE DESCRIPTION PART NUM

| 150020051011

» “mumm Resistor Board Assembly (A13) MA.

- R1 Resistor, 6.6 Ohm, 5%, 5W Xo

oE TITTTT LTI R2-R6 Resistor, 3.3 Ohm, 5%, 7W X0

55 VNI JP1 Jumper, 22 Gauge X0

ﬁ P1 Header, 8 Position XO-

am Circuit Board Support (4) 23!
[a)

]

nZ

mo

”I-

=8

8=

G )
— AI3P]
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ATIC DIAGRAMS, PARTS LISTS

1364
261
916
84

1365
261
916
84

SENSOR BOARD (A15)
COMPONENT LOCATION

o—

R4 R

= A1SP1

S
1

JP1 l U1
01

S

111
ol

EBC EBC

R3

@

LAMP BOARD

COMPONENT LOCATION

4@ 40 40
TORTOIRTO

LN Lie L13
4O 40 O
L1e L17 L8

4@ 4D 4D
=D =0 =40

LAMP BOARD

4O 30O

LS
10
L14

L0

L19

40

L24

gt (O]

L10

mo* (Ds 1
40

L20

=0

Les

COMPONENT LOCATION

33

REFERENCE DESCRIPTION

D1,D2
JP1
Q1,Q2
R1,R4
R2,R5
R3,R6
158
A15P1

REFERENCE

D1-D25
L1-L25
Pl

REFERENCE DESCRIPTION

D1-D9
L1-L9
Pl

SENSOR BOARD (A15)
PARTS LIST
PART NUMBER
Sensor Board Assembly (A15) MA-1334
Diode, 1N4148 X0-261
Jumper, 22 Gauge X0-~469
Transistor, 2N3906 (PNP) X0-588
Resistor, 10K Ohm, 5%, 1/2W X0-62
Resistor, 47K Ohm, 5%, 1/4W X0-30
Resistor, 22K Ohm, 5%, 1/4w X0-42
IC, Optocoupler, MCT6 X0-1000
Header, 8 Position X0-911
Spacer (4) 23984
LAMP BOARD

PARTS LIST
DESCRIPTION PART NUMBER
Lamp Board Assembly MA-1335
Diode, 1N4004 X0-254
Lamp, Type #44 LA-QO
Header, 10 Position X0-998
Socket, Lamp (25) X0-962

LAMP BOARD
PARTS LIST
PART NUMBER

Lamp Segment Board Assembly MA-1336
Diode, 1N4004 X0-254
Lamp, Type #44 LA-0
Header, 6 Position X0-999
Socket, Lamp (9) X0-9862



VIi. WIRING AND SCHEMATIC DIAGRAMS, PARTS LISTS

_ +12V DC UNREGULATED INPUT I
c2
o AUDIO INPUT P [ - ..J_LOUF |
| . w1 Tk
sl | AUDIO | ) |
< ci AMPLIFIER
w11 3\s LM2002 | |
”n" 03
tour | | +
e ! — |
3100 12 | 1000UF I
ANALOG GROUND 1 | HEAT eR4
SINK $220
_ 1 <Ti2w ™ |
v Lo oo 21.0
Ti72w |
R3 S
v"0' [AY I
cs .OIUF Lcs
456 0.1UF |
LAY
470UF |
35V SRS |
S22
__ AUDIO OUTPUT 4 v |
_ 12V AC INPUT I
CRI CR2 |
(4) l 188
CR4 Gur Naraza I
~_12V.AC RETURN +I 50V }elv,is% |
_ —12V DC REGULATED OUTPUT (SOURCE) = = |
24V DC UNREGULATED INPUT °:,5 ) R ) |
> } A
330 R
iNdoos "LI_ c8 vew iNaraza |
47UF 12V, £5%
Isqv W |
__ 12V DC REGULATED OUTPUT (SOURCE } = - |
DC GROUND
N |
AUXILIARY POWER SUPPLY (AS5) Premier*Technology
COMPONENT LOCATION ™™ AUXILIARY POWER SUPPLY (A5)
SCHEMATIC DIAGRAM
O L BB TS| E-24715

@)

CRS o—[_3}-®
VR2 &—{31-o
CR3 o—{3}-o
CR1 o—_J—o
CR4 o— 3}

+

O}

AUXILIARY POWER SUPPLY [AS5)

REFERENCE DESCRIPTION

c7, C8

Ul
VR1,VR2

34

PARTS LIST

PART NUMBER

Auxiliary Power Supply MA-1366

Capacitor, 1UF, 10%, 35V, TANT X0-715
Capacitor, 1000UF, 25V X0-874
Capacitor, .01UF, +80%,~20%, 50V  X0-229
Capacitor, 0.1UF, +80% -20%, 50V  X0-230
Capacitor, 470UF, 35V X0-284
Capacitor, 47UF, 50V X0-210
Diode, 1N4004 X0-254
Resistor, 2.7K Ohm, 5%, 1/4W X0-6
Resistor, 100 Ohm, 5%, 1/4W X0-28
Resistor, 220 Ohm, 5%, 1/2W X0-185
Resistor, 2.2 Ohm, 5%, 1/4W X0-595
Resistor, 1 Ohm, 5%, 1/2W X0-593
Resistor, 100 Ohm, 5%, 1/2W X0-52
Resistor, 330 Ohm, 5%, 1/2W X0-1001
Audio Amplifier, LM2002 X0~550
Diode, Zener, 1N4742A, 12V, +5%,1W X0-257
Heat Sink X0-472
12 Position Connector X0-879




AUXILIARY SOUND BOARD (A20)

COMPONENT LOCATION

—3

BOARD

©
[+ 4
x

<2
&2
x2
<

o)
~N
<

(©1987

'_‘"T

JP2

JP3
PREMIER TECHNOLOGY
ALL RIGHTS RESERVED

co

AUXILIARY SOUND BOARD (A20)

REFERENCE

C1,C4
Cc2,C3,C5,C6
Cc7

c8,Cco

Cl1

C12 (R5)

R1

PARTS LIST

DESCRIPTION PART NUMBER
AUXILIARY SOUND BOARD MA-1033
CAPACITOR, 10UF, +80%-20%, 16V X0-846
CAPACITOR, 0.1UF, +80%-20%, 50V X0-230
CAPACITOR, 1500PF, 5%, 50V X0-954
CAPACITOR, 4.7UF, 10%, 10V X0-226
CAPACITOR, 3300PF, 10%, 100V X0-600
CAPACITOR, 1000PF, 10%, 100V X0~-296
RESISTOR, 10K OHM, 5%, 1/4V% X0-18
RESISTOR, 10K OHM, 1%, 1/4W X0-956
RESISTOR, 1K OHM, 5%, 1/4W X0-5
RESISTOR, 1.8K OHM, 5%, 1/4W X0-37
IC, SOUND CHIP, ¥YM2151 X0-882
IC, SERIAL DAC, YM301l4 X0-883
IC, QUAD OP-AMP, MC3403P X0-953
JUMPER, 22 GAUGE (3) X0-469
SOCKET, 20 PIN DIP X0-491
SOCKET, 24 PIN DIP X0-529
RIBBON CABLE 25699
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VI. WIRING AND SCHEMATIC

26778 RIBBON CABLE
( TO S4 EXPAND SOCKET
MA-886-720 SOUND BOARD)

A2041
= —>19 > ; » +12v
i e
I ' '
&—i N e H—L -
< —>18 ) : f2v +5v
1
E ' : ’ :
]
: .
] i X
: ; | R6 22
]
: : ! Si7o
p P 4
A =18 > ' AO
24 E —> 9 > z: SCLK 0
P LN N 3 e
N ISR T A= YM2S
i - : e
“ e > ”
! ] ! 12 CLK
) * |
< i ; > 6 >7: i3 D2 SO
i i ! SH2
) . 14
L ' > 5 > 03
[ ]
&~ > 4 >+ 15104
! L
]
16
& —> 3 > 0s
1 i | 17 Ves
i > 2 > D6
i ‘ . ' Vss
- > 1 > 1807
] : ]
] H []
‘ RS |
1
& —>16 >—
' 3
|
— 17 > ;
! J
& : )zo‘r; — +5V
1 h : ' +] C1
‘ ' 1 == 10UF
L R ( 16V
vn /1o>_i.__4p




IAGRAMS, PARTS LISTS

6 —
5 7 NOT USED
+
= L U3
= MC3403P
+5V
) ce
o—l(
O.1UF -i— +12v 7
" 1500PF
Ve U3 {¢ [\
MC3403P R2
23 5 CLK NN
12 10K 1
21 4 Uz we 14 455 R3 9
soYM3014 3 - BN
19 3L sH2 "8 il i 10
H V/US
R4
A OUT R4 MC3403P
LIPS Len
I.ooasur
= MAY BE LOCATEIL/
ON FOIL SIDE. =
co,
- ) {
l 4TUF i
10V ¢y2 =< (RS)
(org 100088 | "
—12v
Premier*Technology
™™ AUXILIARY SOUND BOARD (A20)
SCHEMATIC DIAGRAM s
PR [ | 32088 | E-26145 |
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VI. WIRING AND SCHEMATIC DIAGRAMS, PARTS LISTS

SOUND BOARD (A6) COMPONENT LOCATION '

c1a¢1e
s

_Q}’

MAG86

&

TT
i
N-l:-
—
3
Ui

[-] o
R63 RS4 218 R3T O
] [ X3 L) l_‘

REFERENCE DESCRIPTION PART NUMBER REFERENCE DESCRIPTION PART NUMBER

Sound Buard Assembly (1A6) MA-886-720 R61,R62,R63, Resistor, 33K Ohm, 5%, 1/4¥ X0-43
€13,Ca7 Capacitor, 1UF, 20%,20V(Non. Polar.) X0-746 R64
c8,c9,C10, Cupacitor, 10UF, 20% 28V (Tantalum) X0-127 R59,R60 Resistor, 100K Ohm, $%, 1/4W X0-45
€18,C19,C24, R65 Resistor, 27K Ohm, 5%, 1/4¥ X0-11
€33,C34 A2 1C, 7430, 8 Input NAND Gate X0-643
AND THREE A3,B2,85 IC, 74LS374, Octal "D" Flip Flop X0-96
UNMARKED A4 1C, 74LS74, Dual "D" Flip Flop X0-434
CAPACITORS AS IC, MC3403P, Quad Op~Amp X0~953
C11,C12 Capacitor, 10PF, +80%=20%, 50V X0-635 B1 IC, MC3403P, Quad Op-Amp X0-953
Cl4,C22 Cepucltor, 33PF, 10%, 100V X0-8986 E2 IC, AD7528J, Multiplier DAC X0-847
C15 Capacitor, .047UF, 20%, 50V X0-638 G3 IC, 74L8377, Octal "D" FLip Flop X0-97
c21 Cupacitor, 22FF, 10%, 6OV X0-633 G4,T1 IC, 74LS04, Hex Inverter X0-418
C28 AND Capacitor, 0.1UF, +80%-20%, 50V X0-230 G5 IC, 74HC08, Quad 2 Input "AND" Gate  X0-872
SIXTEEN H2,H3 IC, 6116LP-15, 2K X 8 RAM X0-928
UNMARKED i15,K5,N5 1C, 74LS161, Synchronous Presettable X0-440
CAPACITORS o 81,TS Binary Counter
C€31,C32 Capacitor, 0.1UF, 10%, 100V X0-784 K2,K3 IC, Specified Per Game e o e aom———
C35 Capacitor, 1000PF, 10%, 100V X0-296 M2 1C, 74L8245, Octal Bus Transceiver X0-79 : e
C36 Capacitor, 2200PF, 10%, 100V X0-288 N1,T3 IC, 85024, CPU c X0-893
€38 Capacitor, .0033VUF, 10%, 100V X0-600 82 I1C, 74LS139, Dual 1 of 4 Decoder X0-419
C39 Capacitor, 220PF, 10%, 100V X0-694 83 1C, 741CT245, Octal Bus Transceiver X0-891
D1 Diode, MV5752, (LED, Red) X0-270 T4 1C, 74L8138, 1 of 8 Decoder X0-437
R5,R9,R10, Resistor, 1K Ohm, 8%, 1/4¥ X0-5 SIP 1 Resistor Pack 1K Ohm X 8 X0-493
R27,R28,R31, Sw2 Switch, Pushbutton X0-897
R33,R35 XTAL 1 Crystal, 4 WHZ X0-366
Re Resistor, 240 Ohm, 5%, 1/4W% X0-173 A6P1,AGP2 Coanector (2) X0-879
R11,R12 Resistor, 470 Ohm, 5%, 1/4W X0-35
R21,R28 Resistor, 3K Ohm, 5%, 1/4¥ X0-23 28 Pin Dip Socket (2) - - X0~536
R16,R17,R58  Resistor, 10K Ohm, 5%, 1/4VW X0-18 Jumper, 22 Gauge (7) X0-469
R18 : Resistor, 6.8K Ohm, 8%, 1/4¥ X0-8 20 Pin Dip Socket X0-491
R20,R34 Resistor, 4.7K Ohm, 5%, 1/4W X0-7
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VIi. WIRING AND SCH

+8v
4 DATA BUS 1
P2 o
LOCATED ON §4 +ov mz7:4/2 :
) . 3
S FOIL SIDE. LS04 13M z-nzeT 7]
/ l/ T
4 +8V e
¥ T ADDRESS
0.IUF 8 |34 B8US 4 4 222
vV R/W A4 ~— Vep OE
40fpes  arzff3 A3 ga,
57 Af2 1
DCLK Al Atd
Z AlO A10
12 i
85024 A7 AT 2764,
3 A6
HZ AS as 21128,
Slnmi A4 A4 27256
A3 A3
ales A2 az YROMt
Al 250ns
+5v Ao " 40
11 9 19
7 B8 a8 o7
i 87 A7 06
2 05 86 A6 05
ROY D4 85 AS| D4
. D3 B4 a4 03
= D2 83 A3 02
F o1 B2 ., A2 ol
gy DO 81 §3 ai (1)
' JP8 JP7 4&]2&( 02 Al4 A5 HOT245 CE
I 39 [24 [25 19 20
<
H 8
I i c28
I A2 6UF DATA BUS 1
s12e(Sea(s3z( S8 Js& Jsz Js1 Jsie 1430 N
I DATA BUS 1
| INPUT PORT BUS D
l N——a b oL Rk
A6P2
5 é~y-——9p—» +5V DC
C— Soin 7
1 +{ €18 5| 10
1 ==10UF CIN R31
‘ 25V algy L5161 X 1
: ¥ 3 7 :
! AIN  PEN
Bl it S |
T L aeo ™M
‘ I_zsv
' 18 +5V
)
: GROUND (DC) R332
' ) 10 1K
; ! TEN
T ::JINEPEN"' -4
' Al CIN  CLR Hewn
] 4 BIN 3 LD
. E1 Y ] ‘ K5
: — TO S4-18 LS161 LS181
e
P e v oe — ck_Rcoff> 2heLk  Reo
! = OF LD
LT
: + 1 9
i
)
s ! AUDIO_OUTPUT L 64 DATA BUS
“ ! ANALOG GROUND LS04 3
l 10 1 2
[}
Premier’Technology I
SOUND BOARD (A6)
SCHEMATIC DIAGRAM |
t YN {APPROVED| DATE ey
B L s2088 | E26146 | | -




MATIC DIAGRAMS, PARTS LISTS

&'IA/AM

21 20
WE O
HAs
as W3
AT 6116
as 150ns
A4
A3
a2
At
A0
o7 4 19 _
"BZ-. pe—¥%0 & 054t Fo—————————-
0 $0 &3 sof—=Tosa-ii OPTIONAL GIRGUITRY
Be 501 §317 [ I
30
Bs 20  2a0f3 +8V | T0/FROM |
po 1D 1Q 2y R6 DATA BUS1 +8V
— > cLK ¥ 240 | |
= . (LED)
18
! o7 M +12v !
1 —12v
| 3] 10 A58 |
FROM T3-40
I 3 FROM 63-19 |
15 4 Fhom 48P
;A 14 YO | po FROM G3-2 |
¢ s FROM G3-5
2 L3138Y5 1o | ~—a—— FROM §1-2 |
8ls 23 105414 I I
G2a
sizes vaff2 N |
R9, 1K
+5V
4
¢t +iav
10 PF
¥ it 1 c34
$1OUF
’I—-}{>“ WA 1 P Re3
78B4 1ooxl el >
MC3403P l_m e 1 AS K
+5V 45V » gz I - MC3403p cas
19 9 i)
s |i7 i€ :]fggF cae .0033UF
(e —12V 4] 25v 2200PF R64
Rerd Vool 9 s c13 5 i€
——OUTA RpgA o iol, » 32 MC3403p 33K
18 wR vggs 20 B1 12 rei | re2 C37Res ¢-° 7
a0 epmns Mo MC3403P 3 3 OF 27K 4
a‘ c35=k |
£2 1000971
17 7| ADT528) 1 18 S128 ’ v} MC3A4§03P
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7 or 16138 oe MC3403p
D5 1¥ae T0S4-17
D4 Qs o, D5
D3 a4 B2 o
be as| 53po3 R58
Q2 "2 Tox
00 af o1
cs cﬁneﬁo OE  EG R16,10K
151 |5 T ED R7, 10K
+12v
INBUT
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BUS ords
] +] cs 1
=iour 12|, %
B NS E:
MC3403pP (i(s v .
10UF
- y B asv -12v
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Vi. WIKING AND SDUCHFIENIATIC DIAGIKANDD, FAKTY LDDTY

dni e

DISPLAY BOARD [A4) COMPONENT LOCATION

D O ..

r— -
—
- DISPLAY BOARD [A4) PARTS LIST
[ REFERENCE DESCRIPTION PART NUMBER
“ Display Board Assembly (A4) MA-~1361
Ci-C4 Capacitor,.01UF, +80%-20%, 50V X0-229
[ C5 Capacitor, 0.1UF, +80%-20%, 50V X0-230
N C6 Capacitor 470UF, 50V X0-847
[ ). c7 Capacitor, 10UF, 20%, 25V X0-127
) CR1-CR4 Diode, 1N4004 ’ X0-254
DSP1, Alphanumeric Display, FG2013B2 X0-901
r— DSP2
R1 Resistor, 3K Ohm, 5%, 1/4W X0-23
SIP1 Resistor Pack 4.7K Ohm X 8, 5%, 1/4W X0-161
— SIP2 Resistor Pack, 33K Obm X 8, 5%, 1/4W X0-945
U1-U4 IC, Octal "D" Flip-Flop, 74HC273 X0-949
— U5-U8 IC, Display Drivers, 6118A2 X0-951
. ue IC, Latched Drivers, TL5812 X0-952
' J VR1 Diode 1N4739A, 9.1V Zener X0-881
A4P1 Header, 8 Position X0-920
A A4P2 Header, 20 Position X0-941
,i| Sponge Rubber, 1-1/4" (4) 24290A

| | 40




SIP{
47K X8

pome———=y

V1. WIRING AND SCHEMATI

— — . G— GO —— G ——— — D S — R D G —— A E— — — - — G- o s mmme — —

o e o A O AR o

+5V
i

Vee
DO

Di

D2
D3

05

De

D7

Wice

Ui
1440273
D4 Q4

Qs
Qe
Q7

+47V
10
vbb
7 o7
16 o8
I8 oS
23 ve 04
» 1411"02213 8118A2
o0 Qo 3 03
n Ql 12 02
02 Q2 ] o1
03 10 00
GND
9

1
2
3
| Jelefrjele fa 2 lr
| ' .t [ L L !
grzssdges |
| ' "
[ S 2 Fi
| SiP2
33KX 8
A4P
| )36V Ac R
—— > +47V DC
cR3 cre L CE
36V AC RETURN = 470UF
sov
VA1
3 Veo }“ i
IN4739A =
4 Ve p——»= +5V DC
+| c7
10UF
25V
> 8.6V AC (DISPLAY FILAMENTS)
3 8.6V AC RETURN (DISPLAY FILAMENTS)

NOTE
1. SIMILAR SEGMENTS OF EACH CHARACTER
| ARE INTERNALLY WIRED IN PARALLEL.

-

-

Premier*Technology

DISPLAY BOARD (A4)
SCHEMATIC DIAGRAM

TITLE

I8 [em 101289 [E-27035

SEGMENT
IDENTIFICATION

\ N

l———_———-————————'
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DSP1
F6201382

" 8.6V AC

8.6VAC RETURN

8.6V AC

8.6V AC RETURN




DIAGRAMS, PARTS LISTS

+5V
A ¢5,,0.1UF

1 COM

R1
s

+47V
1

16

DSTB 15

16k

DBLNK 13

v i
18 i

DDATA 27

| 1

L

Dé

11

23
D4 D5

0 |21
D3

0 0 O L P

09 o010 011 D12 D13 D14 D15 016 D17 D18 D19 D20

- —— ey, e e e e, e, e, e

I l | 27 I 28 l 29 30 31 32 33 34 35 36 37 38

25 26
D7 D8 D9 D10 [4}] D12 D13 D14 015 Di6 D47 pi8 019 D20

o L

22
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20 21
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VIi. WIRING AND SCHEMATIC DIAGRAMS, PARTS LISTS

| i 1
' Q1 HEAT SINK
I REGULATOR !

LM338 ! \/

|
|
|
atl ) !
+12V DC INPUT y v ! 45V DC OUTPUT (SOURCE) TO AlJ1-1 (CONTROL)
- 1 2|'N OUT B3 (CASE)
| ADJ | | R2 TO A1J1-2 (CONTROL)
4 | , $220
1 q o £5%
+i2v DC | IR D 14w TO A6J2-5 (SOUND)
70 _A4J2-4 (DISPLAY)
B L tl c2
T 0.1UF R3 T 4.7UF
B GND 25v 5604 _ 10V TO A3J1-2 (DRIVER)
£10% 2> 15V DC ADIUST
[ R1
$390
$15%

3
=

Premier®Technology
— "™ POWER SUPPLY (A2)
J : SCHEMATIC DIAGRAM
D2 erm  |izFep 85| E-24441
|

POWER SUPPLY (A2)

Hl COMPONENT LOCATION

POWER SUPPLY (A2) PARTS LIST

HEAT SINK
REFERENCE DESCRIPTION PART NUMBER
Power Supply (A2) MA-1359
c1 Capacitor, 0.1UF, +80% -20%, 50V X0-230
c2 Capacitor, 4.7UF, 10% 10V X0-226
J1 Header, 6 Position X0-910
J2 Header, 8 Position X0-911
Q1 Regulator, LM338, (5 Amp) X0~-839
R1 Resistor, 390 Ohm, 5%, 1/4W X0-845
R2 Resistor, 220 Ohm, 5%, 1/4W X0~-21
R3 Resistor, (Pot) 500 Ohm, 10%, 1W  X0-112
Heat Sink X0-534
Insulator (Regulator) X0-522
Insulator (Regulator) X0-523
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Vi. WIKING AND SUHIENIATIV DIA

° ° °
a333 1“:1 Y ?lm cm:“c:urz % RIGHT co;: (:HUTE % CENTER c:‘x‘N:cuurs ? CREDIT BUTTON
H 3
9 |4oo|.u yo Y ! [560] {1 o8 >— Y [11 (2 10> Y [522 (3 1> Y [533 (4125
|————n @ ——— e ——— & B | e A B m——— e ——— - A A&~ -~
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Re] %) | AV xia My Y 7@ % i
1o eTRoeE 1 ‘ 1} | F———e  —
° ° ° -
n % |ITII % %
1a17 7 ¥ LEFT SPOT TARGET #1 3 TOP LEFT HOLE % TOP LEFT SPOT TaRGET RETURN ROLLOVER
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G|EEleY B MP | s THRVAND Sl vy Wy D A Bl
) ° ° e e ° °
1017 19 1Y LEFT SPOT TARGET s2 | TOP RIGHT HOLE 17 TOP RIGNT SPOT TARGET| 'Y
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21[38]a2 Y N [528 | 'Y 066 T1 Y [F33 1 Y - I
STROBE 3 il — H {F———se |'————‘
° ° ° °
- % ayn % % %
2037 1 Y LEFT SPOT TARGET #3 Y BOTTOM LEFT HOLE p4 SPINNER 5 (SPARE)
sHeo sHaL sHa2 $Ha3
o[l Y Y [333 11 Y [e55 it Y [Fo0] 10 Y [ \
STROBE 4 11 11 1F { ———¢
° ° . °
’1 % l'“ll % % %
2017 15 17 LEFT SPOT TARGET #4 | BOTTOM RIGHT HOLE 3 S8TAR ROLLOVER o (SPARE)
1o} 3551t Y Y_[#] ‘ﬁ_o O 'l EI e Y [Rzz] ®°° Y [ e
STROBE S 1 1 1 11
° °
2007 | LEFT FLIPFER RIGHT FLIFPER \}" \Js/
J1 £H60 SHeL su62 sHE3
[48€] ! , ! Y 1 1 1
6 I sTroBE € L {2z s) * E>——9 il X il
_ A Pl - "
* ) 4 ) b 4
JL sw?0 sW71 sH72 6?73
s 1977 Y Y_[1 11 D 1L Y {1 1 Y 1 11
STROBE 7 il 17 1 11
* * * *
PL J
3a17 1 2 suao \J’/ SH81 \k sHez \i/ sHe3
e Ll g L1 [
\L ¢ ¢ A 6 4
PL J J
etz 10 11 W90 2 SHoL ‘\:]', sH92 ’\1/ sH93
3 FiilaaY Y [ 1 11 Y_[1 1 ,Y 1 11 Y ] [ p—
STROBE 9 } 1= { —te i1 1
&- - £ o
* Y * ) 4
Yy Ng N %
3atr L2 HAO 2 sHAL 4 ssaz 3 sHA3
2 [Fzzlaay N [ 11 11 m I 1 Y _[1 |
STROBE A iy 1t 1r |
* A § ) g *
ry ¢ Vv
3atz 10 1t $HBO 12 sumL ‘\:]'/ suB2 '\l/ $HB3
ey L1y Y L1} g
ai3s °
T |soo| RETURN O Note: All Switch Dicdes | Note: a = ASJL
Are Tupe 1N4148 b = A9J8/PB
[611] rReTUL
2 RN 1 6 = ASJI/PY
¢ |[622] ReTURN 2 4 = 101331
s [633] rETURN 3 e = A%J10/PL0
[633] reTURN 4
4
a [€55] mrETURN 5
'2 [6€6] RETURN &
. [677] rETURN 7
s [Sa4] staM sK. S44 s
11 [[T77] Prav/TEST 8W. 7] {16
744] TILT sW’ 744
1o] —e < ® ~
L‘I TILT SWe_ |9] i3 a
9 ]

-

' 3




JIG WIAQGIKAIVID, FAIKTD LII1D

""""" Y BPEREe % LA, | C B cer o1 | % [RiGHT ORGP TARGET #1
MR BN DAl Eiid ID AN Y:I'ﬁTI ! Y:m (e}
——————— R B s m]|o—m— == A A& - o ' »
2 %I I %:
-4 RIGHT KICKING RUBBER 16 LEFT QUTSIDE ROLLOVER R : Wﬂf »2 : 18 |RIGHT DROP :::GET »2
173 % SHLS k3 N $
P R T N T L Oy UL G4
S 2 .S t
? RIGHT RETURN ROLLOVER %RIG{T OUTSIDE ROLLOVER ?E WARGET »3 : %:RIGHT DROP TARGET #3
sHaé sKa7
§ Y 77 Slﬁl Y 811 ‘T:___‘;\L:_@_—(:f_j-— :?;_ :H l___0
I I R e e [
1S 3rde PDS;:\:N TROUGH 16 RIGHT SHG::'.i ROLLOVER 4 | SPOT e L 21 RIGHT DRG’S::GET *4
§ Y [eee ” Y [eee H Y:I'ﬁTI <:<_” : [0a4] <‘H|—_"
2 s 2 |
% (SPARE) % LOOP ?: SPOT ?&% »*2 ? RIGHT DROP TARGET #3
SHAY SH46 Wa7?
S Wl N = My L Sy :;_” {
|
i C(SPARE) 1$ (SPARE) %: SPOT $£%ET *3 18 RIGHT DROP TARGET #6
S Rl A i L o 15 1oy LI L )4
¢ * *— e = ¢
¥ ¥ ¥ ¥ Y
Y. 1 ",“}‘ Y [ ",“l’ I ‘;?j‘ Y [ ",“(l’
) ¢ g 9
Nz , NZ NZ ¥
V2 o Bt OV Wi i V2 o
{} I} 1} i}
) ¢ ) g |
¥ ¥ ¥ y
Y_ [ "“ Y [ "' Y. M ;‘.“;‘ Y I “,“ji
) ¢ ) ¢ ) g 1
J NE NE N
1s sH94 16 SHYS 17 SH96 18 sSH97?
S Ml R Bl Y 1% R o
) g 2 g ¢ |
¥ ¥ ¥ ¥
sSHA4 SHAS SHAG SHA7?
A By D 0 i N ' e iy N ' s My
4 ¢
!\i/ SHB4 1\2/ 1 l\-}/ SHBE l\é; SHB?
SO A e R 4 i B 1 YU HE e )
Premier®Technology
SWITCH MATRIX
SCHEMATIC DIAGRAM
|REW [ 10288 E-27036

45



VI. WIRING AND SCHEMATIC DIAG
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VI. WIRING AND SCHEMATIC DIAGI
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Vil. PAKTS INFORMATION

CABINET PARTS

ITEM DESCRIPTION

1.

11.

12.

13.
14.

15.
16.
17.

18.

19.
20.

21.

Cabinet

Lightbox Mounting Thumb Screw (2)
(Not Shown, For Reference Only,
Part of Lightbox Assembly)

Butt Hinge (2)
(Attached to Lightbox)

"U" Bolt (P/O Lightbox)
Latch Assembly (P/O Cabinet)

Cable Assembly, Domestic (High Voltage)

Line Cord (Domestic)
Line Cord Cover Plate
Speaker, 4 Ohm, 15W, 6-1/2"
Speaker Guard
Prop Stick, Playfield
Right Flipper Switch
Left Flipper Switch
Ball Shooter Assembly
Switch, On/Off
Switch Plate (2)
Switch Housing
Front Door Assembly (Universal)
Cable Assembly
Slam Switch (N/O)
6V DC Lamp, Wedge Base
Frame, Door
Two Chute Door
Black Button Bezel
Entry/Reject Button
Button Spring
Reject Flap
Clamp, Frame
Flat Lock and Cam Assembly
Base Plate with Pivot and Stud
Microswitch Bracket

Clear Plastic Cover for Microswitch

Coin Microswitch with Wire
Lampholder
Black Reject Bezel
Replay Switch Assembly
Cashbox
Cover
Liner (Small) (3)
Liner (Large) (2)
Plumb Bob Tilt Switch Assembly
Strike Plate
Carbon, Tilt Bob
Rod, Tilt
Bracket
Clip
Knocker Assembly
Bell Assembly (Gong) (When Used)
Cabinet Leg (4)
Leg Bolt (8)
3" Leg Adjuster (4)
3/8-16", Jam Nut (8)
Transformer Panel Assembly
Bridge Rectifier (3)
Cable Assembly (Secondary)
Capacitor, 10,000UF, 25V
Capacitor, 33,000UF, 35V
Fuse Block (8 Pos.)
Fuse Cover
Fuse Holder and Cap (F2)
- Fuse Holder (1 Pos.)
F2, 5 Amp, SLO-BLO (110V AC)
F2, 2.5 Amp, SLO-BLO (220V AC)
F3, 1/2 Amp
F4, 1/2 Amp
F5, 1/4 Amp, SLO-BLO
F6, 3 Amp, SLO-BLO
F7, 10 Amp, SLO-BLO
F8, 8 Amp, SLO~BLO
F9, 5 Amp, SLO-BLO
F10, 15 Amp
Fil, 1/2 Amp
Ground Bus Assembly
Outlet, Service
Transformer
Cabinet Pivot Bracket (Right)
Cabinet Pivot Bracket (Left)
Line Filter Assembly
Fuse Holder
Fl, 8 Amp, SLO-BLO (110V AC)
Fl, 4 Amp, SLO-BLO (220V AC)
Line Filter
Line Filter (Germany)
Mounting Bracket
Control, Volume, 100 Ohm, 2W
Switch, PLAY/TEST

PART NO.

26904-720
FA-153

26449

24659
21969
MA-1350
23365
23364
EL-83
20931
23940
26498
26054
26314
23799
18769
15163

MA-1347
26130
FD-2
FD-13
24159
FD-14
FD-15
FD-16
FD-17
FD-18
FD-19
FD-20
FD-21
FD-22
FD-23
FD-24
FD~26
18092
25309
25315
24870
24871

358
MH-30
357
22043
14653
MA-12
MA-352
26684
3775
MH-21
FA-665
MA-1339
EL-42
MA-1348
X0-830
X0-957
EL-10
23805
EL-78
EL-17
EL-8
EL-21
EL-28
EL-28
EL-5
EL-9
EL-36
EL-26
EL-8
EL-25
EL-28
26794
18133
26907
25658
25657
MA-1356
EL-78
EL-26
EL-33
EL-50
EL-51
24149
X0-199
EL-57

56
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ITEM DESCRIPTION

22.

23.

24.
25.
26.
27.

Ball Roll Tilt
Housing and Switch Assembly
Switch
Button Holder and Switch (2)
Pushbutton (2) (Black)
Right Moulding (Not Shown)
Left Moulding (Not Shown)
Front Moulding (Not Shown)
Isolation Transformer Panel
Relay Cover (2)
Isolation Transformer
Mounting Board
Fuse, F12, 1 Amp SLO-BLO
Cable Assembly (Transformer)
Cable Assembly (Floodlight Relay)
"D" Relay
"B" Relay

PART NO.

24394
24393
23503
24293
22735
22736
16951
MA-1349
26224
26226 .
26775
EL~6

MA-1349
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CABINET PARTS

ITEM DESCRIPTION

1.
2.

13,
14.

15.

16.

17.

18,

19.

20.

21.

Cabinet
Lightbox Mounting Thumb Screw (2)

(Not Shown, For Reference Only,

Part of Lightbox Assembly)
Butt Hinge (2)

(Attached to Lightbox)

"U" Bolt (P/O Lightbox)

Latch Assembly (P/0O Cabinet)
Cable Assembly, Domestic (High Voltage)
Line Cord {Domestic)

Line Cord Cover Plate
Speaker, 4 Chm, 15W, 6-1/2"

Speaker Guard
Prop Stick, Playlield
Right Flipper Bwitch
Left Flipper Switch
Ball Shooter Assembly
Switch, On/Off

Switch Plate (2)

Switch Housing
Front Door Assembly (Universal)

Cable Assembly

S8lam Switch (N/O)

6V DC Lamp, Wedge Base

Frame, Door

Two Chute Door

Black Button Bezel

Entry/Reject Button

Button Spring

Reject TFlap

Clamp, Frame

Flat Lock and Cam Assembly

Base Plate with Pivot and Stud

Microswitch Bracket

Clear Plastic Cover for Microswitch

Coin Microswitch with Wire

Lampholder

Black Reject Bezel
Replay Switch Assembly
Cashbox

Cover

Liner (Small) (3)

Liner (Large) (2)

Flumb Bob Tilt Switch Assembly

Strike Plate

Carbon, Tilt Bob

Rod, Tilt

Bracket

Clip
Knocker Assembly

Bell Assembly (Gong) (When Used)
Cabinet Leg (4)

Leg Bolt (8}

3" Leg Adjuster (4)

3/8-16", Jam Nut (8)
Transformer Panel Assembly

Bridge Rectifier (3)

Cable Assembly (Secondary)

Capacitor, 10,000UF, 25V

Capacitor, 33,000UF, 35V

Fuse Block (8 Pos.)

Fuse Cover

Fuse Holder and Cap (F2)

Fuse Holder (1 Pos.)

F2, 5 Amp, SLO-BLO (110V AC)
F2, 2.5 Amp, SLO-BLO (220V AC)
F3, 1/2 Amp

F4, 1/2 Amp

5, 1/4 Amp, SLO-BLO

F6, 3 Amp, SLO-BLC

¥t, 10 Amp, SLO-BLO

F8, 8 Amp, SLO-BLO

F9, 5 Amp, SLO-BLO

F10, 15 Amp

Fi11, 1/2 Amp

Grovwand Bus Assembly

Qutlet, Service

Transformer
Cabinet Pivot Bracket (Right)
Cabinet Pivot Bracket {Left)
Line Filter Assembly

Fuse Holder

F1, 8 Amp, SLO-BLO (110V AC)
Fl, 4 Amp, SLO-BLO {220V AC)
Line Filter
Line Filter (Germany)
Mounting Bracket
Control, Volume, 100 Ohm, 2W
Switch, PLAY/TEST

PART NO.

26904-720
FA-153

26449

24659
21969
MA-1350
23365
23364
EL-83
20931
23940
26408
26054
26314
23799
18769
15163

MA-1347
26130
FD-2
FD-13
24159
FD-14
FD-1%
FD~16
FD-17
FD-18
FD-19
FD~20
FD-21
FD-22
FD-23
FD-24
FD-26
18092
25309
25315
24870
24871

358
MH-30
357
22043
14653
MA-12
MA-3562
26684
3775
MH-21
FA-665
MA-1339
EL-42
MA-1348
X0-830
X0-957
EL-10
23805
EL-78
EL-LT7
EL-8
EL-21
EL-28
EL-28
EL-5
EL-8
EL-36
EL-26
EL-8
EL~25
EL-28
26794
18133
28907
25858
25657
MA-1356
EL-78
EL-26
EL-33
EL-50
EL-51
24149
X0-19¢
EL-57

56
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ITEM
22.

23.

24,
25,
26,
27,

DESCRIPTION

Ball Roll Tilt
Housing and Switch Assembly
Switch
Button Holder and Switch (2)
Pushbutton (2) (Black)
Right Moulding (Not Shown)
Left Moulding (Not Shown)
Front Moulding (Not Shown)
Isolation Transformer Panel
Relay Cover (2)
Isolation Transiormer
Mounting Board
Fuse, F12, 1 Amp SLO-BLO
Cable Assembly (Transformer)

Cable Assembly (Floodlight Relay)

"D" Relay
"B" Relay




Vii. PARTS INFORMATION

3 PLAYBOARD
SWITCH ASSIGNMENTS
SWITCH
MATRIX ‘
NUMBER SWITCH ASSIGNMENT PART NO,
SW 0 Left Coin Chute P/O Front Door
5w 1 Right Coin Chute P/O Front Door
W 2 Center Coin Chute P/O Front Door
8w 3 Credit Button 18002
5W 4 Left Advance Button 23503
8W 5§ Right Advence Button 23503
SW45 S¥ 8 Center Drop Target #1 18084
8% 7 Right Drop Target #1 25824
' SW 10 Top Left Pop Bumper 22705
3 11 Rop Right Pop Bumper 22705
5W 12 Bottom Pop Bumper 22705
BW 13 Left Kicking Rubber (2) 26939
8W 14 Right Kicking Rubber {2) 26939
s 15 Left Outside Hollover 25824
P 8w 16 Center Drop Target #2 18085
8w 17 Right Droup Target #2 25894
SW 20 Left Spot Target #1 "T" 28924W
SW 21 Top Left Hole 21415
BW 22 Top Left Spot Target 26231V
8w 23 Left Return Rollover 25824
S¥W 24 Right Return Rollover 25824
3W 25 Right Outside Aollover 25824
8W 28 Center Drop Target #3 18093
3w 27 Right Drop Target #3 25894
SW 30 Left 8Spot Target #2 »on 26824W
SW 31 Top Right Hole 21415
SW 32 Top Right Spot Target 25460
5w 33 Quthole 26927
W 34 ard Position Trough 28485
8W 35 Right Shooter Rollover 25824
W 36 Right Spot Target #1 25628T
8w 37 Right Drop Target #4 25804
8W 40 Left 8pot Target #3 "y 26024W
W 41 Bottom Left Hole 21415
SW 42 Spinner 18353
8W 45 Loop 26921
8W 46 Right Spot Target #2 25628T
5w 47 Right Drop Target #5 25894
sw 50 Left Spot Target #4 "N" 26924W
BW. 51 Bottom Right Hole 21415
8w 52 Star Rollover 12881
= SW 56 Right Spot Target #3 25628T
X 8W 57 Right Drop Target #6 25894
GONSERWWE\ L SW 60 Lower Left Flipper MA-1334
quRAL-—r@ 5% 61 Lower Right Flipper MA-1334
’
[ Q

SW 34

Q@ p SW 35

N

Jr—-

57




Vil. PAKRTS INFORMATION

) 27 4 ‘ PLAYBOARD ‘
g LAMP
o
— ‘F§_‘ NUMBER LAMP ASSIGNMENT
N 10 "Shoot Again®
B L1 "Catch-Up"
L2 niox"
L3 llsxlr
L4 |l3xll
L5 |I2xll
L8 "Hand 1 Completed"
L? ‘“"Hand 2 Completed"
L1g¢ Spinner "Jack"
Lil Spinner "King"
L12 Spinner "Queen"
L13 Spinner "Ace"
L14 Spinner "Ten"
L15 Spinner "Spin-A-Card"
Lie Spinner “Lock"
L7 Spinner "Select A Feature"
L20 Left Spot Target #1 "T"
L21 Left Spot Target #2 "0
L22 Laft 3pot Target #3 "W"
L23 Left Spot Target #4 "N"
L24 "Award 100,000"
L25 "Lighta Lock"
L28 "Advance Multiplier"
L27 Glass Stop "Catch-Up Activa™
L30 “"Seene 1 Complete
L31 "“Secene 2 Complete
La2 "Scene 3 Complete"
L33 "Scene 4 Complete"
L34 "Scene 5 Complete”
L35 "Movie Complete"
L36 Right Drop Target "“Red Spot Target”
La7 Right Drop Target "Score 250,000"
L40 One's Digit "A"
L4l Cne's Digit "B"
L42 Ope's Digit "C"
143 Stunt Scene 1,000,000
Ld4 Stunt Scene "Extra Ball"
L45 Glass Stop "Gun Fight"
L25 L46 Glass Stop "Lock!
L47 Glass Stop "Lights Special”
L850 One's Digit "D"
OLzs C a3 151 One's Digit "E"
L52 Cne's Digit "F" )
CD L44 L63 Left Spot Target #4 YELLOW
L64 Top Right Bpot Target YELLOW
L5656 Right Spot Target #1 YELLOW
L56 Right Spot Target #2 YELLOW
L57 Right Spot Target ¥#3 YELLOW
L80 One's Digit "G"
L8t Ten's Digit Upper
L82 Ten's Digit Lower
L63 "Enter Jackpot Scene'
L84 "Jackpot 1"
Lé5 "Jackpot 2"
Léa “"Jackpot 3V
L&7 "Collect Jackpot"
L75 Left Qutside Rollover "Kick-Save"
L6 Loop "Light Special"
L77 "Special"
L8S Top Left Target
"Collect Countdown Bonus"
Las Top Left Target
"Enter Stunt Scene”
L87 Top Right Spot Target
"100,000"
L85 Loop "100,000"
L9g Loop "1 Million"
Lo7 Loop "Special”
LAS Top Left Pop Bumper
LAG Top Right Bumper
LAT Bottom Pop Bumper
LBS Center Drop Targets
"Add Jackpot"
LB6 Center Drop Targets
"Scores 50,000"
‘The following lamps are located
i N on the light box insert.
L7¢ ACE "1
L71 ACE "2"
L72 ACE "3"
7 ¥ 7 L73 ACE "4"
a L74 ACE ™5"
L&o KING "1"
L81 KING "3" .
SOLENOID FUNCTIONS LBz KING "3 LIGHTBOX NOTE:
LLF L
§0L. © TOP LEFT POP BUMPER  SOL. 16  PLAYHOARD RELEASE 8 e wan LEFT ARM ACTUATED BY SOL. 8
SOL. 1 TOP RIGHT POP BUMPER SOL, 17  TOP LEFT FLIPPER /67 (1) LOO UEEN "1V #67 LAMP ACTUATED BY SOL. 21
80L. 2  BOTTOM POP BUMPER SOL, 18  BOTTOM LEPT PLIPPER #67 (2) L g ngn RIGHT ARM ACTUATED BY SOL. 9
SOL. 3 LEFT KICKING RUBBER  SOL. 13  BOTTOM RICHT FLIPPER /67 {2) - UEEN 2, #67 LAMP ACTUATED BY SOL. 22
S0L. 4 RIGHT KICKING RUBBER fS0R. 20 100F 487 (2) e QUEEN "4 BLUE SPOT LIGHT ACTUATED BY SOL
S0L. 3 KICK=-SAVE SOL. 21  LEPT GUNFIGHTER #67 (2} (POLICE) La93 QUEEN "4" pH 1
S0L. & 3 BAHK RESET BOL. 22 RIGHT GUNFIGHTER #67 (2) (OUTLAW) L94 QUEEN "&" RED SPOT LIGHT ACTUATED BY SOL. 2
8oL. 7 3 BANK TRIP COIL (2} SOL. 23 DY RELAY RIGHT FLOOD LIGHT {BLUE) LAQ JACK "1" .
S0L. B8  LEFT GUMPIGHTER 80L. 24  "B" RELAY LEFT FLOOD LIGHT (RED) LAl JACK "2
80L. 9 RIGHT GUNFIGHTER 80L. 25  “C" RELAY, MOTOR LA2 JACK "an
80L. 10 TOP LEFT HOLE 8CL. 26 MA¥ RELAY (LIGHTBOX ILLUMINATION)} LA3 JACK 'v4n
80L. 31 TOP RIGHT HOLE. S0L. 17 BALL RELEASE LA4 JACK 5"
§S0L. 12  BOTTOM LEFT HOLE S0L, 28  OUTHOLE LBO TEN "M
80L. 13  BOTTOM RIGHT HOLE BOL, 29  KNOCKER A LB1 TEN “gn
8OL. 14 € BANK TRIP COIL (6) SOL. 3¢ ™™ RELAY (PLAYFIELD ILLUMINATICN) AN s
§OL. 15 6 BANK RESET (2) SOL. 31  “QW RELAY (SWITCHED +48V DC) LB2 TEN "3
LE3 TEN "4
58 LB4 TEN "3" !
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RUBBER RINGS

ITEM DESCRIP'I"I_ON PART NO.

A 1-1/2" 10220

B 2" (5) 10221

‘ C - 3/4" (2) 10218

— D 1" (2) 10219

i F Mini-Post Small (4) 14793

G Mini-Post (4) 15705

) H 3/B" (8) 10217
J Flipper, Yellow (3) 13151T

b
e

VIl. PARTS INFORMATION |
— PLAYBOARD PARTS INFORMATION

81
Fi
]

MISCELLANEOUS PARTS
DESCRIPTION PART NO.
Mini-Post Screw 14792
Plastic Post, Red, 1" 11561U
Mini-Post Bcrew 21574
Support Post, Red 206350
Siamese Post, Red 174920
Mini-Post Screw 25161
"A" Relay MA-1021
"C!" Relay MA-1328
"Q" Relay MA~23
"T" Relay MA-25

59

PARTS LIST
ITEM DESCRIPTION
1 Molded Shield (Blue)
2 Molded Shield (Blue)
3 Ramp Spacer (2)
4 Ramp Spacer (2)
5 Gate Shield
8 Gate Wireform
7 Flat Rail
8 Ball Deflector
8 Plastic Shield Set
DA Plastic Shield Set
10 Support Bracket
11 Sponge Rubber Strip (2)
12 Vertical Kicker Assembly
13 Ramp Spacer
14 Swinging Target
15 Target Shield
18 Swinging Target Rod
17 Nylon Washer (2)
18 Flat Rail
19 Ball Deflector
20 Wire Ramp. Assembly
21 Ramp Post (2)
22 Switch, Bracket, Actuator Assembly
23 Pop Bumper Body And Socket, Red
24 Pop Bumper Cap, Red (3)
25 Pop Bumper Skirt, Red (3)
28 Ball Guide Rail
27 Molded Shield (Blue)
28 Spot Target Assembly, Red
29 Ball Deflector (3)
30 Star Rollover Insert, Red
31 Star Rollover Button, White
32 Spot Target Assembly, Blue (4)
33 Ball Deflector Bracket
a4 Drop Target Asdembly (3 Position)
(8ee Exploded View Illustration)
3s Target Arm, White (3)
36 Ball Guide Rail
a7 Flat Rail
38 Ball Deflector
39 Block Spacer
40 Wireform Gate
41 Ball Gate Assembly
42 Metal Shield
43 Spot Target Assembly, Yellow
44 Vertical Kicker Assembly (3)
45 Rotating Table Stop
418 Pall Guide Rail
47 Ramp Spacer
48 Flat Rail
49 Molded Shield (Blue)
50 Molded Shield (Blue)
51 Drop Target Assembly, (6 Position)
(See Exploded View Illustration)
52 Target Arm, Black (6)
53 Spot Target Assembly, Yellow (3)
o4 Playboard Window
55 Flat Rail
56 Flipper Assembly
Flipper Coil
Flipper Switch
57 Metal Shield (2)
S8 Wireform Gate (2)
69 Baffle Support Bracket
80 Flipper Assembly
Flipper Coil
Flipper Switch
61 Flipper Assembly
Flipper Coil
Flipper Switch
62 Kicker Assembly
63 Kicker Assembly
64 1-1/16" Steel Ball (3)
85 Kicker Assembly
686 Card Holder
87 Ball Shooter Gauge
68 Ball Shooter Assembly
89 Pivot Block Support Assembly
70 Motor Support Bracket
71 Motor, 4BV, 12RPM
T2 Rotating Playboard Assembly

{Shown Illustrated)

. Yacuum Form Ramp

Ramp Flap ~
Ball Deflector

Plate Assembly

Plastic Rivet (2)
{Opposite Bide, Not Shown)
Motor Slip Coupling
Nylon Beering (2)

Plate Assembly

Plastic Spacer (4)

Shaft

. Flat Rail

. Ball Deflector

. Hub-Support

. Plastic 8hield Set

wWEEEARaZO mupwb

PART NO.

26806
26812
24880
25906
17300
27098
26798
26865
26870
26881
21458
25457
MA-1381
25708
24494
14043
20406
20407
28817
26866
26787
26701
26921
MA-1374
104340
104330
26182
26840
262310
28453
119660
11968
26924%
26862
MA-1387

112052
26185
26820
26864

26936
26898

23410
26867
25460T
MA-1372
MA-1376
17108
26942
26813
26805
26841
MA-1348

11905Y
25628T
26893
26815
MA-12504
26646
28439
17300
21696
26850
MA-1250B
25958
26439
MA-12518
25959
26438
MA-1083
MA-1373
21864
MA-1371
25649-720
9767-720
26314
26803
26847
26770
MA-1378

26804
28941
211568
26917
MP-10

28771
28569
26838
26563
26800
28819
26821
28309
26981




Vil. FARKID INFUKIVIALIWVIY

| .
u _ PLAYBOARD _
L DECAL ASSIGNMENTS
e/ N > PARTS LIST 4
\ 4 Pie ;‘,,4
| ; e = L] ITEM LOCATION PART NO.
o ® ! ! 1 Drop Target (3) 25834
1 \ 2  Molded Shield (Side) 26950
(S ? Lo 3 Cardholder (Right Side) - 26951
i 4 Top Ball Jet 26954
q T ' & 6 Molded Shield (Front) 26958
I \ 7  Molded Shield (Top) (5) 26957
I e \ 8 Cardholder (Left Side) 26958
| = \ 8  Molded Shield (Top) 26959
| Ky 10  Vacuum Ramp - 26960
l ~ &\ Q 11  Ramp Flap : 26862
% 12  Drop Target (8) 26963
I 10 A 13  Molded Shield (Top) - 26984
| \ e 14 Metal Shield 26985
e . A= - 15 Flood Light Box *27010
[ L 5 18 Flood Light Box *327011
I %
© LHE &
! * Not Shown, Mounted on Flood Light Box.

60 "
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VIl. PARTS INFORMATION
DROP TARGET PARTS
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ITEM DESCRIPTION
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Upkicker Assemblies

Wire Form and Bracket

Screw ~ RHMS 6-32 X 3/16" Lg. (3)
Screw - RHMS 5-40 x 5/8" Lg.
Switch

Slotted Hex - WHMS 8-32 X 5/16" Lg.

Standard Washer #8
Colil Mounting Bracket
Rubber Grommet
Plunger

Spring

Coil Mounting Bracket
Dicde, 1N4004

Coil

Sleeve
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VERTICAL UPKICKER PARTS

PART NO.

MA-1372(3) and MA-1381
21414

FA-30

FA-2

21415

FA-87

FA-817

21416

5240

21412 ~
1942

15409

X0-254

17876(3) and 26451
21411
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LIGHTBOX PARTS
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DESCRIPTION

Flood Light Box Assembly
Flood Light Lamp, Blue
Wire Guard (2)

Flood Light Lamp, Red
Flood Light Lamp Socket (2)

Decal

Lock Assembly

Decal

Lightbox Assembly

Speaker, 4", 8 OHM, 2W (2)
Speaker Panel Grill

Front Panel Glass, Screened
Styrene Die cut Figure (2)
Right Gunfighter Assembly
Display Board Assembly
Styrene Artwork Insert
Lamp Board Assembly

Left Gunfighter

PART NO.

MA-1382
26772
26937
26773
26938
27010
26126
27011
MA-1337
24644
26446
26084
26895-720
MA-1380
MA-1361
26892~720
MA~1335
MA-1379
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