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INSTALLATION

ASSEMBLING

Assembling should be done as lollows:

t. Boit legs 1o the cabinet {use special bolts in coin hox).

2. Gently extract electric cable and place in Lhe proper cavity, checking that non-skid knot is there.

3. Remove the elastic sirip that secuses the light board and lift it to a vertical position. During this operation make sure that the cable
is not crushed between the parts. The light board has an automatic coupling that keeps it in a verlical position, o ease the hitting ot
the 4 boits with the relevant washers, that can be found in the coin box toa.

VISUAL INSPECTIONS

Cn all games there are certain points that should be always checked after transport.

Same are visual inspections which may be hefpful 1o avoid some time consuming service work later.

Minor damages caused ty rough handling during the transport are gractically unavoidable.

Cable connectors may be loosened, switches {especially tiil switches) may locse their proper adjustment.
Especially the plumb beb tilt switch should always be adjusted afier game is set an !ocation.

1. Check whether cabinet cable is connected to the light beard cable.

Check for any wires that may have become disconnected.

Make sure thal the cables d¢ not obstacle the moving parls.

Check that all fuses are making good contact.

Check whether the transformer is connected for the proper main  voltage.

Check and adjust the sensitivity of tilt contacts as follows.

A. Plumb bob 1ilt switch,

Adjust the piumb bob tilt length according to the required sensttivity.

B. Rail tilt and ball.

Put the ball into the rail and check whether it moves properly and closes the contact when the cabinel is raised.
C. Shockproof til

There are two:

The first one near plumb bob {ut, the second one near coin chutes. Adjus! conlact distance to desired sensilivity.
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GENERAL GAME OPERATION

Pul ere the ball Nt the botom hale
Connect vellage and slart the game

2. Tne «GAME GVERs farmp i

3. Check whether the machine accepis properly the coins and increments the relevant credits. Please keep in mind that the machine
shall not accept any coins when turned off or if the number of credits has reached the max. programmed amount.

4. 1f after having started the game the GAME OVER lamp s lit, il is necessary 1o carry oul some control tunctions, because the data
slored in 1he_banery memory, are net valid anymor. If the game has been disconnected for many weeks, this 1s very likely to

happen . :
If on the other hand the machine has been recently used, and the GAME OVER lamp biinks. it is possible that the battery or it5

reloading circuit are out of order.

In any case. befare starting the machine it is advisable 1o reprogram it.
5. Act on credit push-butten. The «GAME OVER= lamp shall extinguish.

A. First player famp shall be ht.

B The credils are decreased by one.

C. «BALLS TO PLAY.» lamp shall be lit.

D. The playfield is ready and the ball is ejected from the hale.

6. Each time the credil push-button 1s operated, the number of credits 15 decreased by one and the number af players is updaled.
7 Thea max. number of credits avadable is four.
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"ACUTINE MAINTENANCE ON LOCATION

The purpnose of this chapier s 1o give a general ine to follow, 5085 40 mawilain the maching ol progers operabion. The cparations shown
have 1o be carried ou! each tima one operates on lhe Mmaching, gven when Gn pawer-up
1 Garelully check {hat securing screws ol electronic boards do not work 1oose as well as all connectors ol ihe plate
- Check and if necessary tighten the screws of the rubber post
“- Check the conditions ot the rubber rings and if necessary change them [remember 1o check the adjustmen! ol contacis pach

sime the rubber nings ara replaced)
Carelully clean playhield. Do not use highly causthic cleaners.
2 Playfield {lower part)
-— Check fhpper assembly (lie rod, pin joints and cantacls).
-- Check bumpers.
— Check comact adjustmants
- Check wiring harnass to avoid Slressas an the wires and obsiactes to he moving parts,
3 Check and adjust L sensitivily
Remembper: an elflicient periodic manienance greatly improves the gintable lifetime and avonds the possibility of samages

NOTE

Games are lactory programmed, according (e the special requirements of thew designation. The main programmins element s may be
changed, howeves, by following precedures below.

We ramind you that these procedures shall be performed EXCLUSIVELY by sxitled techmicians, because wicng programmung could
cause malfunclions.

GENERAL TECHNICAL INFORMATION

[0 avoid that any cause [battery discharged or others) causes the loss of the data stored in RAM C-MOS, and thus the failure of the
pintable, the basic program conlains some typical programmings (to replace the swilchas that had been used with the precedent
SBries),

When the microcompular notes that the programming data of RAM C-MOS do not apply anymaore, recali one ¢f the 8 lists of lypical
programming (see table ]).

For the CHOICE OF THE TYPICAL LIST, that will be calied in case ol nacesziy, the DIP SWS. 1, 2 and 3 are used, thal are mounted an
the C.P.U. board (see figure 1).

On the sound board there are 2 trimmers previded for the separate tuning of the max. volume ol sounds and talking.

For the final tuning of the loud-speaker volume, both tor sound and for tatk, thers is a polentiomeier provided, thal 15 located snside the
cabinet on the right side of the door.

To operate on the «TESTSs with the pintable in GAME OVER position, on tne door theare is an «ADVANCE-RETURBN» swilch with
central rest position {or 2 push-bultons, of which cne « ADVANCE« and the other one «FETURN. By acting on « ADVANGCE» a1 each
centrol the tests progress 1 by 1 from O through 37 and then again 0, 1. 2 ate. When pushing again «HETURN», each time tha test
number s decreased by oneé (conlrary 1o what happens with « ADYANCE ),

The test number is indicated on the 2 figures of the « BALLS TGO PLAY» display (see fig. 2). To leave the test, and ralim thus to GAME
OVER, it is sufficient to stop and then start again the game, ar 1o push ADVANCE ar RETUAN until the display ahows 00.

To clear lhe «accountings tests or in any case 10 amend the programiming Lests, itis necessary that SWn. 4 on the C.RP.U-board {see
fig. 1) points to ON (PROGRAM), and then call the test 10 be changed, and act on the « GREDIT» push-butlon. After having cleared or
programmad the lest. to return in GAME OVER condition and thus to be abile 1o play, call test 00 and ther put SW n. 4 in OGG (GAME]
position,

If the SW n. 4 has not been reset, and you are 51ill in ON{PROGRAM) condition with the 00 {GAME QVER}) test, there will be a buezing
sound and the TILT lamp will be blinking, to wnform on the anomalous condition that deesn’'t allow 10 use the gqame

IMPORTANT:

Please ba advised that, as from our pinball mod. PINBALL CHAMP '82 onwards, few instructions must be observed when-ever the bat-
tery or RAM 6514 or RAM 5514 are replaced, or it changes to the program written in RAM {coin mechanism programming, ball program-
ming) are made. This is to make sure that the machine accepts the programming:

1) Switch the machine off; remova RAM 6514 or 5514 in position IC 4 from ils socket {under the battery on the left).

2} Insert RAM 6514 again; switch the machine on. Whatever programmed on RAM has been completaly cancelled through operations
1. and 2,

3} Start programming by setiing switch N. 4 in ON position,
4) Set tests N. 6-7-8-9 to zero wilth START button.
5) All the other lests (from N. 10 to N. 37) must be programmed again completely, although the test concerned is already in position.

As an example: when reached position 11, 01 (which corresponds to the programming required) appears. In spite of this, go an with
tests 02.03 ect., until coming back to posltion 01,

6) When the programming is complated, set switch N, 4 in OFF posilion again.
7} Switch off and on the machine: it GAME OVER lamp is lit everything is OK; it it is flashing repairing is required.
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How we are going to analyse the lechnical perlermances in a detailed manner, slarting with the seltest lunclion, folawert by 1he
accounting functions and eventually (ke varipus programming funcliong 4

SELF TEST

DISPLAY (Tesl r1). By this we check oplicaly the propar aperation of the dispay (5 groups of B figures each eovering & 1olal o 40 figures), The
2 grouss are ihe (he tollowsng: 1st player display; 2nd player disptlay; 3rd player display; 4th player display; HIGHEST SCOHE fO
DATE display Or_DlSF‘LAY CHEDIT, TIME BONUS and BALLS TO PLAY. When this 1as) It: entered, all the fiqures show the seme num-
bers. slarling wilh ol thal immedialely becomes ats lhen <20 ang 5o an until «5e thean Ihey restart at «Cs and so on
By acting on CREDIT gush-Dultes the 8 figures of each display indicale 8 numsars in continuouss succession,
Example 7 8543210 :
3768547321

CONTACTS:(Test n 23 By 1his test unclion || is posSiole 1o chack tha proper operalion of the 64 INPUT centacts numberad from 00 1kraugh 54
When This tesl 45 ertersd, on the 2 ficures of the CREDIT display appears the “*closed” conact highas! in nurniber, and alter naving ooe-
rad it ollows the numer of the cloged contact nexl in order. |l nona al the 64 contacts is "closed” no number 15 indicated Usiges: 'r..m::a
circumstiances il is pessicle 1o check whelhar all the conlacls work pragerly, by closing them ane by one and making sure 1hal each time
the corresponaing number appears oo the special dieplay provided N
For 1ne lumbering of conlacls see lig, 4

]

LAMPS (Test n. 3} All the «piioted- lamps, that have been divided nto two groups. are lit and extinguished alternatively al requlal
intervals. Check whether there are any lamps that are not operative.

SOLENOIDS (Test n. d). All the soienoids icoils) are energized in sequence from ! through 24, The number of the energized solenod
appears on the CREDIT dispiay in that very moment.
NOTE THAT EACH SINGLE PINTABLE MODEL MAY USE ONLY PART OF THE 24 AVAILABLE SOLENOIDS.
in the test all the solenoids are treated in the same way (either used or not). ang thus on the CREDIT display the numbers of al
the 24 possible solenoids are indicated. Those thal are not operative and are missing do nol cause any eftect (mechanical
noise),
The number ol emgployed solengids s indicated on fig. 6

SOUND AND TALKING (Test n, §). This lest serves to hear the various sounds and phrases programmed for the model and (o check
whether they are correct; in the same lime on the CREDIT display appears the number of the sound or of the phrasce being
execuled.

ACCOUNTING FUNCTIONS

TIME (Tazt n. &) Same contams 1he accounhing data relevant to 1he fime (Minules) o pinlable oparation (151 player disptay), to 1he aclual dura-
Lo ol the game (minules) 2nd player display), 1he (oal number of TILT {3rd player display) and fo the average durat:on of games (4th
player display). The average duralion o1 games is expressed o minules, and 15 deteiminad by the ratio between the play lime and the
number of games that have baen played
The abova accounting functions can be cleared simullaneously, by keeping pressed the CREDIT push-builon for about & seconds, provi
ced SW 4 n 4 onthe CP.U Boards s on OM (PROGHRAM)

TAKINGS (Test n. 7). The number 0! coins collected by the first coin chute (on the left side) is indicated on the 1st player display. The
number of coins collecied by the secend coin chute (on the night side) is shown on 2nd player display. The 3rd player display
accounts for the number of coing introduced into the third coin chule (the central one). On the 4ath player display the number of
«service = games is reported. thal is those games oblained hy pressing the «SERVICE» push-button that is located inside the
daoor on the left side.

NOTE THAT THE «SERVICE» PUSH-BUTTON DOES NOT CHANGE THE NUMBER OF CHEDITS, BECAUSE IT ENTERS
DIRECTLY FROM 1 THROUGH 4 GAMES, AND ALSO THE ELECTROMECHANICAL COIN COUNTE 1S NOT AFFECTED

To ¢lear it, SW n. 4 on the C.P.LU. board (see hgure 1) shall be in position ON {(PROGRAM), and then act on the CHEDIT push-
buttan for about & seconds.

WINNINGS (Testn Band 5 Testn 8 indicates the winmimgs bsted per types, 1hal is: on the 158 player 15 indicated the overall quaniily ol games

lha! have een played (the addibion of 1he paid games, the won ones and the STRVICE games)
ol 'nid olayer display appesr the won gar

Onthe Srd payer cizplay one can see 1he numbed of won balls. Finally the 4th player disolay shows the guantily of awarced SUPERBONU-
CEa

— The test n. 9 shows how the winnings have baen oblained.

The 15l player display ngicates how many times the HIGHEST SCORE has been excecdad (NORMAL o test 1815 programmead wath 00,
Fam Ok o tast 18 ig programmed with 041,

The 2nd player display shows the numbear of winnings obtained with winning scores.

The 3rd player disglay shows the number of winmings obtained with SPEGIAL 1 Finally. on the 4th player display appears the
rnurmber of winnings obtained with SPECIAL 2.

To clear lhe winnings, 5W n. 4 shall be in posiion ON (PROGRAM); then enter test n. 8 and acl on the CREDIT push-hutton far
about 5 seconds; then enler fest n. 8 and again press the CREDIT push-button for about 5 secongs.

SERVICE (Test. n. 10) Test 14 indicales:
Tolal numier ol it n. 2 on 151 player disglay (play tin
- Total numizer of credds cancelled by 10l 0. 2, on 2nd player display
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PHOGRAMMING

COINS |Tesis n 11, §2, 13, 14, 15, 16). To meel the raguirements due to the various types and values of coins used in the chfteren

countries, a highly sophisticated method lor programmung the cosl of one «credits (one gama) has been adopled The mam
features of this method are:
a3 the possibility of giving one credil with several comns,
b) same number ol allowances if {he value of the introduced coms is the same, regardiess of their numbar and type,
c) the possibilny of estabhishing a cesl per cradil thal differs from the vatue 2 the various coins.
To achieve proper programming of the cost of one cradit, when aliowances shall be granted, i1 is necessary L0 kasp in mind that
ine cosl ratio balwesn the more expensive credit and tha less expensive ane shall be less than «2s,
The tests 11, 13 and 15 shall be given the unil «values ot the coins Thal can ke introduced respectively into coin ¢hute n. 1 {on
1he lelt sidae), coin chute . 2 (o0 the right side) and coin chute n. 3 {in the middia).
Co not forget that the coins shali be introducad into the 3 coin chules in GROWING ORDER. The comn wilh (he lowes| value shall
he imtroduced into (he first coin chule, o the second coin chute can be assigned a cQin of Lhe same or higher value 1han the Hrst
one p
The third ¢comn chute sball recaive the coin that has or kigher or at teast Ihe same value as Lthe comn infroduced into the second
comn chule.
The tests, 12, 14 and 16 shall be programmed with the number ¢l credils to be given te each coinntroduced respechvely into
coin cghutes 1, 2 and 3,
It several coing are needed to gel one credit, it is necessary to program 00
The coin attributed to the third coin chute, shadl have the same or nigher value than the cost ol one credit {The hgure 1o be
programmed on test n. 16 shall ba equal o or higher than 1)
THE UNIT VALUE OF COINS IS THE FIGURE OSTAINED BY DIVIDING THE ACTUAL VALUE OF THE COINS 1Y THE MAX.
COMMON DIVISOR.
Example. 0 p 50 pi 10 145

100 L.; 200 L.;5C0L: t+2+5
As a further guidance {or the operators on Table Il some actual coin chule programming examples are reported. that are used
for some European countries.

[ 1}

A1GH SCORE (Tesl A, 17, 18 and 25), There exists the possibilily o choose among 2 different types ol H.5.; NORMAL (Tes! 18 = 00Y and RAN-

DOM {Tes! 18 = 01). NOAMAL H. 3. represenis the max. scorg valug achieved by one player, When 1his score s exceedead by Gnie or mare
clayers, s replaced by the score oblained by the player who has 1ofadied the highest score. The playars thal folliow shall excesd 1he new
HS valie io have thair winning scome recorded.

RANDOM H.S on lhe conlrary consists of a casual scora, ranging wilhin an area ol 12,000.000 points, Whal is s&t 1orh al dhe beginming of
fach game

Tha minimun value is given by the higure pragrammed with 1est 17, and Iha! can range from 00000 000 through 95,500,500

Thae same tes! is used to program a NORMAL H.S. at the beginning, when the pintable is instalied, or in any case to clear or
change the exisling H.S. value. To do so, press saveral limes the CREDIT push-button, if slow progressing is required, otherwise
keep il pressed for fasl progress. To change the initial value of Random H.S. it is necessary thal SW4 on the C.P.U. board is in
ON {PROGRAM) position, while it may be both on ON (PROGRAM) or OFF (GAME) to change the initial value of NORMAL H S,
The player who exceeds the NORMAL or RANDOM H.8. wins the prize established by the programeming of test n. 25, with the
tollowing possibilities:

Test 25 = 00 = no win
01 = 1 reptay
02 = 2 replays
03 = 3 replays
04 = 1 suparbonus

Eoth tast V8 and 1851 25 requing 3W n. 4 to ba in ON{PROGHAM) posilio 1o ghange their programming, and then it 15 negassary (o prass
lhe CHEDHT push-bulton,
FOR NORMAL H.S., THE WIN IS AWARDED ONLY TO THE PLAYER WHO OBTAINS THE HIGHEST SCORE. EVEN WHEN THE

PLAYERS EXCEEDING THE PRESET HIGHEST SCORE VALUE ARE MORE THAN ONE.
IN THE CASE OF RANDOM H.S. THE WIN IS GIVEN TO ALL THE PLAYERS WHO EXCEED THE PRESET H.S. VALUE.

MAX CREDIT {Test n 19}, Sama represenis the max, numper of eredils thal can be recorded before the coin chutle locking meshanism is relea.

sed, thus preventing further introduction of coing. Same reprasents alzo the Hgure beyand which the credits are not iIcreased anyinare be
cause al any won games. |t s pregeammable {rom 10 thraugh 30 by acting an 1he CREDIT pusn-bution, pravided SWA4 13 sat an DN (RAN:
CohA)

BALLS (Test n 20y Same represenis the number of balls that are availabla auring each gamea. 1 can be programimed from 81 through 02 by

acting an 1he CREDIT push-pution while SW4 shall be on ON

MATCH (Test n 200 Malch s 1he possioilily 1o award one replay 10 10e player o (o 1he players, who have managed 1o gel a score an thair

dizplay 1he two 1ght end figures correspond Lo hase ol MATCH {see ligure 23 1Fit1s programmied wilk 00, 1 s excluded. while o the pra
GIAMATE fgare s 01, 15 connecied. To change the programming acl on (he CREDIT push-buttan. SW n.d shal be se1 ON (PROGRAW)

WINNING SCORES (Tes! n . 22, 23, 24 and 26). There are \hiee scores, 1hal can e programmed within a range fram 000 thraugh

G0.900.000, respaciivaly with lests 22, 22 and 24. The player or the players who exceed gne of more (Imad 35 winning Scores, are awar-
ded a prize as detarnmined on test n. 26, [or aach esceeded winning score
The scores programmed with &0 1o ara fal enabled (thay do nol award any, win aven whan test 26 is grogrammed [or wins). The 1651 0, 28
determines 1he lype of win al @ach winning scora limit, that can be chosen among
Test 26 = 00 Mon win

o 1 bonus all

02 = 1 replay

03 = 1 superbonus

04 = 2000000 points
For ine programming ol these tests 0§ 8 necassary 1hal SW n.d is on ON (PROGRAM), and then ac) on CREDIT push-button
Far 1he scores (teal 22, 23, 24) push repeatadly the CREDIT pusn-bulion 1o progress 1 by 1 {corresponding each 1o 100,000 pamis). YWhen
ihe Duilon is kapt prassed, (he progress o fast




TEST. 313

00 = Hil the meving target inla the centre 11 times

0y = Hil the moewing target infe 1he cenife § fimes

02 =il the mwing target inte 1he centre 5 Hmes

03 = Hil the moving laroe! ifo he canlre 2 fimes

Push CREDIT button - prosaded shat SWo4 g in ON (Frogram) - to grogram ang change

Test 27 delemines the type pi win to be awarded when the Special 1argel is il while corresponding lamp i i

(0 = noowin

1 = | tonus ball

02 = 1 replay

L3 = 1 superbonus
Od4 = 4 500 000 paints

Foe adjusiment or changes, acl on CREDIT bulion when SW 4 is DN (PROGRAM)

SPECIAL 2 ORANGE SPECIAL [Tesl 28, 34). Dillicully can pe adjusled far lighting the “orange sgecial” lamo by moadyng test o 34,

00 = Hil the targels bank 4 limes
o1 Hit the tatgals bank 3 imes
OEC3 = Hit the 1a1get bank 2 times

Test n 28 determines (he type ol win 10 be awarded when the orange Special ‘arget 15 Wit while the coresponding lamps 5 i

00 = no wany
04 = 1 bonus ball
02 = 1 replay
03 = 1 superbonus

04 = 1 000,000 eoints
For adjusiment or changes, act on CREDIT bution when SW 4 is ON (PROGRAW)

BACKGROUND SCQUND AND ATTRACTION SOUNDS (Test 791 Hackgiound sound iz 1o oe adusted whean an glay, alirachon sounds whenon
GAME OVER

oo Sound discennecied, allraglions cennecled
ot Scund connected, allractions connecied

02 = Sound disconnecled. ailractions disconnectad
03 = Sound connecied, aliractions disconnected

COIN METER (Test n. 30) Same i= an alectrornechamcal Impulse metar, to be cannected wilh 1he citcular B-way connecter located I
the cabinat ard that the «UINIT VALUE= af the coins introduced into 3 coin chules.
It 1= never moditied by 1he wins o1 the sarvice games {oblained through! the SERVICE push-bullen). The game can te played reqularly
bath with connected and cut-cll coin meter, i the test 1| programmed with 00 Note that the impulse meaer is programmed with 00, Nole
that tha impulse meter is always operalin regardless of the type of programming used far 1es1 30,
To program or to change, aci on CREDIT push-bution, provided SW 4 45 in ON (PROGRAM) position,
The mpulse meter and relevan! winng are available ugon Tequest

GAME TIME BONUS (Tast n. 31). Afler having used the availabie balls (see test 20 + possitle winned balls), i1 15 possible 10 get & game time
exlention thal may rangs from a minimum ol 10 seconds to 8 maximum of 99 seconds, delermined by 1he play of the last normal pall. This
time is indicaled oy 2 digis in the cenler of the HZHEST SCORE TO DATE display (see ligure 2). Upon play time ezpiry, adl the contros
are slopped, and thus 1he fall to play runs straight 1o the hole.

Il the tesl has been prograrmmed 00, the game is terminaled normally (game time bonus excluded), while with 01 programming game hme
bonus 15 cennected. To program or change, act on CHEDT push-butlon, provided SW 4 is in OMN (PROGRAM) position

BONUS BALL NUMBER VARIATION (Test 32) Maximum pumber of possible benus balls, while one ball on play, i1s delerminad.

00 = 1 ponus ball
01 = 3 bonus ball
02 = 3 bonus ball
(3 = 3 bonysz pal

To program oy change, acl on GREDIT push-bulton, provided SW 4 is et an ON (PROGRARM).

TIME SPECIAL VARIATION (Test 358). Il is possinle {o graduzie the diflicully 1o light BOMNUS MULTIFLIER Jamps by modifying lest 35

00 = 500000 P15
032nE = 1 BONUS BALL

PAY QUT Cn request, a token payout with cup may be connacied wilth the machine (KE 0037 agplional)
The pay out ocperates when scoring SUPER BONLUS programmed in the ralevan! win 1esls,




SELF TEST

M N, FUNCTION G-
TEET FLINCTICN I TEST PESCRIPTICH
01 last Craplay ! 1™ AN e dsplays show equal figures thal follow each ofher 91,2, 8.0
And 50 oh
29 By kaeoing the «CREDIT push-outlon pressed. the dselays show
nurmbers in sUcession
p2 | Gontact test g5 tumber of closed contac!
03 Lamg test ! nll the gileted tamps are continuously Lt and extinguished
a4 Salendid 1est Thesolendids ilrom 1 through 24) are energizedone afler anatnar, The figure
S indhcales Ihe energized solanoid, Whan il is operalive it mus! e perceived
05 Sound and lalkaing 1est Sounds and works are repeated one alter analhas. The higure ndicates the
A =ound and the phrase geing execuled.
ACCOUNTING
it T g e i HOW TG
TEST FUMCTION DESCHRIPTION CLEAR
06 Oyrawen Player 1 disglay = Time of pintable oparalion frminules) With SWa an GN (PFRO
Player 2 display = Same fime (rminules GRARI push-bution about
Player 3 display = Total number of till 3 EEC
Player 4 display = Awverage game duralion
expressad in minuies
o7 Takings Player 1 display = Coins in goin chule 1 With SWwa ON act an
Flayer 2 display = Cowns in coin chute 2 E’HED'T push-tulton abl,
Flayer 3 display = Coins in coin chule 3 A8
Playar 4 dizplay = SERVICE games
08 W Flayer 1 display = Games playsd in tolal Wilh 3Wa OM act on CHRE-
Player 2 display = Won games DIT pusk-butten far apl.
Player 3 display = Won balls 5 zec
Piayer 4 display = Won suparbonus
09 Véins Player 1 display = H.5 is excaaded YATh SWA 10 ON act tor
Prayar 2 disglay = Winning scores are esceeded "’Dt?'-” 5 seconds on CHE-
e
Player 3 display = Special 1 1T button
Player 4 display = Gpaciai 2
10 Service Player 1 Display = Talal number of Till 2 With S¥4 i QM act for
Player 2 Display = Credil numbar cancellad by Tin 2 abpoul 5 seconds on CRE-
AT bunton
e |
PROGRAMMING
N PROGRAMMED ey : DATA FOR THE
- TTIE C i
TEST FUMCTION VALLE DESCRIPTION FROGH AMMER
11 Comn valus Y21 coin cnute, from Ot Value of lhe caing dor the 1 st conchgle {at the laft | Whit 3w on ON act on
1o 10 sioe cloge 10 the himge) CREMMT-push-bulton
—
12 Comn credils 151 can chule, from G0 Credits per gacn single cain inlroduced into Lhe first
15 cioirl chile
13 Con yalue 2nd con chule. frem O Vaiue of the coins lar the 2nd coin chuta [al the
1o 10 right side, close o the Keyh.
i4q Comn credils 2nd con £hule from 00D Credils cer each gingle coir infroduced ntn tne se
115 cond coin chle
15 Cooin value Srid con chule Lram 01 Value of the con lor 1he 3rd coin chala (in tha
i 10 canlel)
16 Coins cradi 2rd coln chute Irorm 00 Cradils per each smgle cain introduced inlo the g
1o 45 coin chute
17 High-Soore lrarm 000 Whan tesl 18 is pragrammed waith G0, jndiat NCRMAL NOAMAL H.S. can e presel

wnbiah walee

1950

H. S s programmed

Il test 18 1 programmead 01, the min, AAMNDOM H.S.
15 programmed

alga in Game-over (SW4 4in
OFF}, AANDOM BH.S can be
presel only in PROGRAM
5W4 in ON) Push CREDIT
Keep pushed tor lasl pio-

gress




M - VALUE i - DATA FOR THE
+ Fil 4 al. [0
TEST UNCTION FROGRAMMED RESCRIFTION FROGRAMMER
18 High Scoie o6 NORMAL H.5, or max scores achisved by one With SWd on ON acl on
1ynes player. CREDIT push-buion.
1 RANDOM H.S or casual scomes thal may changs at
the beginning of sach game
19 Marx creoits feom 11 Max rumber of credits beyond wmch com chutes are | Acl an CREDIT ouschbulior
1o 30 Incked, and mo won games are atintuted anymors wilh SWa on Ol
20 Balia Ircen 04 Balls per play At on CREDIT pusch bulion
W OF with 5W & on ON
21 MATCH | Match axluded (no wins; Al on CREDIT pusen-tudton
01 Match connecled (1 Replay) With SWa on Ok
- -
22 ist winning Irom 0.0 151 winming score, which awards the win programmed | OWiITh 83 on OM ac) stepeyisd
BCOres 0999 on tast n.268 when exceeded D0D = no win an CREDIT push:-builon 1or
slow progress For e
23 2nd winning from DO0 2nd winming score wich. awalds the win programmed | qress keep  pressad
LCoras 1o 895 o 1esl n. 26 when exceeded. 000 = no win
24 Frd wirening jrom Q0.0 dro wanning scofe which awards the win programmed
SCOMEs 820 en tesl n26 when excesded. DD.O = no win.
25 Wins wilh oo Mo win Winn SWa on O act on
HIGH SCORE m 1 Reolay CREDIT gasan-tultan
Gz 2 Raplay
D3 3 Replay
04 1 Supetboniyg
26 Wane with scares a0 Mo wid With SWa on ON act on
[ses tast 22, 23, 24) o1 1 Borus Bah CREDIT push-bution
B2 1 Replay
3 1 Superbonus
04 2 000000 points
27 Wins with Special 1 on Ne win With SWa on OM ach on
“Red Special” o1 1 Borus Ball CREDIT push-bution
@2 1 Replay
03 1 Superbonus
04 4.500.000 poinls
28 Wins wih Special 2 [ald] NG win Wi §Wa on ON act an
“Orange Spacial” L] 1 Bonus Ball CREDIT push-tbuttan
02 1 Heplay
03 1 Superbonus
04 1.000 000 poinds
29 Background sound ard L1 Sound dizconnected, atiraclions connected With 5W 4 on O act on
atracton sounds o Sound conneclad, altractions connectead CRECIT push-outlon
0z Sound disconnectad, atiraclions disconnecied
D3 Sound eonnected, altractions discannecied
30 Coinmoelo a0 Nertnal cperation bolh wilth axcloded and with con- | With BW4 on ON acl on
nectad impulse meler CHEDIT push-buttgn
01 When impulse meter is disconnected the pin tagle
cannot be used
K| Game Time Bonus i) ulzame time bonuss disconnecied With Swa an ON ach en
o1 Count down connactad CREDIT push-bution
32 Borus Hall an Y ponus Dal Prass CREDAT hutton when
nurmibies vanaton 01 3 Banus Balls SWE s GN
n2 3 Bonus Balls
03 3 Bonus Bails
00 Hil Ihe moving largel into 1he cenlre 11 Limes Fress CREDIT oullon when
a3 Red Specal a1 Hit 1he meving 1argel inlo 1he cenire § himes SWA 15 ON
G2 Hit the mowing targel intoe 1he cenire 5 limes
B3 Hit the moving targel into the cenlre 2 himes
T 34 Special 2 (A Hit the 1argels bank 4 limes Prass CRECIT pulton when
CHANGE 0y Wil the largets bank 3 himes S 5 ON
0203 Hit 1he largats bank 2 Lmes
36 TIME SPECIAL 0ag S00.00 PTS Press CREDHT bulian whan
Q102103 1 BOMNUS BALL
35 HOT LSED
ar HOT USED
L

IMPOATANT. With W4 in ON [PROGRANM) posilion, the mimable cannat emer a game, gven though there may oe credis svalable and the ma
chine 1= n GAME OVER condition A buzzer ard 1he bhinking ol the TILT amp odicate anomalous condihion

2y



GONDITION

TROUBLE SHOQTING

CAUSE

REMEDY NCOTES
The game cannol be | — Nc voltage available —
started — Plug 1s ofi Plug m
— The 3-way connector {(CN-«line+) ot | Connccl
the teeder rack is not connected
— Mains fuse burned Replace i they burn again, this
— The 9-way connector {CN wJa-) onthe | Replace means that there is a
feeder rack discennected short circuit
— Mains switch open Close
— Caonnelor ({CN 1) on teeder and con- | Connect
nectors (CN «J 1u-J2+-<J3»} on teeder
rack disconnected The voltage change over
— Voltage change over not or insuffi- | Correct unit conlains also the
cienlly connecled mains fuse
All sfationary lamps are | — Fuse F2 on the feeder rack thrown | Replace Shall nol be more lhaﬂ
nol it oul. 20A; it it is thrown oul
— CMJ1-J2-J3 connector not connected | Plug in ag;:m thereisa shor-cir-
cul
— Electric wire disconnecied Connect

All the piloted lamps are
not operating

— 5 VRAM is nol available

— The connector between C.P.U. ang
the inlerface 1s disconnected

— Imerface (CN 16} feeding connectoris
not plugged in

— The connectors of the lamps on Inter-
face (CN 18-19-20-21-22) are not
conneclted

— The connecters at the feeder board
output are disconnected (CN 2-3-4)

— Althe C.P U. inputand at the Interface
536 Vdc. are missing

— C.PU. is always cleared
— Others

Fuse F3 (15A) on Power-board is burned
Tighten the loose connectors

Fuse F2 (54) is burned and snhall therefore
be replaced. If it is thrown out again, there
is a short circuil. Replace leeder board
Replace leeder and then replace CP.U.
Replace interface

Test carefully with tester

All displays are extin-
guished,

On all the displays wrong
hgures are appearing

— 4+ 170 V d.c. 1s missing because fuse
F1 (1A} is burned.
Or high voltage regulator is dama-
ged.
Or high voltage regulataor safely cir-
cuil is actuated.

— At CPU. —input +5.6 V is missing

— CN 14 or all connectors of displays
are disconnected

- Display damaged
— C.P.U. damaged
— Cable damaged
- C.P.U. damaged

Replace the luse.

Checkwith thetesterwhetherthe high-vol-
tage feederoperates. Whensafetydevice is
acluated, try to disconnect  the displays.
If the teeder operates at 170 V this means
that onthe displays there exisls a short cir-
cuit. To restore +170 Vit is necessary to
slop the pintable and then to start it again

Checkandil necessary replace the F2 (5A)
luse on the feeder bhoard

Plug in connectors

Repface the cable
Replace C.P.U

One ar more hgures on
one or more displays are
Wrang.

— Display damaged
— Cabel damaged

All figures are 100 bnght

- +170 V feeder damaged

Replace the feeder board

All the solenoids do not
WOk

— 39 VBRM inpul 13 mizsing

— CN 17 connector 1s not plugged in
-~ Interdace damaqged
-~ G P.U. damaged

Resel the luse .
if it is thrown out again there is 2 shon cir-
cudt.

Plug in the connector
Replace the Interface
Replace the CP.UL

Gne or more solenoids
do net work

— Coils burned
~ Darlington burned
— Electric wires loose

— The {uses under the playlield have
been thiown oul

Reglace coil and the ielevant Darlington

Replace the Darlington and check the dic-
de on the coil.

Connect the laose wires
Reset tha bumed out huses

One or more zolenods
arg always anergized

- Interdace-beard damaged
— C.PU. damaged
— Short circuit

Replace the lntedace-hoard
Replace the C.P.U. board

A4l the contacls remain
inactive

— CN 10-11 connectors are loose
— CPU, is damaged

Plug in
Heplace P U -board




Cne or more conlacts do
naot work

Loose wirgs
interrupled or loose
Contact oxydized

Connecl all the toose wires
Reset lhe diode
GClean the conlact

Onc or more contacts
are wrongly read

The contacl wires are short circuited
and also with respect! 1o the lamp and
sclenoid wires

- Diode contacts are shorl circuited

C.P.U. is damaged

Eliminate the shorl circuit

Replace the short circuited diode
Replace C.FP.U.

All soungs and words
are missing

The loudspeaker is not cormected or
damaged

Loudspeaker gotentiomeler cut off
CHN 6 connector {Sound board) ¢i-
sconnected

5 V d.c. feeding goltage is missing
+12 ¥ d.¢ feeding voitage missing
+5 ¥V d.c. teeding voltage misgsing

Sound and talk board damaged

Connect, if necessary replace

Replace another gne having similar fea-
fures '

Plug in the conneclor

Replace fuse F4 (1A) onthe feed board, if
burned

Replacefuse F2 (5A) onthe fead board, it
burned

If+5Vd.c.are missing, but +12vd.c. are
available, replace the regulator 78HD5

Replace the sourd and tatk board

VERY IMPORTANT. Newver connect or disconnected the connectors while the game is running

The game is supplied with a special plug te connect a print-oui unit thai is very uselul to print on paper all the mos! impor-

tant accouniing functions, as well as the serial number of the game.
Herealter a fac-simile print out,
The same plug is to be used also for the coin meter.

MEXICO 86

SERIAL N 1532
WINNED G 000000
PLAYED G 000003

COINS

1 000003
COINS # 2
COINS # 3

000003
000003

Y % e v v e e e e vk v ke ok i



| INPUT/OUTPUT POSITION ON THE CONNECTOR

FEEDER BOARD

COMNECTOR

Contacis-row 1

P WIRE COLOLIR SIGNAL '|
L% e s s = ]
POWER Board
CNY . - W ~ ]
" 1 Red 165 Vac 0.3 A
2 Red 165 Vac 0.3 A
3 Brown 10 Vac 0.5 A
4 Brown 10 Vac 05 A
i 5 Yeltow 10,5 Vac 6 A
; 6 Yellow 10,6 Vat 6 A
s 7 Elus 43 Vac 5 A
- 8 Biue 43 vVac 5 A
e 9 White 6.5 Vac 15 A
10 While 6,5 Vac 16 A
i1 Graen 6,5 Vac 15 A
12 Graan 6.5 Vac 15 A
CN2 —p | —
M 1 - — "
; 2 Black GND
3 - ——
4 Vialet + 39 Vrm common for al the solenoid i the cahinet
8 Pink Cabinet - Playfield interconneciions
b While Far tlipper control
CN3 —» [l =
n 1 White Cabinel - Playfield interconnections
- 2 Pink For {lipper control
" 3 Browm + EVem cemmon all controlled playfiels lamps
" 4 Erown +5 ¥rm common all centrolled playtield lamps
" 5 Violet + 38 Vrm common for playlield solenoids
i 5 £ =
CNA4 — O =
" 1 - -
9 2 Brown +5 Vrm commeoen light board controlled lamps
" 3 Vialeq + A% ¥rm commen tar head solenodds
" 4 — =
A S
CNS —» | -
1 Qrange Flipper Relay
2 Black GND
. 3 Black GND
5 4 Red + 5,6 Vdc
5 Red + 56 Vdo
" 6 White Power Failure
" 7 Black GND
. 8 Yellow 170 Vco
" g Black GND
" 10 Green — & Vdc
11 Red + 5,6 Vd¢
» 12 Blue + 12 vdc¢
SOUND Board
CHB-T — (] -
” 1 Blaok GND
. 2 Green - 5Vvdc
3 Red + 5,6 Vdc
4 Blue + 12 Vdc
CN6-C 5 Yellow-grey Output Sound e Speech
n 6 Vialet-White Output Seund e Speech
C.P.U. board
CNS —» 5 =
i 1 Yedlow 170 VCC
n 2 Black GHD
¥ 3 Wihite Fowear Faillura
i 4 Red + 56 VDC _‘
CN10 1 Crange-Yellow Frinter -Ax 1
" 2 Yellow-Giey Primer -Hx-
. 3 While-fink Prirter -TX-
4 Bilack-Pink Printer -TX +
5 - -
6 White Contacls-row &
7 Grey

M




COMNECTOR Pl WIRE COLOUR SIENAL
Ch il g
& a = _
5] Gray-wiile Conlacls - gaumn &
i 14 Black-whie Comacts - galumn 1
" 12 Red-grean Comacts - calumn 2
13 Black-yellow Contacts - column 3
b Black-orange Contacls - column 4
\ 15 Red-yellow Cevitacls - eolumn 5
. 1 — -
17 Broawn-yimel Conlacis - ¢column &
18 Yallove-viola Contacts - ¢olumn 7
. 19 o .
u 20 == -
CH11 1 — —
i 2 i -
3 Red Conlacts - row 2
4 Yedlowe Conlacls - row 3
5 Black Contacis - row 4
& Graan Conlacis - raw 5
” T Blue Confacts - row 6
M 3 e =G
10 Grey-while Conlacls - column &
11 Black-whita Contacts - colemm 1
12 Red-green Contacts - column 2
13 Black-yelow conlacis - colurmn 3
14 Black-orange Conlaclis - column 4
" 15 Red-yellow Confacls - calumn &
. 16 Brown-violel Conlacls - column B
17 Yellow-vialat Contacls - column 7
18 - .
18 —_ —
20 — -
INTERFACE Board
OB — — i+
B 1 Black Gnid
2 Rid + 5.0 Vdc
3 Black GND
4 Orange Flipper Befay
CiH-7-C - - -
h 1 Wnite-Pink rrocker
2 Red-Wnile Coin mecharmsm ool
3 Yellow Pink Token dispenser
CN17-P1 4 Violet While Powear play kicker
‘ 5 Yelow-While Rigni pog
I Briovwen-While Out hole
7 Biue-While Right flap
G Graen-Whnile Leit-llap
g Brown-Green Lelt bank
10 Red-Green Botlam righl pop
R Orange-Yellow Righl Lank
12 Cranga-White 15T moving singla larget
13 Brown-Yellow Left pop
14 Giray-While 2MD mowving smgte target
15 Black-¥hite 4TH miowing single 1argel
CHriy 16 Black-Green Flayhegld effac! lamps
T el Iow-Crey 5TH maving single 1arget
18 White-Park 3A0 moving single targal
19 Red-Whita Gzaal mowing targat
20 Yeallow-Fink Top flizper relay
21 -
za ~
23 — —
24 — -
CN1E 1 Yeilow-whira Adv. yme special lalf inner canal
2 Light tiue Right pop
3 Yellow-Blug “E' rad special
4 Green-Gray YR red spacial
5 Fink Baliem righl pop
G Brown-Fink Rec special
7 Crangea-Grey Lell cop
8 Green-Yiolat I0.000 PTS 18l nrar canal
9 Drange-Yelow X 60
10 Giraen-While Goal moving 1argat
i Hed-"While "M rad spacia
12 Cranga-Graan A" red spacial
15 While Top "'0" red spacial
i Brdram “1" rad special
15 Had-Bliue E0.000 PTS Qrange specal
1% Crange-Viclst Quier exil canal
17 Blue-Grey 157 hxed largat
18 Black-Red LY red special
18 Cranga-Blue 3" rad special
20 Blue-Whnile G red spacial




CH1G 1 Pink 2MD lixed \arget
' P Crange-White 10 sec. power play tima
3 BrowenLight green 15 sec. power play time
4 Fed-viclal Orange special
!'-I o —
5] Brawn Q" red special
73 Brown-Drange ZWD dime special
i Vinlel-Fink 100.0C0 FTS orange spacial
g Yellow-Gray Time special
10 Gieean-Blue Bonus ball 5
11 Hrown- Y eliow 200,000 PTS orange spacial
12 Viclel Bonus 2
13 Biua-Yiolel 13T time special
14 Black-Gray Bonus 8
15 Black-Blue Bonus 4
16 Blua-Fink Bonus &
17 Aed-Gray Tima special larget
18 Y el Pink Banus 1
19 Black-Pink Bonus &
20 While-Green Bonus 9
CNaR 1 Yellow-White x40
' 2 Lighl blue X BO
3 Brown-Blue Bonuz 10,000 FT5
4 Green-Gigy Bonus 10
' 5 Fink Bonys 7
6 Brown-Pink Bonus &
7 Crange-Grey 53,000 FTS power play score
8 Green Yiolst 100.000 PTS power play score
9 Oranga-Yellaw 30000 FTS powser play score
10 Gresn-While 20 sec. powar play tima
1 Black-Violel X 20
12 Brown-Whita Ady. bonus maltiplier power piay random
13 Black-Green Left top canal
14 Yellow-Biue Adv. ripla bonus power glay rapdom
15 Red-Blue 200000 PTS power play scora
18 Grean-Blue Right 10p canal
17 Blue-Grey Centsal lop canal
182 Hlack-Red Adv. "Time Special”’ power play sandom
12 Qrange-Blue Acv. "Orange Specizl’ power play rancom
20 = -
GMzs 1 = -
. 5 B o
3 - -
4 - _
5 _ —
[ — —
7 —_ —
B — -
g - —
10 - -
1" —
12 — —
13 — —
14 — —
15 — —-
16 - -
17 —
15 — —
19 — —
20 = —
CNZ? 1 — —
v 2 Blue-White Banug ball 2
3 Brown-Viplet Up game time bonus
k] Black-Crange Balls 1o play
) Red-Yellow Cradrt
6 Black-Yellow Match
7 — —
8 Green Can play 1
9 YViolel-Pink Bonrus ball 3
10 Black-While Tilt
12 Y el Can play 2
13 Elack Can play 4
14 Yellow-Violet Dawn game time bonus
15 Grey-While GGame owvar
16 Red-green Super bonus
17 Red Can play 3
18 Blue Highaz] score
19 Green-Blue Bonus badl 1
b Green-While Head eflect lamps




CABINET

Primar service optonal A Aad 43 Vac
. = Black 43 Vae
- G ellow-vigis Colurmin ¥
, [z Gray Row 1
" E Qrange-vellow Printar RX 4
» F Yelow-gray Panier RX—
u G White-pirk Peimler TH—
] " H Elack-pink Printer TX +
Jd 1 Brown Eleciric wiar o )
. 2 W llow Servica sockel
3 Aed Service socket
4 Yellow-gragn Electric wigr
Hed 43 Vac
£ Black Elactric filtar
I Light tlue Elactric wier
8 Black 43 Vao
a8 Blue Eleciric Iier
TAV. 1
Pragrammi base - Basic programis -~ Programmes de base - Grundprogramme
[ R = GREAT
ITALIA 1 [ITALIA BRITAIN | FRANCE |DEUTSCH. |BELGIQUE { JUGOSLA.{ U.S.A.
AT SwW SW SW SW Sw SwW SW SwW
]
11213 11213|112]3/1l213]1]2]|3]|1]213 11213/112]3
R e o L] 19n lgn_olf |o_n_ lon Jon o”|on D”];”TDH on Ion [ﬂff?cr_iﬂ;n IQ” on FI)"@ oﬂlolllorl
BT ) 02 01 = 01 o1 01 01 01
L (e o0 | ot 00 00 | o1 00 01 0}
13 _ 02 | D5 02 | 05 02 04 02 | 01
L o1 03 01 03 | 03 02 02 o 0
L 13 02 05 5 10 05 04 02 01
16 01 03 3 o7 o7 02 02 01
LW - 500 750 750 1 750 750 750 750 | 750
18 nigh score 0 1 0 | o g 0 0 0
_m 15 15 15 15 15 15 15 15
20 03 | o3 03 | o3 03 03 03 03
21 i1 1 1 i 1 T i
22 150 300 300 300 300 300 | 300 300
23 400 600 600 600 600 600 600 600
24 Qo0 | 060G 000 | 000 000 000 000 000 |
1 1 1 ' .. 1 1 % 4
1 4& 2 2 2 2 2 2 2
2 P o 2 2 2 2 I
1 1 1 1 1 1 1 1]
) 1 1 1 1
0 0 o 0 0 0 0 0
1 1 1 1 1 1 1 1
1 B 1 R 1 1 - 1
i 1 1 1 1 1 1 T
1 1 1 1 1 - 1 1 1
i b RRS . £ . S L S
1 =7 1 1 . 1 L_ 1 i —i
& = I I T N =




Fonbon. ]

FIRST COIN SECOND COIN THIRD CCHN Multiplication
NATICH EMPLOYED COST OF - T - —~ paAn S A tactor imp.
- COINS CREDITS Valua Creadits Value Credils Value Credits counl.
i - Tes! 11 | Test 12_ Test 13 | Test 14 | Test 15 | Test 16 {cain count)
f¢coinm. =100 € 2x100 =1 P, o1 00 [ 00 02 (]
7= = x 100 €
2coinm. =100 € Ix100E=— 1P o1 00 6] Q0 03 01
T coinm.= 100 € 2x100 £~ 1 Pl -!
01 00 02 01 02 01 * 1008
2coinm.=200¢€ 1200 E=1PL.
ALy X100 E = 1 PL
1x2008 -« o1 Q0 02 G 03 831 x 100K
181
H1x100% - -
1 coinm.- 200¢ 1x200£--1PI o0 01 o1 0 01 o1 x200¢
2coinm, = 200¢ 3Ix200£ =2 PL 02 00 02 (D 03 01 %2008
1coinm = 10p x10p=1"PI1
01 o1 05 06 05 00 x 107
2coinm. = &0p ix50p- G6PL
ENGLAND = s -
2x10p - 1PL
01 oG 05 03 05 03 *10p
1x50p= 3PL
1coinm  S5FRS 2xbFRS - 1 PL
o1 Q0 Qz 01 0z 01 x H FRS
2comnm.. 10FRS 1Ix10FRS - 1 P
BELGIUM -
{AUSTRIA) -
HUNGARY) IxGFRS ~ 1Pl
1x10 FRS 01 00 02 [013] 03 01 X5 FRS
=t Pl
+1x5 FRS
tcoinm.- 1FR 2x1FR+~ 1 PL
FRANCE
(DANI) Z2ecoinm. = 5FR 1x5 FR= 3Pl 01 00 Q5 03 10 07 »1FR
(SWEDEN)
Jcoinm. 10FR IX1I0FR--7 Pt
lTeoinm.- 1DM Wx1 DM = 2Pl
2coinm. - 2DM %2 DM= SP|. 01 02 0z 05 05 14 x 1 DM [FS)
Jcoinm  5DM 1x5DM:- 14 P
WEST. GERM. s -
(SWITZERL )
1x1 DM== 1 P,
1x2 DM =- 3 Pl 01 o1 02 03 05 07 x 1 DM (F5)
1x5 DM« 7 Pl
1coinm. - 5DIN 1x5DIN~ 1Pl
01 01 02 02 47 (2 x 5DIN
2coinm. 10DIN Ix10DIN- 2 PL
YUGOS. s
2x5DIN=-1 Pl
01 00 02 01 02 01 x 5 DIN
1x10DIN= 1 Pl
1 coinm.= 1 FS 1x1FS= 2Pl
2coinm.- 2FS 1X2FS=- 5Pl 01 02 02 05 05 14 1S
5FS - 14PL
SWITZERL.
1x1F5 - 1FL
1X2FS =3 Fl. 01 o 02 032 05 oY XTFS
6FS =~ 7Pl -
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CPU board

FIG. 2+

HIGHEST SCORE TO DATE
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GAME TIME BOMNUS MATCH
uP BALLS
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CREDIT DOWN PLAY
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ADJUSTED TEST FUNCTION

VALUE NUMBER
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17

ASSEMBLY

DRAWING

10,

11 .

12 .

13.

14 .

15,

16 .

17.

18.

19.

20

- 1st player display

. 2nd player display

. Credit display

Display ball to play
Match

Game time bonus
Highest score dispiay

- 4th players display

. 3rd players display

. Service button

.C.PU. board

. Interface board

. Sound board

Power board

Transformer

Knocker

Roll bhali tilt

Bob tilt

Antichoc tilt

Credit button

Advance & return test

General vol.

Maximum sound wvol.

Dip switch




Contact

FIG. 4
arrangement

1

= q ~

He1

S TRIEL o

| | [ [ 04 06 05 > |
™ | | 4 o3 £2 ‘I |
T, B - | o1
[ | _I\‘ e T . S o | o -
- T L— - o TrImme— o — e
1= = ==
ESEE

inside the gabinet contacts

Q.0

w—
SONO)

: —— B
O
ek o A ‘—3?-' ;3:8-3-{ IfLT.,'I:_j{
/C_/} ki -'If <
o Oag
ﬂg’(&/‘;s 98 D) . O(_J v
G e P \I ‘/, - '\.;) Gx
feSge

/)
=

! —h
\__3_/_(_"_}{’ ;

Contact | Descriplion
Number |
:. -
| 0o Advar |
a1 Returr 1251
g2 {Tin2
02 Credil Sarvice
04 Conn Sawitiziy 1
| 05 Coin Switch 2
E [405] Con Saaich 3

oy —
(3 —
Coraii

Till

Factory busn test

o9
10
11

14
15 -

16 Cut fote
1/
18
19

Fixad conlacts
Lefl culer exi: canal

1
|
|
|
1
12
13 -
i
i
1’ Lefl inner cana

Z0 Left Hap
21 Right Hap
[ 22 Right innes canal
| 25 Top thepers conlac
24 Lefl bank 15T moving largel
f 25 Lefl tank 2MNE moving target
25 Lefl bank 3R0 moving targe!

27 Right bank 15T moving targe!
Rignt bank 280 moving large!
fight bank 3AD moving lamget
Time special

Crange soecial

15T moving single 1argel

2ZM0 moving single largel

29
an
3
32

173

33
4 ARD maving single largat
5 4TH maving sngle targe!
36 5TH moving single large]
37§ Geal mowng targel

3 | Goal canter moving targel
ki Power play kicke!
40 Right pop
41 Bollam right pog
42 Lett pop
43 Top leli canal
4 Top central carad
45 Top night canal
46 Right Z2ND lixed target
47 | Right $3T fixed targat




Solenoid arrangemnt

FIG. 6

4

PP — —,

Deseriplion

Power piay Kickear
Right {lag

| Lefl fiap

Knockar

Leh bank

15T moving single largel
2ND moving singia arge!
Cain machanism col
Right pop

3RA0 moving single targat
Bollorm nght pop

Lell pop

4TH moving single larget
ATH mipving aingle target
Goal mouwing larget
Head allect lamps
Playfield eifect lamps

Right bank
Token dispenser
Top flippar ratay
Gut hale

| Drive
© {dar
lingtan)

_,},
RE
g
20
4

13




arrangement

Fika. 2

|
t
¥
+
|
|
|
+
|
|

T
L\

T
Bhh

b

=

+ &+ +

an

a7
A8
A0
50

SR

A | Ciular exil canals

X R
A0 003 PTS il inner cana
Bt

il moving target
La@rme Guar

Tl

Red special
W red special
“£ Fed special
‘X' Aed special
Halch

Baottorm 1ghl pop
Hight pag

tefl pop

Ball 1o play

1" Red spacial
"G Red spacia
Flipper 1elay

"G Hed special
0 Red special
‘A’ Red specal

1L Red special

| 187 fixed targel

Cradn

2M0 fixed 1argat

10 sec. Power play lime

15 sec. Powsr play time

Up game time bonus
50.000 PTS Osange speacia
100,000 PTS orangs special
200.000 PTS grange special
Crange special

15T Time special

2HD Time special

Time special

Banus 1

42 | Bonus 2
43 | Bonus 3
44 | Bonus 4
+ + 45 | Bonus Ball 1
A5 —

Borug &
Bonus &

| Bonus 7

Time scecial 1argel

| Bonwus &

Bonus 9
Bonus 10
Super Bonus
X 20

| X 40

X 80

Can play 1

Bonus 10000 FTS

Can play 2

20 gec. Powar play lime
D000 FTS Pawer play score
R0.000 PTS Power play soore
Can play 3

Can glay 4

100,000 PY5 Powar play store

| 200000 PYS Powar play score
Adv Irinle honus powern play ran

—_— -

|:||j'|r'|!

Adv bonus mudlipher pewer
Clay random

Dewn game lime banus
Ay Time spECial” power
play random

Ady, Orange specdal’”
play random

Lall wop canal

Bonus ball 2

Highest scare

Bonus ball 3

Central fop canal
Right top canal

DOWeET

+: head lamps
+ 4+ head and playfield lamps

Time specal jelt inner canal

in“ SCH

an

ek
10
A6




