" The Blue Pages|

Major Assemblies & Ramps

Optional Kits available through your Distributor:

Flipper Rebuild Kit {Left) ....eeveeeneeee.. . CrsrserenrenIraseseesintbubnarsanaianes + 500-8307-10
Flipper Base Plate Kit (Left).....conrvvenenn. cesssosersnereeness Veoeeesreasses sanse srverrrenesesnisinness D15-6617-01

Kitincludes: Flipper Base Plate (Left) pre-threaded with securing hardware; see the Flipper Drawing for view,
Flipper Rebuild Kit (Right) -.o.comereeiiiiiieecrieeeeeeeereereeseneae B veeneer 500-6307-00
Flipper Base Plate Kit (RIEht) cvveveeeeeeerenomneeseeeeseeemeseseesrersessssss s revessesssseras BI6-B617-00

Kitincludes: Flipper Base Plate (Left) pre-threaded with securing hardware; see the Flipper Drawing for view,
Pinball Location Maintenance Siandard Kit {for METALLICA LE Pinball).................... 502-6002-E3

Standard Kit includes : 8 oz. Novus Wax #2 Fine (Red) {675-0003-01), Cloth, Rubber Rings (used above
playfield), Bulbs (Bulb quantities vary and is fimitad to 25 per type), Fuses (1/ver type) and 4 Pinballs. Note:
Quanties, sizes and contents subject to change without notice.

Pinball Location Maintenance Deluxe Kit {for METALLICA LE Pinball) ....................... 502-6003-E3
Deluxe Kit includes : Pinball Location Maintenance Standard Kit as described above pius a guantity of Flipper

Rebuild Kits. Note: Quantity varies which equals the same quaniily of flippers used in this game.
A THIS GAME KIT INCLUDES (2 ) FLIPPER REBUILD KITS A

Plagtics*Kit (for METALLICA LE Pinball) everieererereernnnennne verrerrerssratas verrnsresreanssonnns 803-5000-£3
Plastics Kit inciudes: Plastic Set (830-6187-XX)

Decals*Kit (for METALLICA LE Pinball)................... verrrrersessirnennanonase visscereraeene .-..802-5000-E3
Decals Kit includes: Decal Set (820-6917-XX) for Pro/Premium/LE

*Attention: No individual Plastic or Decal can be ordered separately, unless noled otherwise. Plastics & Decals
are subject to change without notice during and / or after production. Koy Fobs subject to avaiiability and may or
may not be included in the plastic set. All designs, shapes & pieces usedt subject 1o change withoul notice. Kit
contents subject to change. Service Bulletin(s} wilf announce any critical changes, if warranted. The last 2-digits
showrn on plastics or decals are for reference only.

Assemblies & Ramps
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Securing Hardware for llems 3 & 5 are
also shown separaled from the Balf
Shoaler {Plunger) Assemidly for dlarily,

Ball Shooter (Pfunger{ Assembly, 500-6146-00-04
(Hems 1-6)

Assembla inla
Housing in the
fellowing ordar:

Rod Assamby
(see hem 2,
Short Spring
{sae fravm 3),
Washer
{ree fom 3),
Bushing
(see flom 4)

Rataining
(E-} Ring
{ses flam 3}

Washer
fsea flam 5}

[ Nr. [BALL SHOOTER PARTS ___ |QTY.] SPIPARTAr. |

1 Housing Asm. + Bushings (lterm 4) 1 535-5067-02

aind Hhen ... Item 1 is secured lo tha Cabinet by: Support Plate [not included with kem 1 or Assembly]
{538-5027-00), #10-32 X 172* PPH (Sems}) Zinc TF (Cty. 3) (237-6033-00), 210 Spilit Lock

and gt ..

Bushing Washer Y 3;. (24-1 5003 00; any 46 x 12" HWH AEI
{soe Hem 4}, - : i
Washer embly (mj} Hlaz Knc

g tema. "o 'Comp ‘Spring (Shor) (Knob Side) 1 266.-5010-00

{sae ftom 5), item 3 Is sandwiched onlo Hem 2 (Front Side) betwean the knob and by:

. Wa”sber X 1HE" (242 5014 D0y

e lem R RETF LR

Heialninghnq 8 5010'00
(saa lam 5, the front: T @ ihe back) as shown,
FlungerTip

(s@@ itsm 6). 5  Comp. Spring (Long}) [GREEN, .035%8] 1 266-5001-04
flem & Is sandwiched onto llem 2 {Rubber Tip Side) by Washes, W8 LD X 58" QD0 X
HG" iy, 1ipor side) (242-S014-00) and Ratgining Hmu-:‘.-'ﬁ Shal

i g - A L%
i RUEbeE fPIinoen Yin{BIACk B0 D _
Ordering Wole: If 500-6146-00-04 is unavaiiaive, order the individual part(s) achually equired. ... ldentical o 500-6146-00-07
has Comp. Spring {Orange, .038" &) (266-5001-07) or 500-6146-00-03 has Comp. Spring [Blue, 431" 9] (266-5001-05).

A331131118 11108188888 88808888188%1%%Y

Autoplunger Arm Weld Asm., 500-6091-00 zl’rems 1-5),
Autoplunger Coil Assembly, 500-6092-02-ND (ltems 6-9
Daghor and Shooter Lane Switch Assem Ig, 500-6096-00 (ltems 10-12

i |AUTOPL ARM WELD PART s|atv.| sm PART Nr. | . | AUTOPLNGR. COIL PARTS |OTY.| SPIPART N, |
: rm Wald o 515 6  Autoplunger Coil Bracket Assembly 1 515-6527-00

;15 secured 19

) Items 1 & G are secured balow the P!Fby HSX 112‘ SH'M-'IJ&B(Zc City. 9 (234-5101-00)
wh Vel )

1535 7697.00 |7 Col FRleTaF BRGETY RN S 55 60103
T RS ‘25?5%54&5423-0 lem lu s I 8. 5Y; ¥8:92 X1/ REH IS 1Semie) Ziflo (Qf. 2 (232-£300:00) *’
4  Plunger & Link Assembly 0 511-5183-00 "8 Coll, 24- 940[N0 DIODEJ 1 020- 5036 ND

liem 4 js secured to Itesn ¥ by: Ralaining Alag, 14" @ Shah (Cty. 1) {(270-500200)
For individual temrs use © Plunger 151" Lg. {530-5025-05), Plungar Link (545-5293-00}

anu Roll Fin 1/8" ﬁ XSJ'S' Lg {25‘! 5008-20) N e ——— -
tﬁﬁmI Nr. ISWITCH PARTS Icm'l SPI PART Nr. r
10  Switch (for Shooter Lane) 1 180-5157- 00

Swich has a Diode (1N4004) (112-5003-00). Can be  roptacad

COtL DOES NOT REGLY

pit dr S Pon % b T
iz Swatch Bod)cr Protect Plate 1 4 535 6539 00
Iten 12 iz secured to Hems 10411 by: ¥2-56 X 1/2* Unslottad Ser. HWH #4 Head TR3
Black {Chy. 2} (237-5937-02) and #2-56 Hox Nut {(ty. 2) (240-5301 .0)
o (ASM. AEF 5D0-E096-00, tems 10-12)
For Sacuring Hardwars,
see tive Farts Tabie above,
under the itern desired,

i Coil Assambiy
Retaining . thrie Coli i B shown fumed
y &) Hin?ﬂ—" J=.. 1 " ry 80 for plariiy
sea lom J ] - h

Item 3 Iz also

shown saparated { Retaining
{E} R
g.-ﬂ;:f E::i-?;m Fsee}ﬂem?t,l Take NO*e:
for clarity. 2 Goil Note: 2 NO DIODE

ON LUGS. If raplacing
with a coil of the same

gavge and turn & i has
a dioda on it, remove it
befors using.

y. 2

Q2

For Securfng Hardware,
see the Parls Table above,
under the lem desired.

{Items 1-13)
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4-Ball Trough Assembly, 500-6318-24-ND (ltems 1-13)
and Associated Parts: See Paris Table Below.

Ordering Note: Identical to 500-6318-14 with exceptions, see note below lfem 13 (Paris Table}.

Nr. [4-BALL TROUGH PARTS |QTY| SPIPART Nr._| Nr. [4-BALL TROUGH PARTS
+ 1., Ball Trough Oulhole Matnting Bracket, " - 515-6580:01: |- 11+ : 535 -7801 00'
Memd Is saclired below Lhe playfiold by: #8 X 12° SHWH nB[Zc ) {Oty. 43 (234-5101:00)-| item. 11 is sscured 1o om 1 By: 174* X b v}

2 COI| Mountlng Bracket 1 535 7330 01 ,_(254 501#03) and #2-55 X_1J2 HWH {SEI’) UNS #4HD Tﬂa BD [Oly 4_} {23? 593? UB}
Hom 2 sacured foltam § by: 4832 X.3%" HUH Suage (Su) Zine (Ot 4) 237.5675.00) 1 B15-0173- 00,.
i 515-0174-00

. rd As ¥, y
| by 58" HWH. Sieg (Ser)Zc(Qly Bpan) {237-5876-04)
;" Dudl OPTO Transrnlnar Board (Qiy 1) (520-5173-00), Dual.. .

4 Col, 261200 Né DIODE | Y ogg' 5044-ND

_ COIL DOES NOT REQUIRE A DIODE, $EZ 9 COIL NOTE BELOW FOR DETAILS.

S5 Gl Sleeve (Shorﬁ 7 :
6 Stee[ & Nylen Plunger Assembly

Om’ering Note H smsmm :.s unavsn'abn'e, om‘er!hs md:vrdun!pan(s} ac!uanyrawamd.
This assembly is identical fo S0046318-14-ND, -17 or -25 except for the quaniity of ftems 9 &
18 {Qty: 4per on 5-Bak Trough) and jtem 11, requirsd whan a Magnet Mech. is used in the
| game (inls game it is required), WD means ne diode on fiem 4, Calf, 25-1200.

I
Nr. |ASSOCIATED PART(S) QTY.| SPI PART Nr.
AP-A Ball Trough Enter/ Exit Scoop 1 535-7329-01
fiem ﬁP—ﬁ wcure_c o lhe p(aylleld by inc} (Qty. 4) (234-5101-00),

260-5000-00

10 Switch Bedy Protect Plate "3 535-6539-00 |

Take 8pecial Note:

Itern AP-A, Ball Trough Enter / Exit SCoop,

, 535 732901 {not inciuded with the 4- Baﬂ

X Trough Assembly), is shown floating
above and rotated stightly for clarity.

Sea sacuring hardware
under lems 12 & 13,

Drawiﬂé,é |

For Securing Hardware,

sep tha Parts Tabie above.
Cnder e tiem desired, RN e 1S Showe,
torevest fem 10 [H#]
swilch view,

an.3 %

-Sec. 4

Nem 12, Cual OPTO TRANS
(Transmiiter} Baard, S15-0173-00,
& mounled on the alher side of
the Trough Assembly, inline with
ltem 13, Dual QPTO REC
{Receiyey) Board, 515-0174-00,
uging game hardware,

Take Note:

*  An asterisk {«) indicates item(s) are hot noted in the pictorials.

®  Coil Note: ) NO DIODE ON LUGS. /f replacing
with a coil of the same gauge and turn and it has a diode on it,

remove it belora using.

For a break-down of parts of ltems 12 & 13,
Dual OPTO TRANS & REC Boards (515-01?3-00
and 515-0174-00}, see Section 5, WPT, Page 13.
Cabtle Wiring Harness
036-5508-04
3-Pin Connectar
D45-5007-03

12-PFin Connector
045-5007-12
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Flipper (Left) Assembly, 500-6543-33-ND (ltems 1-15)
and Associated Paris. Yellow Flipper Bat & 8haft Asm., 515-5133-06-06 (ltems AP-A / AP-B)

| Nr. |[FLIPPER (LEFT) PARTS __ |QTY.| SPIPART Nr. - _
J 1 Flippe; E:se Pla;: ;[I;EFS'L)WH . iEi1 - 51;6;% FRP1 FRp FLIPPER BASE PLATE KIT (LEFT) :
ﬂm;;‘:;rgﬂmwﬁ':nw i e f;g;;f,;i;ﬁ%;? Juliguaians il Ml

3 ‘Power (EOS} End-o} Stroke] Switch 1 180 51 49 0(_}

llems = secured to tl_em 1 By #5.432 X_Sf's‘ HW_’H Swege {Ser) Zc. {Qw 2} {23? 597G 04}

: 7 535:7354-01"

, 265-5035- 00,
515-6308-

For Securing Hardware,
sae the Parts Table above,
undar the llein gesired.

. Ilemaissecured ) llern‘l by #10-32 ¥ 20" 5 ¢
;{297 598500} and_#w Splth Washer, {Qty. 2) {24-1 SODG-OCI)

530 5070 02
IDX 312' o OD X 195" (Cry, 1} {530 5139-

"4 Crank Bar (Pawl)
Itom 13 regquirgs: Dushing, 152" @ ki

{white Plastic) (535-5613- 00‘.1 P"n’ctis ot 1616 Bracketb PLLEGEH’ LEFT &
(While Plastic 200) & D i1
17858 X 1A% LG ;_Oly,u  [249-500, R ; -AFRP IL:.II!:ANSIT( STYLE Norfd
45 Set Screw: #10-32 X 2 237 61a4.00| 2 (LEFTsTYLE)
Her 15 requires: #10-32 Nylon Stop Nun (Citv. 1) Flipper I.Ink Side Only {240-5203-00) ASSEMBLY : Includes fems 12,13, 14484 515-7203-01

and 10 Split Lock Washer (Oty. 13 Switch Actuator Side Only (244-5003-00)

Tool requirad for ltem 15: &32" or dmim Allen Wrench B 15 (COH".'QS 8559 b,',ed}'

FRP

ftem T4 s also shown separated
frigm et 13, Crank Bar, for clarity.

Coil Sleeva
thru Call

ON LUGS .‘f rapfacing
with a coil of the sama

gauge and jurn & it has
a diode on I, remove it

3 Defore using.

Bushing
(see fem 13}

Bushing

Spring Washar
(z@e flam 12}

behind Call
Suppaorl Brackel

 "09g

Tterry 12° Bushing is also
shown separated frem the
Flipper Plunger & Link
Surb-Assernbly for clarity.

-
-
ae]
%‘ .r
1=
[*2}
-
»
. Aeferencs
Sanica
Builetin 152
for additional
information

The differences belween on flems 12
& 14,

the Laft & Right Flippers
are:

#10 Nylen

ftern 1, Hem 4 and Stop Nut
ftem 14% {see fiem 15}
;’he coils mayﬁ:gn difter £10 Solit
PJJQIN]" a8,
"0 o e game Lock Wgsher —"b
ASSOCIATED PARTS ARE NOT INGLUDED WITH THE ABOVE ASSEMBLY, . (sed fiem 15)
[ Nr._[ASSOCIATED PART(S) [QTY.| SPIPART M. | Take Note:

Yellow Flipper Bat & Shaft Assembw 1 51551330606 ® "B indicates ltem noted is

APA : ;
: g. == .
Ap-B [Large Flipper BLACK -Rubber F“ni Jg"- Y BAB BT 7001 secured with rivel(s} as lisled.
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Flipper (Right) Assembly, 500-6543-23-ND (ltems 1-15)
and Associated Parts: Yellow Flipper Bat & Shaft Asm., 515-5133-06-06 (Hems AP-A / AP-B)

[ Nr. [FLIPPER (RIGHT) PARTS _ |QTY.] SPIPART N:.

1 Flipper Base Plate (RIGHT) 1 See FRP1 |pRp FLIPPER BASE PLATE K"!‘II' RIGHT):
ltem 1 is secured below by: #8 X 172 SHWH AB (Zinc) (Qty. 8) (234-5101-00) includes item 1 pre-threaded »+< Securing  515-6617-00
Orﬁermg Wote : Individual Part {5.35 ?‘275-00) Isngl prethreaded, seaﬂg-_'l_’? FHPf 1 Hardware for tems 2, 3,6 & 8.

2... Fiipper Bat Bushkng {thte Plzstic) .25 . HA45- 5070.00
Itemzls sercured 10 e 1 By:: #6-52 * HWH Swisgs (Ser)_c'{Qty3}(23?A59?6-l}2r

3 Powsl (EOS/ End-o-Stroke) Switch 1 180-5149-00
Jlem 3i is securcd 10 Item‘l b}r #B 32 X 5!3" HWH S\va_gte (Ser) Ze. (Qty 2_} [23? 59?6—04]

For Securing Hardware,
sea the Parts Table shove,
under the flem desired,

Spirzl Pin

TR

I Ny
545-5428-00

_,_-.For.fnd.'y?d 5
? {545-5617- u1;andissecu b Yha-
Q. 1);530-5mmyan68p1ra1 Plpa 34 L (Qui1) (28 ; 3
13 Crank Bar (Pawl) 1 530- 50?0 02
] aIDK 312 EDDK 1%5'(06‘1}[530_13—
o1b e

PLUUNGER,
S LINK & Suent
P R L Q1 V1249 500200y S i sSenassitd FRP cRANK
Set Screw: #10-32 X 3/4" SocketHd. 2 237.6144-00] 2 (RIGHTSTYLE)
Hem 15 requires: #10-32 Nylon: Stop Nut {Oty. 1) Fhipper Link Side Only {246-5203-00) SSEMBLY : .'ncludss ltems 12,13, 144 515-7203-00

and #10 Split Leck Washer (Qty. 1) Switch Actuatar Side Only (244-5003-00)

Tool requlved for flem T5; 532" or dmin Allen Wrangh
FRP |FLIER
flern 148 s also shown separaled ._J
from Item 13, Crank Bay, tor clarity. 3 |

RIGHT
2o

Cail Sleeve
thiu Ceil

Bushing
(380 Han 13

Bushing
{see lam 12

ftem 72'5 Bushing is also

)
g
3
g
Q

Fiippar
shown separated fiom the Link
Flipper Plunger & Link
Sub-Assembiy for tlarity,

Cec. 4

Aoferance
Sanica
Bulletin 152
for additional
indarrnalion
onltems 12
& 14

The differences belween
the Left & Right Flippers
are:

RIGHT #10 Nylon

flem 1, ftem 4 and STYLE Slop Nug

Hem 4@ {saa fign 13)
Tha coils may also differ i
depending on the game. L:;?‘Sf 2I113r

(s8¢ liem 15}

ASSOCIATED PARTS ARE NOT INCLUDED WITH THE ABOVE ASSEMBLY.

[ Nr. | ASSOCIATED PART(S) loTY.[ SPIPART Nr. | Take Note:
Yellow Flipper Bat & Shaft Assembly 1 515-5133-06.05 ®

AP-A ; ok
AP-B [Large Flipper BLACK Rubber Ring>

use dmm

"R" indicates ltem noted is

i BAR-FO77-00 | secured with rivet(s) as listed.

Wrench




Slingshot (Left & Right) Assemblies, 500-6849-01-ND (Qfy. 2) (Items 1-9)

[ Nr. [SLINGSHOT PARTS [QTY.[ SPIPART Nr. | Nr. | SLINGSHOT PARTS [aTy.[ SPiPART Nr. |
. 1. Slingshot Bracket Assembly © - :Tiper+515- 5338-01:] 6 Compressron (Hatum}l Sprmg __t/par_ 266-5020-00
" tem Tis secured helow th playfiald by: ¥8'X 172 _SHWH A (Z0.) (O 3) (2345107 : Switch - eiper s 180-5054-00
Coil Retaining Bracket i fhé 2. Swilthe SUE i {1 5_ooa~ou) aemre Beiow on Drawu‘rg
Ihgn 2 is secured io I:erng‘l by: $8-32 X 38" PPH 1S {Serns;’:%leyrzj %‘?2553501290‘)?' 03 bl df with {TN4001] {1 12- 500! 00) ol )
' 3 Coil, 23-800 [ NO DIDDE] CND- Switch Body Protect Plate 2/per 535 5045 00
: Swage (Oty. 4) (237-5976-04)

k ASBEIT . 1/per - 515 5340-01--
dévidual Parls Téquires drilting BUI rivel & rérevit ing) ;- - :
m {51 55341 -01), Kicker Tip (545-5216-01) and Rivet, 1/8" @ x 1/4" La [249-5000-00) .

The Riv. Amiis secured o flem 1 Retalning Ring, 14478 Shafg (()ty 13 {2?&5002-00)

: vl 4 af pari(s) actuall fequired.:

Orderfng Note I 500-5849-00-‘-'0 is unava.kbfe orderrm individual partfs) actualy
{ reguired. This assembly is idontical to BO0-5849-02-ND with the excepiion of liem 3, whicht
wzes & Cofl, 27-1500 (WO DIODE] (6905004 MDY} instead.

g Plunger& Llnk Assembly Adper: :
For individual Nems use - Plunger2” Ly. (530-5025—01], Plunger Lnk {545-5293—(1]} and

- Rall Pin 1/8" 2 % 5/8" Lg. (251-5008-00) The Phinger Link is tecuréd ta the RAiveled Ar

¢ byl Relalring Ring, 1/4" 2 Shaft (Qu1){270-5002-00)

Take Nofe:

¥ Coil Note; ) NO DIODE ON LUGS. If replacing with a coil of the
same gauge and lurn and it has a diode on #, remove it belore using.

Klcker
Tip

® “R"indicates ltem noted is secured with riveifs} as listed.

Swilch Digde Wiking Nate:

Cathode Side o Lett
Lu. orrt‘ajlnn Blade SW. 26
umper 1o .
Hinge
Znd Swaich} g&‘ril-zl‘; Slwgcl
Angde Side to y
Middle Lug Oty 2)
(Tan-RED) P
L f L. Blade
(CHN-FED & WHT Switch Diode Wiring Note:
Jur o
et viteh) Caihode Side 1 RIGHT
- Lug of Shorl Blade SW2
HT Jumper (o Klcker
2 Switch) Tip
Anpde Side to - 4
Middle Lug Retsining
(man-orG P Ring
Lug of Long Blade
(GANAED & WHT

t roeg

Divde on
1 Switch Only

=
P
E
3
"=

For Securing Hardware, sep the Parts
Tabig above, undar the lom desired.

Rear View

Froni View ©
Blingshot
{Left)

Blingshot
{Right)

bl



Bumper Top, Bumper Bottom & Bumper Switch Individual Parts Only (ltems 1-18)

LAMPS
sdier, DOTS: The
s2(B0T)  Lamp Diods,
INGGG4, is
not located on
the socket (nor

s fod through playfield,

if replacing
with a colf
of the

same
gauge

and turn

and if has

a diodea

on it

For Securing Hasaware, see the Parls
Table below, under the fem desired,

incfuded); its local-
ed on & Terminal Stip
under the playfisld. See
Section 5, Chapler 2,
Playfield Terminal
Sirips.., Page 102,
for more getaifs.

For Securing Ham‘ﬁare',
see the Parls Table below,
under the flem desired.

and Associated Part: See Parts Table Below.
Take Note:

PLAYFIELD
WOOD Melal Yoke over
Fiber Yoke,

14

TOR %
RIGHT  SW. 31
BOT.  swW32

For Securing Hardware, sg¢ the Parts
Table below, under the e desived.

|QTY.| SPIPART hr. |
530-5348-00
{iper: - 266-5047-00:
tipe 090-5044-ND

O COIL MOTE ABCVE FOR DETAILS.

DOES NOT REGUNAE A DIODE.

Coil Sigs

Drawings ...

1hper 535-7347-00

Nem 14 8 sequred Dy, #6-32 X 1/4™ HYYH Swage (Semr) Zing [ty 2fper) (237-5876-01)

Sec. 4

[ Nr. [BUMPER TOP PARTS

S0 LED Module {WHT) (s.an, W
2. d

e 3 e dscured abivs fhe
4  Ring Assembly
Memals

1/per 51
seeured by: #6-32 Nylon Slop fut (Qry. 2iper) (240-5005-00)

Yot & 545-5607-00

16 Swich Bracket 1/par 535-7342-00
|, em 18 s secured by: 48 X 102 HWH AB {2inc) (Cry 2par} 234-8101-00)

lade) S 80:5015-04°
Diogs (1N400) (112:5000-00). Ca e ropisced i ({A4001) (112500100,

: h Body Protect Plate iiper 535-7344-00
Items 17 & 10 are secured by: #6-32 X 3/4" HWH Swage {Serr) Zc. (Qty. 2} {237-5976-05)
{ASM. REF. 515-B458-08 {Qiy. 3), kems 16-13)

ASSOCIATED PARTS ARE NOT INCLUDED WITH THE ABOVE ASSEMBLIES,
| ASSOCIATED PART(S) ____ [QTY. SPIPARTNr. |
. Kit Plaslic (ol 16, 168 & T60) 1 - '803.5000- |

aro ot avaiable Indviciualy-

AB (Zirc) (Qy: dpor) (237561500}

b1



ITEMNO. | PART NUMBER DESCRIRTION ary.
1 [s30-78z8-00 AAMMER FANDLE i
2 [2405303-00 10-32 NYLON LOCK NUT 1
3 1545762601 HAMMER HEAD 1
4 |oaz-5003.00 FIOFLAT WASHER 120D X
5  [z42.5028-00 S DX 1
PR PV XBUMPEREOST Fs TR |

SCREW AT 6 FE S
7 |237-s502-00 RV 1
8 [237-571100 SCREW, 10-32 X 4 344 PPH MS 1
HAMMER ASSEMBLY-JAMES

511-7431-00

b3
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APPLY LOCTITE

USE JAM NUTS
PROVIDED TO
FASTEN

APPLY LOCTITE

ITEMNO. | PART NUMBER DESCRIPTION Defaulrey
1 [635-0690-00 HAMMER LOWER BRACKET 1
z__ |535-520303 COIL RETAINING BRACKET 7]
3 1090-5044-ND COIL 26-1200 - NO DIODE 1
4 1545-5076-01 COIL SLEEVE 1
5 |515:0178-00 HAVMER PLUNGER ASSY 1

COMPRESSION SPRING-
6 [266-5020-00 EOMAL 1
7 1266-5002-00 SPRING WASHER i
8 [280-6014-00 ADJUSTABLE BUMPER/STOP | 1
0 530-5511-00 i _Mu_uczmmfﬂ Imbcm 1
032 172 HWH NO SLOT
10 237-5995-00 GERR ZI 1
11 232.5300-00 SCREW, 8-32 X 114" PPHSEMS | 6
COTL RETAINING BRACRET-
12 |535-0692-00 ETANING B 1

HAMMER PLAYFIELD ASSEMBLY

511-7473-00

bic



OOrSiRLoLLS

AINDVN A TIVE DNIRYIdDYSIg

MAACHE LOK WEL .
3 THM HY3cawSIC IUDD LIND9IN ODRDESIE w |
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STUD MUST BE
FLUSH 7O TOP
SURFACE. STUD
MUST BE SECURE
AND TIGHT

A 2 !
7 <
APPLY LOCTITE
[TEM MO FART MUMBER DESCRIPTION QTY.
T ls309807.00 HEATSINK/SPACER-DISAPPEARING | |
2 BA0-7B36-00 THREADED STUDR-DB 1
3 240-5201-00 10-32 HEX NUT 3

HEAT SINK ANT] ROTATION ASSEMBLY

511-7502-00

bl2
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TITEM HNOT SHOWN

ITEM NO. PART NUMBER DESCRIPTION UmmW/..‘..._a
{1 sisoimeo DISAPPERRING BALL TROUGH | 4
: PTG TRANSUE ER ASSY, e
i 2 S00-6775-01 LEADS kil
|3 500.9811.00 DGWH FOST ASSY i

4 |2405102:00 232 NYLON LOCK NUT 3

5 [237-5815:00 SCREW, #4 X 378" PFH AB 12
LONG S/U SOCKET/BULE

6 |s19-5102.02.HF ASSERRLY 2

7 __ |740-5303.00 490 KNLON LOCK HUT z
. CABLE ASSENBLY-BALL

8 |o3-5506.16-E3 RnG 1

DISAPPEARING BALL TROUGH-JAMES

£11-7476-00
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ITEM NO.|PART NUMBER DESCRIPTION

0
=2

535-8575-00 |KICK BIG MTG. BRKT.

090-5001-ND | COIL - 23-800, NO DIODE

945-5076-01_ |COIL SLEEVE

269-5002-00 [SPRING WASHER

ASSEMBLY, BIG KICKER

266-5020-00 [COMPRESSION SPRING-CONICAL

500-6398-01

545-5105-00 |RUBBER BUMPER

915-7318-00 |PLUNGER ASSEMBLY

535-5203-03 [COIL RETAINING BRACKET

W|Co |~ | 015 |0 [N |~
Mo | a | | |- [ [

232-5300-00 |SCREW, 8-32 X 1/4" PPH SEMS

bli
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ASSEMBLY, SNAKE HEAD

METALLICA PREMIUM / LE

500-9813-00

ITEM NO. |PART NUMBER DESCRIPTION TY.
1 515-9669-00 (WELDMENT, SNAKE UPPER JAW, JAMES 1
2 511-7484-00 [ASSY, SNAKE LOWER JAW, JAMES 1
3 530-7831-00 _[PIVOT PIN, SNAKE JAW, JAMES 1
4 270-5001-00 |RETAINING E-RING, 3/16" SHAFT OD 2
5 242-5088-00 [NYLON WASHER .195" X .437" X .031" 2
6 545-5352-00 |NYLINER, 3/16" SHAFT 2
7 180-6208-00 [SUB MINIATURE SWITCH - SIM. ROLLER 1
8 535-6639-00 [SWITCH S8ODY PROTECT PLATE 1
9 237-5937-02 |SCREW, 2-56 X 1/2" HWH MS 2
10 545-7828-00 [MOLDED SNAKE HEAD, JAMES 1
11 237-5918-00 |SCREW, §-32 X 1/2" PFH MS ZINC 1
12 232-5201-00 |SCREW, 6-32 X 3/8" PPH MS SEMS 1
13 254-5000-19_ INYLON SPACER - BLACK - 3/8 OD X .175 1D X 1/8" 1
14 254-5000-09 |INYLCN SPACER - BLACK - 3/8 OD X .1751D X 1/4" 1
15 237-6506-00 |SCREW, 6-32 X 1" PPH MS 1

98* 040-5001-00 CABLETIE. 4" 1
98*  1036-5596-11-E1 |CABLE, SNAKE HEAD 1

*ITEM NOT SHOWN
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ITEM NO.| PART NUMBER DESCRIPTION Qry.
1 $15-9671-00 |COIL BRACKET ASSY, SNAKE, JAMES 1
2 090-5001-ND__|COIL - 23-800, NO DIODE i
3 916-7309-00  |PLUNGER ASSEMBLY 1
4 545-5076-01 |COIL SLEEVE 1
5 635-6203-03 _[COIL RETAINING BRACKET 3
6 232-5300-00 {SCREW, 8-32 X 1/4" PPH SEMS 6
7 266-5020-00 |COMPRESSION SPRING-CONICAL 1
8 545-5105-00 |RUBBER BUMPER 1
g 090-5044-ND _|COIL 26-1200 - NO DIODE 1
10 545-5411-00 [COIL SLEEVE 1
11 266-6034-02 [COMPRESSION SPRING 1
12 511-7485-00 |PLUNGER ASSY, SNAKE JAW, JAMES 1
13 511-7486-00 _[LATCH COIL ASSY, SNAKE, JAMES 1
14 232-5200-00 |SCREW, §-32 X 1/4" PPH SEMS 2
15 180-8010-04 (MICRO-SWITCH 1
16 535-6539-00 |SWITCH BODY PROTECT PLATE 1
17 237-66837-02 | SCREW, 2-58 X 1/2" HWH MS 2
18 545-6029-00  |INSULATOR - FISH PAPER (SCOOP) 1

99* 036-5596-09-E1 [CABLE, SNAKE COIL 1

* ITEM NOT SHOWN

VUK / SNAKE JAW COIL ASSEMBLY

METALLICA PREMIUM / LE
500-9815-00
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ITEM NO.

PART NUMBER

DESCRIPTION

2
<

TY.
1 515-9686-00 |WELDMENT, LATCH COIL, SNAKE, JAMES 1
2 090-5060-01-ND|MIN{-COIL WICORE, ND - 32-1250, YELLOW | 1
3 530-6702-01 |CLEVIS PIN W/ RING, 3/16"D X 1-1/2" 1
4 935-0709-00 |LATCH BRACKET, SNAKE JAW, JAMES 1
5 267-5002-00 [TORSION SPRING, REAR VUK DOOR 1
6 242-5005-00 |#8 WASHER 1
7 240-5102-00 |8-32 NYLON LOCK NUT 1
8 280-5014-00 |ADJUSTABLE BUMPER/STOP 1
8 240-5208-00 _[10-32 KEPS NUT 1
10 242-5088-00 |NYLON WASHER .195" X 437" X 031" 2
11 237-5012-00 |SCREW, 6-32 X 3/8" PPH 18-8 BLK OX 1
12 242-5001-00 [#6 WASHER 1
13 240-5005-00 16-32 NYLON STOP NUT 1

LATCH COIL ASSY, SNAKE
METALLICA PREMIUM / LE
511-7486-00

b22
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PART #

DESCRIPTION

510-7453-00

RIVETED ASSEMBLY - RIGHT RAMP - JAMES

515-6556-02

GATE ASSEMBLY

232-5200-00

SCREW, 6-32 X 1/4" PPH SEMS

830-6187-24

BUTY #24 - JAMESLE

242-5001-00

#6 WASHER

(=0 [ FE - [E R

v 0 | = [ e |

830-6920-00

RUBY RED ADHESIVE FILM

RAMP ASSEMBLY - RIGHT - JAMES L E

500-9808-01

b24
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ITEM#{QTY| PART# |DESCRIPTION
1 1 [ 511-7471-00 IMOTOR BRACKET ASSEMBLY - GRAVE MARKER
2 1 19511-7472-00 [SLIDE ASSEMBLY - GRAVE MARKER
3 3 [ 242-5091-00 {WASHER, 1/2 X 17/64 X .03 -OT
4 1 | 545-7353-00 [LINK
5 2 | 270-5002-00 |RETAINING RING - 1/4"
g 1 | 040-5000-03 11/4" CABLE CLAMP
7 1 1040-5001-058 ICABLE TIE

APPLY LIGHT AMQUNT OF LITHIUM GREASE TQ BACK
OF CROSS SLIDE ASSEMBLY,

SLIDING GRAVE MARKER ASSEMBLY

500-8810-00

10F1

2
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ITEM #

QTY

PART #

DESCRIPTION

515-7822-00

NEWTON CUBE PLATE

535-0780-00

NEWTON CUBE

Ny | [

237-6023-00

8-32 x 1/2 PFH MS

LOCTITE 243 3

NEWTON CUBE ASSEMBLY

511-7501-00

O
o)
A



The Vellow Pages

Backbox Wiring
» Coils Detailed Chart Table
» Backbox /0 Power Driver Board Detailed Wiring Diagram
» Backbox Board Layout Wiring Diagram

b 126 X 32 Dot Matrix Disptay PCB {USA).... O OO o v~ | oL 132111 1]
& 128 X 32 Dot Matrix CES-LED // EURO ONLY RoHS /7. SRRSO | S 1 S
Playfield Wiring

» General lllumination Circuit Detailed Wiring Diagram

» Playfield Switch Wiring Diagram

» Playfleid Lamp Wiring Diagram

b Playfield Terminal Strips, Fuses & Mise, Wiring Deseriptions & Locations
» #-Flippar Circuit Wiring Diagram

Cabinet and Coin Door Wiring
» Transformer Power Wiring Diagram
» Cabinet Wiring Diagram
» Coin Door Wiring Diagram
» Cabinet Universal Voltage Jumper Plugs {for use with Universal AC Cable, 036-5530-00 ONLY)
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COILS DETAILED CHART TABLE

High Current Coils Gronp 1

Drive

Dibemr

‘Teanslntar Quiput FCB

Fawur Ling
Golgr

Powgr Ling
Connaciian

Powar Dtive'Transistar  D.T. Contrel  Coll GA-Tum

Yaltags Ganteal Lina Colar Line Gunnest or Bulb Type

#1 | TROUGH UP-KICKER Y] YEL-VIQ | H10-POMO0[50vDC| BRN-BLK | JB-P1 |ow-sosnb’
#2 | AUTO LAUNCH 02 YELVIO | JI0POMO|50vDC| BRN-RED | J8-P3 |osoessxb’
#3 | GRAVE MARKER MAGNET as| A | VIO-YEL | J10P6 |sovoc| BRN-ORG | Je-pa |sticosst
#4 |ELECTRIC GHAIR MAGNET a4 | /O | VIOYEL | J10P8 [sovoc) BRN-YEL | Je-ps B a0asne’
#5 |SNAKE EJECT Qs | Driver | YELAAO | JOPOMO|50v0C| BRM-GRN | JB-P6 re
#6 | RIGHT EJECT ac| ¥ | YELVIO |310Peno|sovoc| BRNEIU | Jepy |womosb
#7 a7 BAN-VIO | J&-Pe ©
#8 |SHAKER MOTOR (OPTIONAL) (13 RED-WHT | #17-P7 |16vAC| BRN-GRY | JE-Pp [S62-5027-00
High Current Cails Group 2 nainor Gotput PCA Comstilon Valm Comrol Line Gatar Line Commact
#9 |LEFT POP BUMPER Q9 YELVIO | JoPano|sovmc| BLU-BRN | Je-Ps
#10| RIGHT POP BUMPER (+E 1] YEL-VIO | J10PO10|50vDC] BLURED | Je-p2 |ow-sounb’
#11| BOTTOM POP BUMPER au| M | YELvIO |Horeno|sovoc| BLU-ORG | Jepa |oesouns’
#12| SNAKE JAW LATCH owz| 11O | vELVIO |vOPEiDsovne| BLUYEL | J8-Ps onn-sonae
#13|LEFT SUNGSHOT 13| Driver | YEL.viO | J10ai10sovoc] BLUGRN | Je-Ps |omsosnb’
#14| RIGHT SLINGSHOT a1s| ¥ [ YELVIO | 10Psio|sovc| BLuaLy | Jepr |msund
#15| LEFT FLIPPER (50V RED/YEL) 015 o EnTe | N0-P6/7 (sovoc| ORG-GRY | J8-PB ?f‘niwsgm
#16| RIGNT FLIPPER (50V RED/YEL) |Ot6 Bias “YEL-3A | 110-Pe/7 |sovDC| ORG-VIO | Je-P@ %3?5&

Low Gurrent Coils Group 1 oriator OULFCE e Feaen Gt s Govar L1ng Gammont 9% Buth Toes
#17 Q17 VIO-BRN | J7-P2 o
#18| ELECTRIC CHAIR (STEP-UP DRV BD) |Q18 YEL-VIO | J10-P9/10) 50vDC|  ¥IO-RED J7-pa ogg-suu-o&f
#19] FLASH: GRAVE MARKER ate] 4 ORG | J6-P1D |20voC VIO-ORG | J7-PA | iioeoitos
#20| GRAVE MARKER MOTOR Q20 Pll;::l' BRN J7-P1 j2ovDC VIO-YEL JI-PB | (u15111-00
#21| FLASH: BACK PANEL (LEFT) azt| Dfiver | QRG | J6P10 |20vDC VIO-GRR | J7-P7 | jtisoeosm |
#22| FLASH: BACK PANEL (RIGHT) ez ¥ ORG | J6-PID |20vDC wio-BLY | J2-Pg | es00es |
#23| FLASH: LEFT RAMP Q23 ORG JE-P10 | 20vDC  VIO-BLK J7-P9 1%%19
#24| OPTIONAL (.0. COIN METER} aze RED | J16-P48| svDc| VIO-GRY | J7-P10 | COMWMETER
#25| FLASH: POP BUMPERS azs ORG | J6PI0 |20vDC BLK-BRN | Je-P1 | essess
226 FLASH; GRAVE MARKER (X2) a6 ORG | J6PIC |20vDC BLKMED | Jepz | 16550020 |
#27| FLASH; ELECTRIC CHAIR (X2) azr| A ORG | J6&-P10 20vDC BLK-ORG | J6-P3 | 6550064
#28| FLASH: ELECTRIC GHAR SPOT (X2) |28} } o':f:r ORG | J6P10 |20vDC BLK-YEL | J6-Pa |1ssom0
#20| FLASH: RIGHT RAMP Q29| Dfiver | ORG | J6P10 |20vDC| BLK-GRN | J6-p5 | i5o0os |
#30] FLASH: SNAKE cn| ¥ ORG | J6P10 |20vDC BLK-BLU | Je-Pe | '12soes<e
#31| FLASH: COFFIN INSERT {X2) a3 ORG J6-P10 |20vDG| BLK-VIO J&-P7 E;m
#32| FLASH: ELECTRIC CHAIR INSERT  |as2 ORG | P10 |20vDG| BLICGRY | Jope | ieeswoss |




For complete andd detafed schemalics of ihe Connectors, Coils, Flash Lamps, Bridges and Fuses rioled below, see the 10 Power Driver PCB (Sheels 1 & 2 of 4) in Secion 5, Chapter 4, Prinied Circulf Bosvds (PCBs).

Bcac_:lkl:éc;xalg%Power Driver Board

01IS W=

DetaiicaWiring Diagram sor S RSB SR on
Partial View (520-5249-00)

w ;Eg (@28 —¢ o
o
- 352 5o
223
3g® s
J6025-032 104
TIP122
{110-0067-00) |
=1
w [BRDGZIF10 —sprg—1—{0®
F1P1 Nk 2
— FUSE F10 1o
ro
10
EEE Q{910
h Egj [§KEY ]
W 3%: 60—
z
233 7 60—

Jo7-0u  [@22>—{so

P12
(110-0067-00)

G =y

HIGH
CURREMNT
SOLENCIDS

JEQ1-08
STP2ZNETOL

[@z>—

[@5>—
(150-0106-00) so—t

[Qi>—

o

8 so-f
BES ' o)
Tl
G "o z
J9 Q9-Q16 14 T 3
STPIZNETOL )
{110-0108-00) B o—t -g
: "4
s 0~ &
#33 - 135 Nete: if ihis game is equined with
fe: an gpiional Ticke! Dispenser & Megﬂ.r see the o
Coit Diodes (INAO04) ere integratod end of Sec. 8, Chapier 4 for wiring information.
onthe Y0 Power Driver FC Board. Ensure 510, Ad] 55, Tioket Dispenser - YES.

Backbox

Wiring B
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METALLICA PREMIUM & L.E. GAMES

Wiring for the 6-Transistor driver board,

520-5326-01
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METALLICA PREMIUM & L.E. GAMES

Wiring for the Magnet Processor board,

520-6801-00

Magnet Processor Board
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BOTTOM OF PLAYFIELD
LED BOARD DATA CABLES

METALLICA L

BOTTOM VIEW
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METALLICA L.imited Edition

LED Board Wiring
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METALLICA L.E.
LED Board 1 and 2 Detail

Board 1

Cable (ORG)
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METALLICA L.E.
LED Board 3 AND 4 Detail

55338 O < Bosase
<
N
Cable (YEL) Cable (BLU) O
036-5596-14-E3 | O 4} 036-5596-13-E3
LGN | g GRY B/
e —aiey 3 N ‘;':J
=== —re v 3h
a4 i —— 4 o A
— e —EHSS 32
% ﬂ ﬂ ﬂj—%—gg © )
. A— em B BK @E 2 ﬁl
RED BRN | ]S g ; RED BLU % IE
o3 r
&2 @
TIT WD 41 (o S
ore | 1ol 54 r -
He 2 LS
S ©900D

O

Y4




Cable Connections
to 520-5331-00
Driver Board

Rectifier and
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METALLICA

Opto Amplifier Board #1
Wiring configuration

ELECTRIC CHAIR

Transceiver Board
500-6775-00

SWITCH 53

@Q—CMdudor coble

2—conductor coble

SILVER

Anode

————— COPPER Cathode

SILVER

Transceiver Board
500-86715-00

Transceiver Board
500-6775-00

2-conducior cable

Anode
y COPPER  Cathode

SILVER Anode

@

1 COPPER _ Cathode

SILVER Anode

SWITCH 52

1 COPPER __ Cathode

B

Transceiver Board
500—-6775-00

GRAVE MARKER

2—conductor cable

H
H

=

3i22J1

g g [7|WHT GRN__ Mabrix Rows Yo CPU Bowd %6-5

- z o |WHT YE Motrix Rows  To CPU Boord J6-6
3 3[GRN YEL oty Columns To GPU Boord 11-5

4 |BLK Ground To 1/0 Bord J8 pin 10

TRANSMHTIER 2

J4 5 RED £ G To 170 Boord 416 pn 7

Part of Ployfiad Cable

RECENVER 2
Amplifier Boord
520-5239-0%

TITLE
Opto Amplifier Board #1 Wiring

DWN.  mEYNA |

1st USE
METALLICA

Y21




METALLICA
Opto Amplifier Board 2 and 3

Wiring Configuration

Transceiver Boords
500-8775-01

2—conductor cable

Amplifier Board # 2

2—conductor cable |

2—conductor cable

2-conductor cable

UG

Trensceiver Boards
500-6775-01

2—conductor cable |

2—-conducter cable |

(4

Y22

Switch 57 520-5239-01
SILVER Anode [
- COPPER Cathode | | TRANSMITIER 1
— 42
’ E!:%EER E’;ﬁ’ﬂjde 12 RECEVER 1 7]_TAN BLK  Moirix Rows To CPls Boad 12-9
Yl 7 | _TAN RED Mair!x Rows To CPU Boord J12-6
SILVER _ Anode 1143 3| GRN YEL Matrix Columns To CPU Boord J1-5
L COPPER Cathode | » [ TRansMTTER 2 | 4 | BLK Ground Te 1/0 Board J13 pin 10
= 5| RED 15V DC To 1/0 Board J16 pin 7
SILVER__Anode [ ] s
"COPPER Cathode | 4 | rcemer 2 Port of Flofela Cosle
Switch 58
Amplifier Board # 3
520-5239-01
SILVER __ Anode T,n
1 COPPER Cathode o | TRANSMITTER 1
SILVER _Anode %Jz
1 COPPER Cathode 2 RECEIVER 1 1 TAN ORG Matrix Rows  To P Board J12-7
. — 2
Switch 59 1] 3 3| _GRN YEL Matrix Columns. To CPU Board J1-5
2 | TRANSMITTER 2 | 4 BLK Ground To 1/0 Board 43 pin 10
— 5 RED +5V DC To 1/0 Boord J16 pin 7
1194 Part of Pleylield Coble
| 2 | RECENVER 2
Date: TITL
05-21-13 £

Scale: |Rew:
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Opto Amplifier Board 2 & 3 Wiring
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Playfield Switch Wiring Diagram

Switch
Drives
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Playfield
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a5l 0| CRUBLK

ot o LORNBLY

P O

el o LoRASRY

Switch Driva Transistor
Source Mumber; 2ZR3904

[ D

i - Bo
For Switchesy. [ 01
3 s e

Ll

NOTE ; All Switch, Lamp & Coil assemblies require diodes, ] D iode
Some diodes are focated under the playfield on Terminat 1 2 1
Strips or Dinde Boards and nol on the assembliss, &

Y24

Playfield Wiring



#-Flipper Circuit Wiring Diagram

Pafﬁal‘ VIBW CPU/SOUnd' : CPU.{SDUndPCB .' The Qutside LEFT FLIPPER BUTTON located

on the Cabinet operates hoth the Left Flipper &

;
1 1
PCB(520-5246-00),  ~  © B | UpperLeftFlipper ifused. The Outside RIGHT
Dedicated SwichiCr > 2 R 2 R 3 2 3 ! FLIPPER BUTTON located on the Cabinet
SourceNumber [ LVC245A1 o @ g 2 ¢ & 2 © & | operates both ihe Right Flipper & Upper Right
S O I [ b ] i Flipper, if used. RIGHT & LEFT BUTTONS:
J3 (el 25 f‘-_. g g g % 3 M | These switches are Dowble-stacked. Pressing
DEDICATED SWITCHES [ 12 7= 1 half-way down operates the Lower Flippers
= ol ol =2 = = o = = (respectively); pressing fuli down operates both
gl B = ¥ ¥ @ % @ % the Lower Flipper & Upper Flippers
oSl i o= o2 = E oz & {respectively) simultanecusty.
B 5 B S 5 & O &
LEFT 4 RIGHT UPPER LEFT ,  UPPER RIGHT
ELIPPER FLIPPER FLIPPER FLIPPER
BUTTON ¢)  BUTTON O BUTTON (  BUTTON
T\ NO.«4SW. D50 H.O. 45W. D-11 — % NO. «5W. D13 N.O. ASW. D-13
ON CABINET ON CABINET ON CABINET ON CABINET
INSIDE LEFT HISIDE RIGHT INSIDE UPR, [EET INSIBE UPR. RIGHT
DOUBLE STACK DOUELE-STACK DOUBLE.STACK DOUBLE-STACK
DEDIGATED DEDICATED DEDICATED DEDICATED
GND GHD GHD GHD
P SWITCH o SWITCH P SWITCH oo SWITCH
— e - s S S e — il WIS T SIS A | ey - - -_—— —_—— MR e wels W
LEFT RIGHT UPPER LEFT UPPER RIGHT
NOTE: FLIPPER FLIPPER FLIPPER FLIPPER
Hg = nomalllly (c:)losed ED.S. E.0.S. E.Q.5. EQO.S.
N g ot Sroke N.C. 4SW. D10 N.C. 4SW. D-12 N.C. 4SW. D-14 N.C. 4SW. D16
OMLEFT FLIPPER ON RIGHT FLIFPER ON LEFT FLIPPER ON RIGHT FLIPER
ASSEMELY ASSEMBLY ASSEMBLY ASSEMBLY
. DBEDICATED OEDICATED DEDICATED OEDICATED
Technical ohD SWITCH N SWITCH GhD SWITCH oMD BWATCH
Overview {Black) (Black) (Black] {Black)

Our Flipper System uses one supply voltage (+50VDC) for both kick & hold. Once the Game CPU detects a Flipper
Cabinet Switch closure (during game play) it applies a 40msec pulse to the gate of the Flipper Drive Transistor
(STR22NE10L). Ifit continues to detect a Flipper Cabinet Switch closure (the player holding the bufton in) it will continue
to pulse the flipper drive transistor 1msec every 12msecs for the duration of the hold cycle.

! The E.O.S. (End-Of-Stroke) Switch serves the same function as before as it prevents
am j 1 0-5 foldback when the player has the flipper energized to capture balls. The E.O.8.
Dedicated Switch is a normally closed switch which opens approximately 1/16" when

L VOLTAGEOUTRUTS o finner is energized. The Game CPU will detect a switch closure if the flipper bat is

3
31-!01_21 forcad back by a high velocity shot or
Y T B I S rebound on the playfield and will apply
o po';gffgf,fyg%gg VO POWER.DRIVER PICB - another 40msec pulse of 50VDC to the
(520-5249-00) By coil.
80 MOS FET 10
1C Source Number 20
ol — STPZINESOL [34E7)
@ [+50VDC > a0 TEETETTY 413 Upper P Lo
o A 13 Upper €l a4
® "1 rippors- & Q13 5 | BLU-GRN P GRY.YEL SR
e o (o2 )i ) 12111212
& T v r9?'14 Upper PF Left 3A
BLU-BLK ipper gy J.YEL SLO-EO
10 'ﬁ ¥ 7 O_f 0—
13HEY) "é +50VDC EREEEARR
20|+ BACK S Q5 ORG.GRY B e B s %
7 g 8o L e S =
10 I ARERAY: gl‘!G{Lomr)Righl A §
' CRG-VIO ipper  BLU.YEL 5L0-8L0
: 204 , O/ "o -
: ' Q13-Q16: These Coil Fuses are localed -
! ; under the playficld NEAR the assemibly. &=
""""""""""""" REDYELSGVBG ™~~~ T RED-VEL 50VDC g
i . NOTe: a
Typical Under Coil Diodes (1N4004) are infegrated on the VO Powsr Diiver PCB a.
Playfield Fuses are rated, See Coils Detalled Wiring Diagram for actual number of lippers
3A 250v Slo-Blo used on lhis gams.
Do Not Over-Fuse

Playfield




Cabinet & Coin Door Wiring

Transformer Power Wiring Diagram

ik 1MIF1
BLACK 1 B

-

BLACK
BROWN*
ORANGE
WHT-BLK
WHT-BRN
WHT-BRN
WHT-ORG

|
hé
WHT-ORG

BLACK )
= YEL-WHT
WHITE mayhe subsiiuned m hamess

& 1 {En)
JUMPERS DORESTIC
oy 12| | NoTusED CONFIGURATION

l—-l

INAA]

JUNPER
WMPE

JAVA

O B oth e W o M

L=-T S < I . B o N T S ]
/

-

DA NNNVN NN N

/\

BLK

[p =

BLK 3
1 WHT HsvAC  WHT ;I

1200 1 240V
50 Hz F 60 H2

RF1 ) L

]
g
m
X
g

TO
DOLLAR EILL$
VALIDATOR

GRN

57 GROUND

Domestic =
WHT 115VAG

1V

VARISTER International =
Dom., = 120Y BLU 220VAC
Infl = 275y

= GRN {io {Ejarth Ground)
1F1FUSE
--w |SERVICE QUTLET
Bomestic = | omasiic / Inlemational)
5lp-Blo Note: Mot Al international Games
Fuse have or require a Service Qutiet

Slo-Bl Domestic = BLK 115VAC
Fl.fge ° International = BRN 220VAC

HOT (Lioad {M}eutral

JUMPER PLUG ¥
{SPi PART #036-5530-120)
T10+VAC
N. AMERICA
LINE VOLTAGE

444

Cabinet Universal
Volfage Jumper Plug
Configurations.

Cabinet and Coin
Door Wiring

The Yellow Pages

EITIR

R o J17
A 3 VAC [75 1
F12 5458
<] 5 5
FOR ALIDIO
19VAC | |F135ASE.
<] ¢4 3
13VAC
< 9 8 Fg BA 5.5,
=)
10 13VAC 9 | FOR +18V0C =L
™ CONMTROL LAMPS 2
16VAC v
< 7 8 M rossse ¥
— 10 BRIDGE 2] &
< 6 16VAL 7 L FOR +2QVDC o
COILS / FLASHERS g
< 13 BVAC 1 | B
F134458. g
TO BRIDGE 5 g
< 14 JVaC 4 L FOR +5YDC =
L OGIC POWER
SBOAL o N
< 3 F63ALE.
j»zmxc
] 15 1
24VAC!  FOR +50VDC
L1 42 A8VAC re7ase | COILS /FLIPPERS
o 2
DPS CN1 —-—l
2 < BEVAC <1
< q 3 TO DISPLAY POWER
] SUPPLY P BOARD
g 8 IHVAC 3 F1 34n 5.8,
1FM3 10 Ji4 a
1 1 = S
F1,F2 F3,FdsasB | &
3 3 a
2 s
FOR GENERAL T
5.7WAC - ILLUMINATION  |-0O
4 (G.ls) +5 7VAC i)
=
5 g
o
6 | +5.7VAC =
I =
ALL FUSES RATED 250V $L0-8L0 PO NOT OVERFUSE &
1Fia
WHT
1200WAD
BLK
BALLAST 1
CURST-W 12 Gore
E STARTER
: it i FLUOR. F52 LIGHT
................. : SPIN:: 165501101
BLK-WHT @ BLK
N
g FLUOR ESF %%I:T TUBE 24* g
SPIN SEeEsb00 WHT

FLUORESCENT TUBE, STARTER & BALLAST

LOCATED IN THE BACKBOX




Cabinet Wiring Diagram

ACPU/Sound PCBA

- o
- h“’g“' L5 DS
0 Livs RISHT SLIPEER 82T 0N
9 . < 9o ]
e o - L_“_I FIGHT FLIPPER BUTTON t o
g & e MORMALLY OPEN -1 JITY ¢
g @ i LI - o i {SW< ‘15 o 16VAC RED-WHT — 1 :
S 1ot 7 GRY-BLU GFRER Fiz T FLFPER £ D5, N it B s
g5 K e NG 20V¥0C COMMEN - | 2
4=z GRY-GRN T ASW. D-12 ColLs | no 16MAL WHT-RED E e fl
2 5 S ioUi—Go we RIGHT FLIPPER E.0.5. i o—CJRANSFORMER T
g g GRY-YEL [ R Qf‘iw E-‘MT TR E DS 1 HORMALLY OPEN -2 JY 2 i
& 1G4 -ae LEPER LEFT FFPIR 0 S k S
iz S04 4sw,D40 SWDC [ comon:2 | 0| 5 Ty
"2 v —ae GRY-ORG LEFT FLIPPERE.O.S. COILS i 48VAC BLK-YEL 8 i
s vers » BLACK o—<FRANSFORMER B
£ ot |> o] SRY-RED P T
5 U4 I 4ﬁ$&2{§1 rupeereUrion | COIL POWER INTERLOCK SWITCH
& GRY-BRN KO. {iocation ; kside Com Doar)
¥ IcU—1o [ipi «SW. D3 L———_u’
__________________ Jr—— LEFT FLIPPER BUTTON
Double-Stack Deckcatrd Vi
MM%%&, {Eg&} RED-WHT
La Ll 5
SHAKER MOTORPCB )1
= 10
z I
53 26 z
- L o i1
B[ iz E 5 a0 B 75k o I PPN a
A m lavery BHE P | PP w Jgw 3
-y L IHT] BT [se Q8 |BRN-GRY [*o] 8 &=
QPTIONAL: @ m
2 Q8 SHAKER MOTOR REDY o g o—{BRN-GRY P
o oy 502.5027-00 SM Kt 2 j
wn oo Face 18 or K Delat. § o1 70 §
g _ toc. . under Lefi Flip. Buifory | @ @ be———_——— -
= i UTEL /[ TCKETNOTCH A INSIDE CABINET LEFT SIDEWHENINSTALLED A |~
o _ § Ground —{i0e— S, DAY R
T o35 ciou o nGRNGRS KO P 2
*) 28 I GHD 2 G
(W 1) g Bicust 1o LTORN-BRN MO sk S
v 3 ASW, D17 e s ]
ST N— ATy o
““““““““““““ k Q24 OPTIONAL COIL c
™ ouray —fsoon T ~a.g. Coin or Tix Metar ~ S |
en YEL-BLK JJ abhailbii
» OUTA ] —30 a R |- — — — — -~
sk 5 bod
S (YT 8 -) —Jz e—| REDWHT HELS —
! . CABINET floc. - under Righi . Bufforn] ¥
3. OUTB¥—1e RED-BLK BOTTOM PO(NER SCU |§€E EEGNNECTJOR
RO O st SPEAKER
] +O—
HAgao oiiads .
SPEAKER  SPEAKER
___________ g
A
2 YSW. 15 c
3 e mavo o YeLREDPT S
iy 8 TAN-WHT N0, YEL-BRN 8wt
Eolofmumr gy 2 o FT5
Bag ASW.16 J.iitc pioDE ]
;,'a. é START B'jTTQN @ ORG'BRN TERMINAL STRIF _;_ +
g Y cruBRN A LAMP 2 §| RED-BRN ey & walh
m e TOURNAMENT BUTTON AT,
b 5 () ORG-BRN _Z_SJ )
w
"""""""""" START BUTTON [T

A}O POWER DRI

VER PCBA

Cabinet and Coin
Door Wiring

490d UIAAINA ¥3IMOd O/I»
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Coin Door Wiring Diagram

.5."3';__@:2__!’!‘5:'3&5) )
L B
US TYPICAL 25¢ 2-SLOT COIN DOOR |45V -y
USES CABLE WIRING HARNESS  ipep ® @ HoLEx
036-5509-25 IBLACK . g COMN.
T : ALt BILL ACCEPTOR
com ST SWITCHES b ..s ©  (ioion: Catnei) g
PHKRED = B 0PN
oottt 028 O . B MOLEX | TO POWER BOX IV CABINET
_______ sroamd —ra| BLACK orVALIDATOR (OPTIONAL) ‘ ; - i CONN. 1o WHITE. cH5uRT) NUETRAL
« "~ | PNK-GRN LB miraux 2o ELACK C3itVAT (HOT)
w3 IC-U2 —7 & PHY-GRN AW D5
% § U2 —6 o PNK-YEL ey STH LN SO
£ 3 lcua—p o —THEEL G AW, D4 2
w = PNK-ORG ATH Ok ST =
5w IGU2—4a0 12-PiNl PHK-CRG =
o e MOLEYX —0 SW. D- by
% 2 12 |3 0| PNK-RED BLOCK RIGHT COIN SLOT L B
25 ¢ CONN. _PN“'BF" G~ ‘LSE.';;_CO%LLOT | o
A |6z —p o} PNK-ERN & o ORI - e T
: e = e
L. Ground —{i o BLACK 201 20 o & i
—————————————— JOY 3 @ el ole S
: Ground —joe—§ DACK T : ! : 'é (Y
» LT. GRN-GRY ! e e
_ ¢ g Ic-W4d —9 & 2 ; H ';3
e g3 - LT.GRN-VIO i = ||| 3
3 Z ZIC-M—se ] | LT|GRN-GRY ; 4SW. D-24 Lo
] 5 LT. GRN-BLU B ,?,5 [ T @ seE? Bunouqsucm Hole. o b‘gn}?ﬁi.
(&) g & lCU4 -7 0o %5 | tTeRwMp «SW F Gonnectad 1o Fir-
o § EIC il —l o L GRN-BLK B 9% Rl T e * >aurr0N{REn] g’hﬁﬁ%{ﬁ%%g
: " =0 SW. D-22
.g ) il m “~| LT.GRN-BRN ] *§§ T & thaunomnenn i iriiiad
2c- 10 | 32 LE.GRU-BLE o = 21
g wwwwwwwwwwwwwwww g 2 ‘Bs‘gkgLE‘TOH(GREEE\E]
D e 3 K
S
- LT GRN-RED—r <5W,0.48
o L . SUAR T H0PTTRAL
Q
v__ 1-5LOT CCN DOOR WITH C120 CAPABIL{E%J : 'e G;'NH]; ERFA CE COIN MECH PCE REQUIRED)
036-5509 31A (+12VDC GRY-RED}

(36-5508-318 (CYKAL ONLY) / 036-5509.37C {QDA ONLY) / 036-5508-270 (EPAIN DNLY)

NON-US HON-C120 2.5LOT COIN DOOR
USES CABLE WIRING HARNESS

RON-US NON-C120 3-5LOT COIN DOOR
USES CABLE WIRING HARNESS

(36-5509-32 036-5509-33
e R e wmels gl VIS el MMV IS AR mai el e el VLN ANAREN RS VM APTRSR  SEVUE  SOWOR  Coweesh eyt dhinmbe  dbldieis ki bl kbl kel -
IF YOUR GAME HAS AN ELECTRONIC COIN MECH. INTERFACE PC BOARD { 520-5193-00 ): ¥5556.4 BB T
1-8LOT COIN DOOR USE WITH G120 CAPABILITIES REQUIRING PCB 520-5193-00 flecalion : Coin Docr) 15y 3%
USES CABLE WIRING HARNESS WHT-GRN o d 2 B
036-5509-31 (S.A.M. SYSTEM) il eguein
YELLOW g= o6 2 -3
= BROWN +20vDC +20V0C BROVN 51— Y E e
a BLK - i
= GND) 5 B
= KEY . N R e [~ 3
égg woney J to 12-PIN MOLEX BLOCK CONNECTO @ o _ ; ?
= R
= ENICERN (P-3) SW. D-1 CPU J2P2 LEFT COIN SLOT . e aam o
z0R SRS e FRICRED F 255, 0.2 CP JZFICENTER CAN SLOT e :_@': % v SROWN WIE 10 I
o W D3 | 7 [PNK-ORG(P-115W b3 CPU J-Pd RIGHT COM BLOT 2l® : ® @ i THE 4P CONNECTOR. THE
ofizs " PV CABLE WIRING HARNESS IS
=it A R GIE.5509-31. PLEASE NOTE: IF THE WIRE 15 wOT
eL to COMN MECH Phr b BROWN BUT +17VDC GRY-AED INSTEAD, USE CABLE
B o :' ' I E WIRING HARNESS 036-5508-31A, AND DO NOT USE THE
b S0+ § RIBBON CABLE, Pins 1-10 conesponds N SR ELECTROMNIC CONMECH INTERFACE PCB 520-5153-00,
l: Bapg s & § fo the Coin Mech. Conn, Pins 1.1 3
+* Y Y A

PHE-GRM {P-5) SW. 0-5 CPU J2-P7 5TH COM SLOT

NOT SHOWN ARE THE YARES FOR
PING4, 6,7 B.9&10 {SER\-I'IGE BUTTONS

3 OPTICHAL SLAMTILT 1) HEY ARE
IDENTICAL TO ABOVE 12.PI WCk EX
ELOCK CONNECTOR

PRK-YEL (P-5) SW. D4 CFLJ2PE 4TH COIN SLOT

— WIRING CONFIGURATION WILL VARY ACCORDING TO COUNTRY -

Cabinet and Coin
Door Wiring
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Cabinet Universal Voltage Jumper Plugs (for use with Universal AC Cable, 036-5530-00 ONLY)

b

12-PIN FEMALE SIDE TO JUMBER
12-PIN MALE SIDE CONNECTOR,

12-PiN Fibd CONN.
BACK VIEW A

<« JUMPER PLUG
{SP] PART #036-5530-100)

JUMPER PLUG ¥
{SPI PART #036-5530-120)

110+VAC
N. AMERICA
LINE VOLTAGE

9-PiN MALE SIDE TO TRANSFORMER
9-PIN FEMALE SIDE CONN.

1 BLK
2 BLK
3 WHT-BLK

4 WHT-BRN

5 WHT-BRN

6 BRN (or YEL-WHT)
7 WHT-ORG
8 WHT-ORG
9 ORG

10 BLK

11 WHT

12 N/U

9-PIN FAM CONN.,
A BACKVIEW

98VAG - 109VAC ) 10
JAPAN or - Wl;'
N. AMERICA LOW 150 ite wires from
LINE VOLTAGE e o s 10 4
JUMPER PLUG ¥ JUMPERPLUG ¥ JUMPERPLUG Y
(8Pl PART #036-5530-206) {SP1 PART #036-5530-220} {SPI PART #036-5530-230)
200¥AC - 211VAC 212VAC - 224VAG 225+VAC

EUROPE and
MID. EAST LOW
LINE VOLTAGE

206
VOLYS

EURQPE and EURCPE and
MID. EAST MID. EAST HIGH
LINE VOLTAGE LINE VOLTAGE

(Cabinet and Coin

Door Wiring qu
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@ 8tandard Adjustments continued.

#3 REPLAY AWARD: Set to CREDIT, TICKET#*, TOKEN* or EXTRA BALL. Factory Default = CREDIT. Set the
t;pe of award to be ?]i_ven io the player when the appropriate Replay Score threshold or level is acheived.
It awarding a CREDIT, TICKET or TOKEN is prohibited in your area, select EXTRA BALL. This adjustment
is not shown if NONE is instalied in Replay Type (Standard Adjusiment 1),

*Noide: If TICKET or TOKEN i selected, the game will require an optional Tickel or Token Dispenser and then Q.24 Oplion (Standard Adj. 55) musi be changed accordingly.

#4  REPLAY LEVELS: Set between 1 -4 for the number of Replay Levels to be active. Factory Default = 1.
This adjustment is not shown if NONE is installed in Replay Type (Standard Adjustment 1),

#5  AUTO REPLAY START: Set between 5,000,000 - 150,000,000 (increments of 1,000,000) for the Auto
HepIaPt Start threshold. Factory Default=__,000,000. This adjustment is shown only if AUTO is
installed in Replay Type (Standard Adjustment 1).

# DYNAMIC REPLAY START: Set between 5,000,000 ~ 150,000,000 (incremenis of 1,000,000) for the
Dvamic Replay Start threshold. Factory Default=__,000,000. This adjustment is shown only if
DYNAMIC is installed in Replay Type (Standard Adjustment 1).

#7  REPLAY LEVEL #1: Set between 5,000,000 - 150,000,000 (increments of 1,000,000). Factory Default =
_,000,000. Set the first or only Flepiay Level. This adjustment is shown only if FIXED is inslalled in

Replay Type (Standard Adjustment 1),

#8 REPLAY LEVEL #2: Set between 5,000,000 - 150,000,000 (increments of 1,000,000,. Factory Default =
_,000,000. Set the second Replay Level. This adustment is shown only if FIXED is installed in Replay
Type (étandard Adjustment 1) and 2 is infalled in Replay Levels (Standard Adjustment 4).

#9 REPLAY LEVEL #3: Set between 5,000,000 - 150,000,000 (increments of 1,000,000). Factog( Default =
_,000,000. Set the third F{eflay Level. This adjustment is shown only if FIXED is installed in Replay
Type (Standard Adjustment 1} and 3 is inlalled in Replay Levels (Slandard Adjustment 4),

#10 REPLAY LEVEL #4: Set between 5,000,000 - 150,000,000 {increments of 1,000,000). Factory Default =
__,000,000. Set the fourth Replay Lavel. This adgstmenf is shown ongr if FIXED is installed in Replay
Type (Standard Adjustment 1) and 4 is intalled in Replay Levels (Standard Adjustment 4).

#11 REPLAY BOOST: Setto YES orNO. Factory Default = YES. When set to YES, while FIXED or AUTO
maintains the Replay Levels, Replay Boost works as follows: If the Replay Level is 7,000,000
(regardiess of the Repa‘a#/ Perceritage), and the Player scores 20M, and receives the Replay Award, the
next game the Current Replay Level is added to this base. Thus the next game, the Replay Level is
14,000,000._ The Player agains scores 20M. The next game the Player will need o achieve 21,000,000
to eamn the Replay Award. If the Player does not achieve 21,000,000, the next game reveris back to the
oggmal 7,000,000 or the new adjusted level maintained by the Fixed or Autopercentaging Feature. This

adjustment is shown only if AUTO or FIXED is installed in Replay Type (Standard Adjusiment 1).

#12 SPECIAL LIMIT; Set between 1 -5, UNLIMITED or NO SPECIALS. Factory Default= 1. Setthe maximum
number of Specials that may be accumulated per game,

#13 SPECIAL PERCENTAGE: Set between 1% —50%. Factory Default = 10%. This adjustment allows the
operator to adjust how freiuently the Special Feature is made available 1o the pta)/er. This adjustment
is not shown if NO SPECIALS is instalied in Special Limit (Slandard Adjustment 12).

#14 SPECIAL AWARD: Set io CREDIT, TICKET*, TOKEN*, POINTS or EXTRABALL. Factory Default =
CREDIT. Select EX, BALL or POINTS if awarding a CREDIT or TICKET / TOKEN s prohibited in your area,
This adjustment is not shown if NO SPECIALS is inslailed in Special Limit (Standard Adjustment 12).

*Note: If TICKET or TOKEN is selecled, the game will require an optional Ticke! or Token Dispenser and then Q24 Option {Standard Adj. 58) must be changed accordingly.

#15 FREE GAME LIMIT: Setbetween 1 -9, UNLIMITED or NO FREE GAMES. Factory Default =5. Setthe
maximum number of Free Games that may be accumulated per game.

#16 EXTRA BALL LIMIT: Set between 1 -9, UNLIMITED or NO EXTRA BALLS. Faclory Default=5. Set the
number of Exira Balfs that may be accumulated per game.

#17 EXTRABALL PERCENTAGE: Set between 1% ~50%. Factory Default = 25%. This adjustment allows the

operator to adjust how frequently the Extra Ball Featureis made available to the player. This
adjustment is not shown if NO EXTRA BALLS is installed in Extra Ball Limit (Standard Adjustment 16).

#18 GAME PRICING: There are two (2) matheds available for Coin Switch Programming. Standard & Custom.
Set between AUSTRALIA 1 - UK 6 or CUSTOM. Factory Default = USA 10. Shorfcut: Set Custom
Pricing and instructions, review the Utilities Section, Set Custom Pricing. The agpropriate Dip Switch
Setting (Dip Sw. 1-8 location CPU/Sound PCB SW1J in relationship to the Pricing Scheme selected is
important {view the iables on the following pages for more information).

Standard Adjustment 18, Game Pricing, continued on the nexi page.
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3k

Retjuires 5P}
Coin Cardis)

Parl Numbor

N 755-5006-00-Y
B (1 Side)

5/10.00

755-5400-00-¥
0¥ 5 02-Y

B 755.5900-10°Y

R 755-5410-00-Y
__ {2-Sided)

735-5402.00-Y

(2-Sided}

i 755540801
{2-Sided)

755-5316-00-Y
{1 Sig#)

[ KRN
735-5416-00-¥
{use Side 1)

\ 795-5406-00-Y
[Side )

! 755-5403-01-Y ar
2.YJ (2-5ided)
735-5403-03-¥
{2-Sided)

% 755-5411-00-Y

COUNTRY COIN MECHANISMS {SWITCHES)
SETTING COINS THRU ... SLOT:
OPTION(S) -  “Appe ¥ 0a
Dwhaul: Highlighiad !lﬁ]:!'“N“E” iF;
LISA 1 1w |-
USA 2 1/0.50
USA 3
USA 4 1/0.50
= Factory Dsfault USA § 0.25 | 1.00 | 0.25 02 ‘
= Not Shown on Coin USA ¥ 1/0.50 121,00 41.50 .
Card USA § 10,50 31.00 | -
141,00 LA T
I USA 10 N 1075 | 2150 |
_ USA 11 1/1.00 3/2.00
o, ” Defaist Highghiad AUD /7 AUSTRALJAN DOLL ARS # [ $AUS |
onjal |ala [AUSTRALIA L] [ 0 50 | 4.00 200-_ML~£M o
are] W viviviv] AUSTRALIA2 || ' ’ L1100 |-
AUSTRALIA 3 1/2.00
AUSTRALIA 4 1/2.00 2/4.00 3/5.00
AUSTRALIA 5 1/3.00 2/5.00 3/8.00
AUSTRALIA 6 1/2.00 2/3.00
| Pos. | Detaull Sghip CAD #/ CANADIAN DOLLARS /[ §CAN |
| on kA CANADA 1
s VT[TV [¥¥] 125¢ door] 0.25 | 0.25 | 1.00 | 2.00 1/0.50 2/0.75 | .3.=1.ou
on | Al lAA CANADA 2 S
e viviy 1.00 2.00 11.00 3/2.00 |-
Py 5 DeaultHighiighted HRK /7 CROATIAN KUNA | kuna] .
oN | |& A i
Poe s BT DKK // DANISH <H0N52F; fI K
ON | DERMARKX {1 | 143 5
ore| Iwivl [vIv|w]v] DENMARK? | |1 5 10 | 20 > a5 | 47 | 59 ] 770
Far, ; ] Defaitibighiighind #
on & lA| |& JAPAN 1
] W ¥ Wil 100 100 31200
[ 1N Dafaulk Highlighted
o |hla| |Ala
ol vl T Twlvls| LTHUANIA 1 2 5
Pos. i Dottt Highightsd
ON | |ATA] 14
Pos, - Defaul
vl Rl ] EN
orf lwlw|vly| |wlw|wINEW ZEALAND 2
Por. Y Detault Highighaed
on| {A NORWAY 1
orf fw| {w| (wlw|wiw] NOBWAY 2
NORWAY 3 10 5 %0
NORWAY 5
NORWAY 6
NORWAY 7
NORWAY
PoE, 4 i Detoutt Highl ghied ¥ LEFT SWITCH CAN BE WIRED TOBILL ACCEPTOR Y
on |4 A A
w RIvT T Telsle| RUSSIA 10 5 1
Pos. : : ot Highvlghind
ON Al A 0. AFRICA 1
orelvlvl v |v[v[yI's0. aFRicaz | | @-80 | 1.00 | 2.00 | 5.00
Pax, ! Do bkt Higihlgphted
o | A&l A SWEDEN t
OFF ¥ _Irvivy WEDEN
Pos. 7 3 Dwdutit Highdighrid
e X Dol Hioh
OFF (W |W Mdbdbdhd
[Pos. . Defust Highiighd
oM Ak
or|viwl¥l | [eivly]  TAWAN
Poc. 5 Dol Highlighiad
UK1 31.00
UK 2 4/1.00
K3 170,50 |9/
UK 4 1/0.30 [270:50
UKS: 1100
ilKR a0 nn

{2 Sided)

7a5-F409-01-Y
(2-5ided)

Fa5-5403-00-¥
{2-Sided)

TE5-5405-00-Y
{2.Siter)

755-5012-00-Y
{use Side 1)

755-5407-00-¥
755-5307-M1-1
755-5407-H
795-53071-¥
T:ﬁ 5407-1




1 84andard Adjustment 18, Game Pricing, continued.
~Euro 1-12 Summary & International (Euro) Standard Pricing Select Table

Retjuires SPi
Cuoin Cardys)
Part Number

LEFT _ “ GENTER' A

. 4 5 6 EUR // EUROP )
on|s|g|elsE|Ljo]w Eura 1 170,50 VE T BN 755-5401-01-¥
orf[sTE|T|T1 [M]G]s Euro 2 b 10500 24.00) | 755540102
Euro 1412 pre atiemiale settinge for . 110,50 NS 755-5401-03-Y
s Eing e Euro Euro 4 N 001 755.5401-04-¥
[RIGHLIGATED | Euro 5 - optional RIDREDRTNI(] R 755-5401-05-¥
| Ruro§ | P 210,50 TES5401-08.Y
0.50 | 1.00 | 2.00 § 0.20. 11.00122.00] 755-540:07 ¥

= Factory Default Euro 7

ki M3t S, Euro & “optional: 111,90 G Pl 755.5401-08-¥
=Not Shownon Coin | Eured 11.00 21,50 755.6801-09-¥
Card Euro 10 3/2.00 755-5501-10-Y
| Euro J1 | i.00 42,00 M 755540111y

Euro 12 : 2 6I3.00 755.5401-12-¥

For a different Euro Pricing Scheme (othar than Facfog/ Default listed below}, scroll through Slandard Adjustment 18;
Euro 1-12 or CUSTOM®* for new setting (referance abova Euro 1-12 Summary). Keep 1hé Country Dip’ Switch Seliing tha same as lisiad bslow,

Detwutighlghina [EI.LRILEUEQEE&NJ.IMQN_EHEQ

on & AUSTRIA

ore| [vlvivIiwivivly Euro 9 0.50 1.00 2.00 1/1.00 2M14.50 3/2.00

Pos. 2 5 Y Deteult Highiighued

on| |k BELGRIM 755.5401-01.¥
or vl [wlwwiwivly Euro 1 0.50 | 1.00 | 2.00 1/0.50 -
Fos. ] = B Dot Highlighted

o k| |& FINLAND 755-6400-08-Y
o | W Wielvlylv] __ Euros 0.50 | 1.00 | 2.00 11.00 | 3/2.00 -
Pox. - = 3 Dertavit Highllphisd

oni ik FRANCE 755-5401-10-Y
or | yiriviviy| Ewoi0 0.50 | 1.00 | 2.00 1/1.00 3/2.00 7/3.00 -
Fos, q : Dot Hightighted

on [AJATA GERMANY 1 | T55-5401-01-Y
ol | | [wlwlwlv[v] GERMANY2 || 0.50 | 1.00 | 2.00 755-540102-Y

| GERMANY 3 | 755-5401.03-Y

Pos. a 5 6 ) Detwit Highighiad

o b ATA GREECE 755.5401-08-Y
o TRlvy e 0.50 | 1.00 | 2.00 1/1.00 -
Pos. 4 5 6 7 & MU Y

o A - ITALYY ) F 10,60 755-5401-01-¥
or [ v[wlv| [vIviv[v] _ITALY? 0.50 1/1.00 755.5401-68-Y
Pox, z 5 24 Dateutt Hghlighiad

oN ry NETHERLANDS 755.5401-03-¥
o ¥ I¥] WIYIwIvi¥]  Euro3 0.50 | 1.00 | 2.00 1/0.50 -
ﬁ 192345678 Dafewkt HighAghted
| ON A A PORTUGAL 755 5401-01.¥
of| lw[vw] vivy g 1 0.50 1/0.50 -
Pos. : 6 Dafault Highli ghrind

o Y Y SPAIN i : T3E-3901-08-¥
o [v]_[vl¥] [¥IvI¥l _ Euros 0.50 | 1.00 | 2.00 BN | 1/1.00 | 3/2.00 -

(HIGHLIGHTED | = Factory Defauit  [HIGHLIGHTED | = Not Shown on Coin Card
For the associated Coinage Card required if the Faclory Default Sefling was changed, view on-line at:
hitp://www.sternpinball.com/coinagecards.shtm|

You can download and print the replacement card. Adobe® Aeader 5.0 or higher required [gﬁnks on sife). Use Yellow Card Stock:
ASTROBRIG SOLAR YELLOW #65 FROM WAUSAU PAPER PRODUCTS (Stock #22731)

#19 MATCH PERCENTAGE: Set betwaen 0% - 10% or OFF. Factory Default = 9%. At 0% the Match
Animation Feature occurs at the end of the game but never awards the Match Award (Standard
Adjustment 20). Setto OFF, no Match Animation Featureis shown.

#20 MATCH AWARD: Set to CREDIT, TICKET* or TOKEN*. Factory Default = CREDIT. This adjustment is
not shown if OFF is installed in Match Percentage (Standard Adjustment 19).
*Note: if TICKET or TOKEN Is sefected, the game wil require an optional Ticke! or Token Dispenser and thers 24 Oglion (Slandard Adj. 55) must be changed accordingly.

#21 BALLS PER GAME: Set between 1-10. Factory Default = 3. Set the number of balis per game.

Standard Adjustments 22-36 continued on the next page.Standard Adjustments continued.



#22 TILT WARNINGS: Set between 0-3. Factory Default = 2. Set the number of Plumb Bob Tilt Swiich
closures before the ball in play is tilted. Each closure generates an audible alert and/or display alent,

#23 CREDIT LIMIT: Setbetween 4 -50. Factory Default = 30. Set the maximum credits allowed.

#24 ALLOW HIGH SCORES: Setto YES or NO. Factory Default = YES. When set to YES, if a player exceeds
the Default Grand Champion or 1-4 High Scores, the ﬂayer may receive a High Score Award (Standard
Adjustment 25) and enter their 3 Initials or 10-Letter Name (Standard Adjustment 36). Setlo NO fo
disahle this feature. The following Standard Adjustments 25-37 are not shown if NO is installed.

#25 HIGH SCORE AWARD: Set to CREDIT, TICKET* or TOKEN*. Factory Default = CREDIT. Set the type of
award to be ?fven to the player when the apprc;?nate Grand Champion Score or High Score #1 - #4
threshold orlevel is acheived, If awarding a CREDIT, TICKET or TOKEN is prohibited in your area, install
NOQ in Allow High Scores (Standard Adjustment 24). This adjustment is not shown if NO is installed in
Allow High Scores (Standard Adjustment 24).

*Nole: if TICKET or TOKEN is sefacled, the game will require an oplional Tickef or Token Dispenser and thon Q24 Dption {Standard Adi 55) must be changed accordingly.

#26 GRAND CHAMPION AWARDS: Setbetween 0-5. Factory Default = 1. Set the number of High Score
Award(s) (Std. Adj 25), awarded for exceedir;g the Grand Champion Score (Standard Adjusiment 31,
This adjustment is not shown if NO is instalfed'in Allow High Scores (Standard Adjustment 24).

#27 HIGH SCORE #1 AWARDS: Set between 0~ 3. Factory Default=1, Set the number of High Score

Award(s) (Std. Adj. 25}, awarded for exceedirc}g. the High Score #1 (Standard Agjust_menr 32).
This adjustment fs pot shown if NO is installed in Alfow High Scores (Standard Adjusiment 24).

#28 HIGH SCORE #2 AWARDS: Set between 0 -2, Factory Default = 0. Set the number of High Score
Award(s) (51d. Adj. 25), awarded for exceeding the Righ Score #2 (Standard Ag'jusf_men 33).
This adjustment is not shown if NO is insialled in Allow High Scores (Siandard Adjusiment 24).

#29 HIGH SCORE #3 AWARDS: Set between 0—1. Factory Dsfault = 0. Set the number of High Score
Award(s) (Std. Adj. 25), awarded for exceeding the High Score #3 (Standard Agjus{menr 34).
This adjustment is pot shown if NO is installed in Alfow High Scores (Standard Adjustment 24).

#30 HIGH SCORE #4 AWARDS: Set between 0~ 1. Factory Default =0, Set the number of High Score
Awardés] {Std. Adj. 25), awarded for exceeding the High Score #4 (Standard Agiusr‘men 35),
This adjustment is not shown if NO is installed in Allow High Scores (Standard Adjustment 24).

#31 GRAND CHAMPION SCORE: Set between 1,000,000 — 1,000,000,000 (increments of 1,000,000).
Factory Default = _,000,000. Set the desired Grand Champion Score level a player needs to exceed
to eam the High Score Award gStandard Adjustment 25). A score higher than the default, cannot be
reset by Standard Adjustment 37, HSTD Reset Count. The Grand Champion Score wilf revert fo the
Factory Default Score ONLY if a Reset Grand Champlon is performed in the RESET MENU {via the
UTILITIES MENU) or if the game is without power for more than 12 hours after the CPU/Sound PCB
Coin Cell Battery is expired or removed. This adjustment is not shown if NQ is installed in Allow High
Scores (Standard Adjustment 24).

#32 HIGH SCORE #1: Set between 1,000,000 - 1,000,000,000. FactoréDefault =___,000,000. Set the desired
High Score #1 level a player needs to exceed to eam the High Score Award (Standard Adjustment 25),
A score higher than the default, will be reset by Standard Adjustment 37, HSTD Reset Count. The Hé%-
Score will revert to the FactorEV Default Score ONLY if a Reset High Scores is performed in the RES
MENU (via the UTILITIES MENU) or if the game is without g}ower for more than 12 hours affer the
CPU/Sound PCB Coin Cell Batreg is expired of removed. This adjustment is not shown if NO is
instafled in Allow High Scores (Standard Adjustment 24).

#33 HIGH SCORE #2: Set between 1,000,000 — 1,000,000,000. Factory Default = _,000,000. Set the desired
High Score #2 level a player needs 10 exceed ... {conlinued in Standard Adjustment 32 definition above).

#34 HIGH SCORE #3: Set between 1,000,000 - 1,000,000,000. Factory Default = __,000,000. Set the desired
High Score #3 level a player needs to exceed ... (continued in Standard Adjustment 32 definifion above).

#35 HIGH SCORE #4: Set between 1,000,000 ~ 1,000,000,000. Factory Default=__,000,000. Set the desired
High Score #4 level a player needs to exceed ... {continued in Standard Adjustment 32 definition above).

#36 HSTD (HIGH SCORE TO DATE) INITIALS: Set to 3 INITIALS or 10 LETTER NAME. Factory Default = 3
INITIALS. When set to 3 INITIALS, the player is allowed only 3 initials to input. When sef to 30
LETTER NAME, the player is allowed to enter 10 initials to input. This adjustment is ot shown if NO is
installed in Allow High Scores (Standard Adjustment 24).

Standard Adfjustmenis 37-50 continued on the next page.
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#39

#40

#41

§42

#43

'#44
#45

#46
#47
#48

#49

#50

£l
#37 HSTD (HIGH SCORE TO DATE) RESET COUNT: Set between 100 — 9900 or OFF (increments of 100).

8tandard Adjustments continued.

Factory Default = 2000. Set the number of games between "automatic resets" of High Scores back to
the Factory Defaults for ONLY Standard Ad). 32 - 35, High Score #1 - #4. The Hr'ﬂ Score will revert to
the Faclory Default Scores when the number of l%ames stated is reached. Reset High Scores can be
performed in the RESET MENU [}ffa the UTILITIES MENU) anytime or if the game is without power for
more than 12 hours after the CPU/Sound PCB Coin Cell Battery is expired or removed. This adjusiment
is not shown if NO is installed in Allow High Scores (Standard Adj. 24).

FREEIPLAY: Set to YES or NO. Factory Default = NO. When set to YES, no coins are required for Game
ay.
LANGUAGE: Setto ENGLISH, GERMAN, FRENCH, SPANISH or ITALIAN. Factory Default = ENGLISH.

Set the Ianguage for the game. Language of game is also shown in the Dot Display (along with the
Game Title and code version) at the start-up routine which follows a game reset or power-up.

PLAYER LANGUAGE SELECT: Setto YES or NO. Factory Default = YES, When set to YES, after the
player presses the Start Button (fo start a game with adequalte credit ), the player has the option to
choose a language b{ Bressing either Flipper Button before game start (options of fanguag’es instalied
are shown on the Dot Display). Note: If set fo NO or if om‘g one langauge is installed and the setling is
set to YES, the game will start immediately afler the Start Button press. Language(s} available are
dependent on game destination from the factory. Other languages may be available on-line for
download and installed on your game. With the proper dip swiich installed, the .fa:}qatége oplion(s) can
be changed. For more information or help, call Tecnnical Support at 800-542-5377 (708-345-7700).

CUSTOM MESSAGE: Set to ON, CHANGE or OFF. Factory Default = ON. Shorfcut: Enter Custom
Message and instructions, review the Utilities Section, Enter Custom Message.

FLASH LAMP POWER: Set to NORMAL, OFF orDIM. Factory Default = NORMAL. When setto DIM, the
Flash Lamps impuise cj)pwey is reduced by 25% and when set io OFF the Flash LamPs will not flash.
For Flash Lamps used in this game, Go To Flash Lamps Menu via the DIAGNOSTICS MENU (see the
Diagnostics Section).

COIL PULSE POWER: Setto NORMAL, HARD or SOFT. Factory Default = NORMAL. When set to
HARD, the coil pulse power is increased by 12.5% of the normal pulse rate. When set to SOFT the coil
pulse power is decreased by 12.5% of the normal pulse rate. This adjustment is provided to compen-
sate for Low Line or High Line voltage conditions where the solenoids (coils) appear to kicking foo weak
or too hard. Adjust as required,

KNOCKER VOLUME: Set to NORMAL, OFF or LOW. Factory Default = NORMAL. When set to LOW, the
volume is decreased 50%. When set to OFF, no sound is heard when the "knocket" is sounded, Test
the knocker sound in the Fire Knocker Test via the DIAGNOSTICS MENU (see Section 3, Chapler 2,
GO TO DIAGNOSTICS MENU, Page 19).

GAME RESTART: Setto YES or NO. Factory Default = YES. When set to YES, a new game may be
started during any ball after the first ball is completegd(ff credits affow). Pressin%the tart Button during
the first ball will add additional players (up to 4, if credits allow). When set to NO, the game disables the
Start Button after the first ball until the final bafl is in play.

BILL VALIDATOR: Setto YES or NO. Factory Default = NO. When set to YES, in Game Atiract Mode an

"Insert Bill Animation” is shown in the display (or just the absense of the Coin Animation). When set to
NQ, an "Insert Coin Animation® is shown, (This adjustment will appear when implemented).

MUSIC VOLUME: Set between 1= 15. Factory Defauit = 1. After volume is set via Service Buttons this
adjustment can be utilized to adjust the background music (7 aff the way on, 15 all the way off) while
keeping the Special Sound Effects at the same level.

BALL SAVE TIME: Set batween 0:01 - 0:15, AUTO or NO BALL SAVES. Faciory Default = 0:05. When
sef to NO BALL SAVES this feature is unavailable. Set between 0:01 through 0:15 (single increments)
for the ball to be sent back into play if the time set is not met (per bali). Set io AUTO to automatically
adjust the Ball Save Timer based on the average ball time.

TIMED PLUNGER: Set to OFF or0:01 - 1:00. Faciory Default = OFF. The plunger will "Autoplunge” the
ball (at the time sei) when the ball is at the beginning of play, waiting for the player.

FLIPPER BALL LAUNCH: Setto OFF, LEFT FLIPPER, RIGHT FLIPPER, EITHER FLIPPER or BOTH
FLIPPERS. Default is OFF. This feature aflows the player to operate the Auto Ball Launch with the
Flipper Button(s) depending on which setfing is chosen.

Standard Adjustments 51-63 continued on the next page.
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#52

#53

#54

#55

#56

#57

#58

#59
#80
#61
#62

#63

;| 8tandard Adjustments continued.

COINDOOR BALL SAVER: Setto YES or NO. Factory Default = NO. When set 1o NO, this feature is not
available. When setto YES, this feature allows the Coin Door to be opened during game pla?/; the ball
will drain but the game will be placed "on hold”. When the Cain Door Is closed, the pinball will return to
the Shooter Lane, and the game will resume. Useful at focations where technicians change the cash
box reguiarly at exact times of the day where players can be on the game.

COMPETITION MODE: Setto YES orNO. Factory Detault = NO, When set to NO, this feature is not
available. Set to YES, this feature will equalize random game feafures and global score values during
multi-player games bg _Ipredetermmed competition rules set by programmm’?_. If an Instail Competition
was made via the INSTALLS MENU (which automatically changes this se rn)? fo YES), and this setting
was changed back to NO, the Competition Mode will be turned OFF (cancelied).

CONSOLATION BALL: Setto YES or NQ. Factory Default = YES, When set to YES, the EXTRA BALL
(lamp insert, location varies)will be lit on the last ball in play, if certain programming criteria is met.

FAST BOOT: Setto YES or NO. Factory Default = YES. When set to NO or if you hold both Flipper
Buttons durinE Power-Up, this feature is not available and will display ail normal Power-Up screens.
When set to YES, the game will not display the normal informative Power-Up screens, specifically the
CPU Version screen and the Location/Game [D screen. Regardiess of the setting, normal Power-Up
safety checks are still performed.  (This adjustment will appear when implemented).

Q24 OPTION: Sel to COIN METER, TOKEN DISPENSER or KNOCKER. Factory Default= COIN METER.
This Coil {Solencid) Location is left "open” at the Factory 1o allow for these optional Mechanisms to be
added 1o the game. [f selecting TOKEN DISPENSER, Standard Adjustments 3, 14, 20 & 25 should be
changed to TOKEN. Call Tech. Support at 1-800-542-5377 if more information is required on this option.

TICKET DISPENSER: Set to YES or NO. Factory Default = NO, This ad%:stment is re%uired ondy for
%agmes which have an optional Deltronics gDL- 1275-2 PCB Style, SPI Part Nr. 515-7275-00) Ticket
ispenser insialled. Unigue CPU Sound Bd. Dip Switch Setting required, changes the Default to YES,

PLAYER COMPETITION: Setto YES or NO. Factory Default = YES. Competition Mode unrandomizes
feature events, and standardizes game play and rule sets (varies from chame to game) for fair
competitions. With at least one credit Rosted, or with the game set for 'FREE PLAY’, during the

Flié:per Button and hold it in for approximately one second.

ame-over Attract Mode, press the Le
isplay for a ]froximately 10 seconds: "COMPETITION MODE

he following message will appear on the
READY ... PRESS START NOW'. If a game Is started (either by pressing the ‘START butfon for a
regular game, or by pressing the "TOURNAMENT START bution for a tourmnament game) while this
message appears on the display, then competition mode will be enabled for all players during the game.
General rules are covered in the Instruction Card. Other Hints and/or Rules can be made known on this
game either visually (the Dot Display or Flashing Light inserts) or can be audible.

TEAM SCORES: Setlo YES orNO. Factory Default = NO, Setto YES, then Team Play will be made
available. Team Play only works in a 4-Player Game, The totals for Players 1/3 peam 1&‘& Players
2/4 {Team 2} are then displayed individually as well as the combined score for BOTH TEAMS to
enable Team Play (Doubles). (This adjustment will appear when implemented).

LOCATION ID: Set between 0 to 9999. Factory Default = 0. This adjustment allows the ci‘n:perator to assign
a location identification number to the audit print-cut sheet. (Wil not be affected by a Factory Reset )

GAME ID: Set between 0 to 9999. Facto[%r Default = 0. This aa?ustment allows the operator to assign a
game identification number to the audit print-out sheet. (Wilf not be affected by a Factory Ffeser.g

TIME FORMAT: Set to 12-HOUR or 24-HOUR. Factory Default = 12-HOUR. This adjustments determines
how the time is displayed. Time used for Tournament and Data Dumps where a time stamp is required.

COIN INPUT DELAY: Set between 30 to 60 or OFF. Factory Default = 30. This adjustment creates a short
time delay between the moment the coin is inserted into the Coin Slot to the moment the CPU/Sound
PCB registers the coin (30 = approxiamalely 1/2 second).

LOST BALEL RECOVERY: Set to YES or NO. Factory Default = NO. Set to YES, at the start of the 5th
consecutive ball search (with no scoring between searches), the game will consider any balls in play to
be permanently lost and will attempt to recover from this situation by serving a new ball into play from the
ball trough. Set to NO (to suppress this adjusiment behavior)for the game to perform the "ball search”
indefinitely until the lost balls are found or replaced.



=

OTANDARD ADJUSTMENTS [ #1- #6311V

STANDARD

USA
DEFAULT

YOUR A

=

I

STANDARD

Usa YGUR

. ADJUSTHENT NAME SETTING ADJUSTMENT NAME DEFALULT SETTING
i REPLAY TYPE AUTD 32 HIGH SCORE #1 ..0060,000
2| {REPLAY PERCENTAGE 10% 33 HiGH SCORE #2 __,000,000
3 i REPLAY AWARD CREDIT 34 HIGH SCORE #3 __,000,000
1 ¥ REPLAY LEVELS 1 35 HIGH SCORE #4 __,000,000
5 f AUTO REPLAY START _.000,000 36 HSTD INITIALS 3 INITIALS
6| ¥ DYNAMIC REPLAY START | .. .000,000 37 HSTD RESET COUNT 2000
7 t REPLAY LEVEL #1 000,000 38 FREE PLAY NO
g i REPLAY LEVEL #2 __,000,000 39 LANGUAGE ENGLISH
g ¥ REPLAY LEVEL #3 _,000,000 40| PLAYER LANGUAGE SELECT YES

10 1 REPLAY LEVEL #4 ..,000,000 4 CUSTOM MESSAGE ON

11 f REPLAY BOOST YES 42 FLASH LAMP POWER NORMAL

12 SPECIAL LIMIT 1 4 COIL PULSE POWER NORMAL

13| ¥ SPECIAL PERCENTAGE 10% 4 KNOCKER VOLUME NORMAL

14 SPECIAL AWARD CREDIT 45 GAME RESTART YES

15 FREE GAME LIMIT 5 46 BILL VALIDATOR NO

16 EXTRA BALL LIMIT 5 47 MUSIC VOLUME 1

17| ¥ EXTRA BALL PERCENTAGE 25% a8 BALL SAVE TIME 0:05

18 GAME PRICING USA 10 a8 TIMED PLUNGER OFF

19 MATCH PERCENTAGE 9% 50 FLIPPER BALL LAUNCH OFF

20 MATCH AWARD CREDIT 51| COINDQOR BALL SAVER NO

2 BALLS PER GAME 3 52 COMPETITION MODE NO

2 TILT WARNINGS 2 ] CONSOLATION BALL YES

2 CREDIT LIMIT 30 54 FAST BOOT YES

2 ALLOW HIGH SCORES YES 55 Q24 OPTION COIN METER

25 HIGH SCORE AWARD CREDIT 56 TICKET DISPENSER NO

2t| GRAND CHAMPION AWARDS 1 57 PLAYER COMPETITION YES

271 HIGH SCORE #1 AWARDS 1 58 TEAM SCORES NG

28 HIGH SCORE #2 AWARDS 0 59 LOCATION ID 0

23] HIGH SCORE #3 AWARDS 0 60 GAME ID 9

30] HiIGH SCORE #4 AWARDS 1] &1 TIME FORMAT 12-HOUR

3} GRAND CHAMPIOQN SCORE | __,000,000 62 COIN INPUT DELAY 30

63 LOST BALL RECOVERY YES

Factory Defaults Seltings are subject to ¢change duoring production {especially Standard Adjustrents 2, 4, 5, 13, 16-17, 19, 31-35 & 47),
I Not aif Standard Adjustments are shown. Depending on the setting (whether Factory Defauit or if changed by the operalor), associated
adjustments do not appear, if not required, Note: If Game Dip Switch other than USA is installed, differont Defauits will appear.

it
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{Feature Adjustments [ #1 - #+ ]

To initiate, from the ADJUSTMENTS MENU, select the "GAME" fcon, The Dot Matrix Display will indicate
the adjustment number (in this groupj, adjust. name, adjust. setting and comment line. The current
adjustment will remain on the display until the next adjustment is viewed or when this sub-menu is exited.

>>> FACTORY RESET or CODE UPDATE NOTE: Don't forget, any changes you make to your adjustments wilt

ravert back to the Facto

Default setti

See Ulilities Section (GO TO RESETS

View the Coils Detailed Chart Menu to see if this game is Shaker Motor Enabled. /f it is, set the oplions
in the Feature Adjustment as seen below. {typically the last one).

SHAKER MOTOR (OPTIONAL) : Setio NONE, MINIMAL USE, MODERATE USE or MAXIMAL USE.

Factory Default = MODERATE USE. Set fo any of the varying "...
(SPI Part Number 502-5027-00) was installed cotrectly in this pinball machine.

ngs if you pertorm a Facto
WEND an;

and GO TO USB MENU).

Reset or update your Game Code.

USES" if an Optional Shaker Motor Kit
ee the assembly (kit)

on the last page of Blue Pages (Major Assemblies). Also see Shaker Motor Coil (Q8) in the Coils
Detailed Chart Table at the Degining of this Service Game Manual or the beginning of the Yellow Pages.



Qervice Menu Go To Installs Menu

To initiate, from the MAIN MENU, select the "UTIL" fcon. The UTILITIES MENU provides ways to quickly and
easily customnize your game with Installs (pre-sets for game Standard & Feature Adjusiments), set-up a Custom
Message (shori-cutf fo Standard Adjustment 41, Customn Message), set-up Custom Pricing (short-cut to
Standard Adjustment 18, to the Custom Pricing Sub-Menu), set-up the Date and Time (required If the date and
time is nesded to be accurate for data dumps and for fournaments), reset certain particular game data or perform
a complete Factory Reset and to download game data, update or backup game code in the USB MENU.

All UTILTIES, INSTALLS, RESETS MENU and USB MENU /cons and there usages are explained throughout
this chapter in the same order as seen in the Dot Matrix Display NOTE: Depending an Game Type, Version,
selections made, Dip Swiich settings, location and/or areas, some lcons may appear non-functional or may not
appear at all. Installs (Adjustments), icons and/or functions, order and operation are subject to change.
ff in doubt use the Factory Default Seitings (review Install Factory on the next page).

In displays where changes can be made or to perform a function, use the GREEN Button to go [ BACK ], exit or
escape, the RED Buttons to [ < /-1 MOVE BACK / LEFT /[ + / > 1 MOVE FORWARD / RIGHT to view the next
audit in the group, and the BLACK Button to [ SELECT ] the sub-menus,

HITHITITIRITININNITIIIIINININIL NI NITIINIZIININLINIL

3160 To Installs Menu

LLL ':5' To initiate, from the UTILITIES MENL, select the "INST” /con. The INSTALLS MENU provides 13
[H5 T Installs to vary Game Play Difficulty (set with Feature Adjusiments} or Game Play Type and Install
—aid Factory (restores all adjustments to Factory Defauits).

For defailed customization orto check current Adjustments Defaults (aither changed by YOU in the

Adjustments Menu or by this INSTALLS MENU or for Factory Default Settings), see Section 3, Chapter4, GOTO ~
ADJUSTMENTS MENU. After completing one or more of the Installs in this chapter, go back to the
ADJUSTMENTS MENU to see which Standard and/or Feature Adjustments have changed (Feature

Adiustments and/or settings are subject to change during production, and may differ than what is described in the
iables at the end of this chapter). The Dot Display will indicate if a setling is a Factory Default or not, If the

seltings are not to your iiking, perform one of the following:

1.:  Manually change the Standard & Feature Adjustments Settings {perform this task in the ADJUSTMENTS
MENU, sea the Adiustmenis Section).

2.: Install Factory {see the last install) on how to reset all of the Standard & Feature Adjustments back to the
Factory Default Settings.

Multiple instalis can be set to vary game play, however, for Installs that have one or more Adjustments in
common, the fast "Install* selected & activated, will supersede any previously changed Adjustment(s} from any
prior Installs. Any adjustments which you changed and are not affected by the Install wifl remain as set.

For example, if you want a 5-BALL Game sef fo EXTRA EASY: Select and acfivate the "5BAL" /con first (which
will typically change any Feature Difficulty Adjustments to HARD), then select & activate the "X.EZ" fcon to
change back the Difficulty Adjustments to EXTRA EASY. However, if the “X.EZ" lcon was selected & activated
first, then the "6BAL" icon was selectad & activatad, the game will be set to a 5-BALL Game sef fo HARD.

Remember, use the GREEN Button to go [ BACK ], exit or escape and the BLACK Button to [ SELECT ] to
INSTALL your new setting(s). .

d Install Extra Easy

To initiate, from the INSTALLS MENLU, select the "X_EZ" ifcon. The Dot Matrix Display will indicaie the
=1 INSTALL EXTRA EASY. Follow the on-screen prompts to perform the install. Set the Game Play

* Difficulty level. Installs Menu continued on the next page.




Installs Menu continued from previous page.

M Install Easy

To initiate, from the INSTALLS MENU, select the "EASY" /con. The Dot Matrix Display will indicate the
2% INSTALL EASY. Follow the on-screen prompts to pedform the Install. Set the Game Play Difficulty
- |oVEl

-l Install Medium (Normal or Factory Settings)

1 Toinitiate, from the INSTALLS MENU, select the "FACT" Jcon. The Dot Matrix Display will indicate the
“Ti INSTALL MEDIUM. Follow the on-screen prompts to perform the Instali. Set the Game Play Difficulty
A |evel,

“ Install Hard

_. To initiate, from the INSTALLS MENU, select the "HARD" fcon. The Dot Matrix Display will indicale the
IfiE [ 'NSTALL HARD. Follow the on-screen prompts to perform the Install. Set the Game Play Difficulty
waend |EVE

- Install Extra Hard

o initiate, from the INSTALLS MENU, select the "X.HD" fcon. The Dot Matrix Display will indicate the
1 n INSTALL EXTRA HARD. Follow the on-screen prompts to perform the Install. Set the Game Play
2 Difficulty level.

)| install 3-Ball or 5-Ball

)i To initiate, from the INSTALLS MENU, seiect either the "3BAL" or “SBAL" fcons. The Dot

_ J{ Matrix Display will indicate the INSTALL 3-BALL or 5-BALL depending on choice. Follow the
- On-screen prompts to perform the Install. Set the Game Play Type to 3 Balls per game

(Factory Default is 3 Balls per game, not including extra balls earned by the player, if any).

nE '_ Install Competition

L, ¥ To initiate, from the INSTALLS MENU, select the "COMP” fcon. The Dot Matrix Display will indicate the
L INSTALL COMPETITION. Follow the on-screen prompts to perform the Install.
? Set the Game Play Type to "Tournament” Rules. Programiming varies and fs subject to change.

B 1nctall Director's Cut

To initiate, from the INSTALLS MENU, select the "DCUT" icon. The Dot Matrix Display will indicate the
INSTALL DIRECTOR’S CUT. Follow the on-screen prompts to perform the Install.
Set the Game Play Type to programmer’s choice. Programming varies and is subject to change.

.| Install Home Play

4 To initiate, from the INSTALLS MENU, select the "HOME® icon. The Dot Matrix Display will indicate the
INSTALL HOME PLAY. Follow the on-screen prompts to perform the Install,
Set the Game Play Type to "Home" Rules. Programming varies and is subject to change.

}l Install Novalty

To initiate, from the INSTALLS MENU, select the “NOV" icon. The Dot Matrix Display will indicate the
Jii1]] INSTALL NOVELTY. Follow the on-screen prompts to perform the Install.

At Y3 EXERER This setting is recommended where local laws restrict certain game features. ¥*s*sxrxx
Set the Game Play Type to "Restricted” Rules. Programming varies and is subject 1o change.

Tl Install Add-A-Ball

£$ To initiate, from the INSTALLS MENU, select the "A.A.B." fcon. The Dot Matrix Display will indicate the
'B{ INSTALL ADD-A-BALL. Follow the on-screen prompts to perform the Install.
sl FREFEEEREX This setting is recommended where focal laws restrict certain game features, #xxssresx
Set the Game Play Type to "Restricted" Rules. Programming varies and is subject to change.

=] Install Factory

{ To initiate, from the INSTALLS MENU, select the "FACT" /con. The Dot Matrix Display will indicate the
n:":-r INSTALL FACTORY. Follow the on-screen prompts to perform the install. 4 CAUTION! All Standard
ammmemed 3N0 Feature Adjustments which were changed in the INSTALLS MENU or ADJUSTMENTS MENU are
returned to the Factory Defaults (as indicated in the Dot Display in the ADJUSTMENTS MENU). Note: To
perform a complete Factory Reset, GO TO THE RESETS MENU. Escape back 1o the UTILITIES MENU, seisct
the "RESET" icon, then seiect the "FACT" icon in the RESETS MENU (review the end of this section, Reset
Factory Sellings).

13
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Enter Custom Message

T To initiate, from the UTILITIES MENU, select the "ABCD CUST MSG"” /con. The SET CUSTOM
"=| MESSAGE (a short-cut for Standard Aogfusrmenr 41, Custom Message) provides an opportunity 1o have
1 a text message appear in the the Attract Mode. Follow the on-screen prompts to complete [ END .

Remember, use the GREEN Button to go [ BACK |, exit or escape, the RED Buttons to [ < /-] MOVE LEFT/
CHOOSE NEXT [+/>]MOVE RIGHT / CHOCOSE PREVIOUS, and the BLACK Button to [ SELECT] as 'OK..

FIIFIEFTIIIINIIIIIIRISIIAIIAISIREIIL IR IiIrisIrsnesis

% 8et Custom Pricing

To initiate, from the UTILITIES MENU, select the "PRIC" fcon. The CUSTOM PRICING MENU (a

F' m ,: short-cut for Standard Adjustment 18, Game Pricing, and setfing selected is CUSTOM) provides an
opportunity to set Custom Pricing.

Note! MONETARY AMOUNT MUST BE SELECTED FIRST! Press [ 8ACK Jto — DECREASE or [ SELECT ] to
+ [INCREASE the [ < $ > ] monetary amount (e. 8 look at the right side of the display from $0.25 fo $0.50 ).
Press [ < /-] to~DECREASE or{ +/ > ] to + INCREASE the credit quantity (e.g. ook af the left side of the

display from 0 CREDITS AT: to 1 CREDIT AT:). REMINDER
IF EXAMPLE CUSTOM PRICING SETTING DESIRED IS : Inthesa ments:

1 Play for $0.50, 3 Plays for $1.00 and 7 Plays for $2.00 Press | BACK ] to ~DECREASE [ <]

THEN YOU WILL NEED TO PERFORM THE FOLLOWING : Press [ SELECT ] to + INGREASE [$>]

Step1  The starting display appears as below if no Step2 Press [ SELECT ] to + INCREASE to $0.50.
prior G stom Pricing was mstalled Press [ +/>7t0+ INCREASE o1 CRED[T AT

| ToM FRICING ; :
0 CREDITS AT:  F0.E5 1 CREDIT AT:

USE -+ T0 CHAHGE CREDITS ! - MSE - T""I HETALL.

Step3 Press { SELECT ] to + INCREASE 10 $1.00. Step 4 Press [ SELECT] to + INCREASE to $2.00.
R /> 1to + INCREASE to 2 CREDITS AT: INCREASE to 4 CREDITS AT:

: CRECITS AT: F1.0 4 CRELITS AT: _Fz.on

:;5 1,/0.58 3./1.00 7.2.00
- UEE =+ TO CHAMGE CREDITE |

] 120,50 3/1.00
| USE -+ T0 CHANGE CREDITE

Step5 Press [ SELECT ] to + INCREASE the Step6 Press[ SELECT ] to INSTALL.
amount fe = $2.25, :>] r{E&{,!\]toedn

" IMSTALL
1/0.50 3/1.00 7/2.00

1/0.50 3/1.00 7/2.00 |
 FRESS 'SELECT' 10 INSTALL

_ USE -+ T0 'IMSTALL'

[</=] once or press [+ f > } sleven
times until INSTALL appears.

with your Custom Pricing installed,

Step 7

TOM PRICTMG
THSTALLED

"'ELEI"T' Tl:l IZCIHTII‘-IUE

To correct or make new changes, reenter whlch brlngs you to Step 6. Press { Bﬁ‘CK ] repeatedly until the
monetary amount shown is the desired amount and then continue following the above steps with your new or
corrected settings. ¥ you are still having difficuity or if you have any questions, please call Technical Support
800-542-5377 or 708-345-7700, option 1.
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18et Date / Time

; To initiate, from the UTILITIES MENU, select the "TIME" fcon. The SET TIME MENU appears with the
TIFEf MONTH flashing. Setting the date and time is required for 'Data Dumps’ and Tournament Start and End
’ Dates. If the setting of Standard Adjustment 61, Time Format, is set to 12-HOUR (Factory Default) the
time will be expressed in the AM / PM format. If Standard Adjustment 61, Time Format, is set to 24-HQUR the

time will be expressed in the 24-hour format.

HITTITIIIIIIITIIIINININIIIIIIIIIRIFIZINIAIRINIIZIILI

"""" Go To Regsets Menu

L '’ To initiate, irom the UTILITIES MENU, select the "RESET" icon. The RESETS MENU provides six (6)
H“':T functions to reset onfy the Coin Audits, reset only the Game Audits, reset only the Grand Champion
Score, reset only the High Score(s), reset only the paid Credits (inciudes Service Credits) orto reset

ALL DATA back to the Factory Default Settings.
(5] Reset Coin Audits

4 To initiate, from the RESET MENU, select the "COIN" icon. 4} ONLY the Coin Audits

i [ Earnings Audits 5-12 ], will be reset to zero (0}, Factory Default Settings. Follow the on-screen prompts
to perform the Reset.

r- Reset Game Audits

13| | To initiate, from the RESET MENU, select the "AUD* icon. A ONLY the Game Audits
§ [ Eamings Audits 1—-4, Standard Audits 1-58 and Feature Audits 1-XX* ], will be reset to zero (0),
- Factory Default Settings. Follow the on-screen prompts to perform the Reset. *varies per game title.

Reset Grand Champion (Score)

To initiate, from the RESET MENU, select the "GC" icon £ ONLY the Grand Champion Score
[ adjustable via Standard Adjustment 31 ], will be reset to Factory Default Setting. Follow the on-screen

prompts to perform the Reset.

Reset High Scores

To initiate, from the RESET MENU, select the "HSTD" fcon. 4k ONLY the High Score(s) [adjustable via

Standard Adjustments 32-35 ], will be reset to Factory Default Setting(s). Follow the on-screen prompts
wmed 10 perform the Reset. Note: High Scores (but not Grand Champion Score) are reset automatically every

2,000 games (Factory Default Setting) [adjustabie via Standard Adjustment 37, HSTD Reset Count |.

(F%.| Reset Credits

\; To initiate, from the RESET MENU, select the "CRED" icon. b OMLY the Credits (includes Service
EE g Credits}{ adjustable via Standard Adjustment 23, Credit Limit ], will be reset to zero (0), Factory Default
—— Seftings. Follow the on-screen prompts to perform the Reset.

%! Reset Factory Settings

To initiate, from the RESET MENU, select the *FACT" Jcon. A ALL GAME DATA IS RESET! (with the

% exception of Earnings Audit 13, Software Meter). NOTE: IF YOU HAD SET-UP CUSTOM PRICING OR

d HAD CHANGED ANY ADJUSTMENTS OR PERFORMED INSTALLS, IT 1S SUGGESTED TO WRITE
DOWN YOUR CHANGES PRIOR TO THE FACTORY RESET. Follow the on-screen prompis to perform the Reset.

FIITTITIINIAITIIIIIININIIINITITINIZIZARRGIAIILIINIILS
¥ [Go To USB Menu

| To initiate, from the UTILITIES MENU, select the "USEB* jcon. The USB MENU provides three (3)
functions to download game data, update your game code or backup your code onto a USB Memory
Stick. Review the inside cover for information on how to update your game code.

| Update Game Code Dump Audits to USB
To initiate, from the USB MENU, select the T =1 - | To initiate, from the USB MENU, select the
"UPDT" feon. Follow the on-screen prompis or [ll] HE "DUMP" feon. Follow the on-screen prompts

review the inside cover for more information. 1o periorm a Data Dump {download).
Note: If lcon is not present, access via the

Backup {tc UGB Memorg Dtick Audits Menu, see the Audits Seclion.

To initiate, from the USB MENU, select the "BKUP* fcon. Follow the on-screen prompts to perform a
Backup (game code only). This backup feature does not retain adjustments and/or settings changes

made.

S
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Go To Tournament Menu‘

Cervice Menu

To initiate, from the MAIN MENU, select the “TOUR" lcon. The TOURNAMENT MENU provides ways 1o quickly
and easily start and stop a fournament. Also, tournament data can be viewed (audits, prize info, etc.).

All TOURNAMENT MENU Jcons and there usages are explained throughout this chapter in the same order as
seen in the Dot Matrix Display. NOTE: Depending on Game Type, Version, selections made, Dip Switch settings,
location and/or areas, some feons may appear non-functional ormay not appear at all. feons and/or functions,

order and operation are subject to change.

In displays where changes can be made orto perform a function, use the GREEN Button to go [ BACK ], exit or
escape, the RED Buttons to [ < f—] HIGHLIGHT PREVIOUS or DECREASE /[ + / > ] HIGHLIGHT NEXT or
INCREASE to highlight the desired option, and the BLACK Button to [ SELECT ] it or activate.

FIPIRRIEITETIRIIIILLEIINIIIIIINENIIINIIAIIIIIIIIIIS

3} Start Tournament

=& To initiate, from the TOURNAMENT MENU, sclect the "STRT" icon. The START TCURNAMENT MENU

" allows the operator to start a tournament. Select QUICK START or CUSTOM Tournament Start. For the
first time Tournament Set-Up, it is recommended to select CUSTOM. Follow the on-screen prompts.
After completion of all options in QUICK START or CUSTOM, the Tournament is started, the START TOURNA-
MENT MENU is exited and returns to the TOURNAMENT MENU.

QUICK 8TART :
Increase or decrease the: » DAYS, HOURS and MINUTES ¢ PRIZE POOL $ (DOLLAR) and ¢ (CENT) AMOUNT
¢+ INCREMENT THE PRIZE POOL PER PLAY INCREASES $ and ¢ AMOUNT

A A T B B o R s AT e e B R T AT O R o R S 00 iy

CUSTOM STA :

» Confirm the current date and time (if it was not set previous via the UTILITIES MENU it can be set-up in this
display as well). Enter the MONTH, DAY, YEAR and TIME

¢ Choose the Tournament Start Date: MONTH, DAY, YEAR and TIME

» Choose the Tournament End Date; MONTH, DAY, YEAR and TIME

» Choose the CREDITS per play desired (01-10). Set the maximum number of Cradits that may be accumuiated
pet game. Note: The current pricing is displayed; to change pricing GO TO THE ADJUSTMENTS MENU.,

Increase or decrease the: « PRIZE POQOL $ (DOLLAR) and ¢ (CENT) AMOUNT
+ INCREMENT THE PRIZE POQL PER PLAY INCREASES $ and ¢ AMOUNT
 MAXIMUM (CAP) PRIZE POOL $ and ¢ AMOUNT.

+ Increase or decrease the number of PRIZES (01-05 HIGH SCORE; 02-05 B'N’W). Set the maximum # of Prize
Positions to be awarded during a Tournament. Selections are as follows (% distribution cannot be changed):

HIGH SCORE: BUMP N’WIN :
Setto® 1 winner 100% (1) Prize Pool Cannot set to 81, Minimum of 2 winners required.
Setto 02 2 winners 65% (1) 35% (2) Setto02 2 winners 65% (1) 35% (2)
Setto 03 3 winners  50% (1) 30% (2} 20% (3) Setto03 3winners 50% (1) 25% (2) 25% (3)
Selto04 4 winners 50% (1) 25% (2) 15% (3) 10% (4) Setto 04 4 winners 40% (1) 20% (2) 20% (3) 20% (4)

)
Setto 05 5winners 50% (1) 20% (2) 15% (3) 10% (4) 5% (5)Setto 05 5 winners  40% (1) 15% (2) 15% (3) 15% (4} 15% (5)

» Select the AWARD TYPE (CASH, POINTS, PRIZE, TICKETS or NONE). Select CASH for the displays 1o
represent the Prize Pool amount (based on Jackpot Base and Max.) in $Dollars. Select POINTS for the display
to represent the Prize Pool amount in Points. Select PRIZE, if applicable. Select TICKET for the display to
represent the Prize Pool amount in Tickefs. Select NONE NOT 7O represent anything.

Custom Start continued on the next page.



CUSTOM START Continued.

The following option is available only if CASH was selecied as the AWARD TYPE,
+ Select the option to SHOW PLAYER CASH (YES orNO). Select YES for the display to represent the
>>> previous <<< Tournament Winners & Cash amount (or Points, Prizes, etc.} will show in the Attract Mode.

+ Select the kind of TOURNAMENT desired (BUMP 'N'WIN or HIGH SCORE).

The following options are available only if BUMP *N’ WIN was sefected as the TOURNAMENT TYPE.
» Select or confirm the BASE POINT AMOUNT (00 or 1,000,000 — 4,294,967,295 increments of 1,000,000.
* Select or confirm the RANGE AMOUNT (00 or 1,000,000 — 4,294,967,295 increments of 1,000,000).

* Select the BALLS per game (1 - 10).
FITINRITITIIIIIITIITINIIIITISENIIRTISIRLEINANIIILLZ
2 STOP TOURNAMENT

1 To initiate, from the TOURNAMENT MENU, select the “STOP" fcon. The STOP TOURNAMENT MENU
allows the operator to stop a tournament. Note: This lcon only appears if a Tournament was saf-up and
is running (in place of the Start foon).

STOP TOURNAMENT ARE YOU SURE?
* Use the BLACK Button to [ SELECT ] to confirm. Press the BLACK Button again to continue.

The STOP TOURNAMENT MENU is exited and returns to the TOURNAMENT MENLU.

FITITINIAIAIFITIIIIITISINIITNIIIITIIAILINSISILIINIZIII
=34 VIEW TOURNAMENT DATA

SN 1o initiate, from the TOURNAMENT MENU, select the "DATA" fcon. If no data is available, the display will
g ;Gcéicate NO PREVIOUS DATA. Press the GREEN Bution 1o escape [ BACK ] to the TOURNAMENT
o NU.

FIITTTIIIIAITIIITIRILIEATIIITITIIEITARALIINISIIIILS
=] TOURNAMENT AUDITS [ #1 - #14 ]

i? 2 -{ To initiate, from the TOURNAMENT MENU, select the "AUD" feon. The Dot Matrix Display will indicate
b the audit number (in this group}, audit name and the audit fotal or value. The current audit will remain on

the display until the next audit is viewed or when this sub-menu is exited.

01 TOTAL PLAYS : Total number of Regular and Tournament Games played while a Tournament is in progress.
This total is derived by adding the below Tournament Audit 02 with Regulfar Plays.

02 TOURNAMENT PLAYS : Total number of Tournament Games played while a_Tournament is in progress.

03 TOTAL QUALIFYING PLAYS : Total number of times a player qualified (invited fo enter name),

04 TOTAL GAME EARNINGS : Total Gross Eamings accepted, while a_Tournament is active (in progress).

05 TOTAL TOUR. EARNINGS : Earnings (Audit 04 Jess Reg. Game Earnings) while a Tournament is in progress,

06 PRIZE POOL TOTAL : Total Prize Pool {Jackpot) Amount to be paid out while a Toumament is in progress.

07 NET EARNINGS : Provides the total Net Earnings (Gross Eamnings less Prize Pooll while a Tournament is active.

08 ACCUM. TOTAL PLAYS : Accumulative totaf amount of Regular & Toumament Games played since the first
Tournament was played.

09 ACCUM. TOUR. PLAYS : Accumulative total amount of Tourn. Games played since 1st Tournament was played.

10 ACCUM. QUALIFYING PLAYS : Accumulative total number of times a player qualified (invited to enter name).

11 ACCUM. EARNINGS : Total Gross Earnings accepted, since the first Tournament was played.

12 ACCUM. TOUR EARNINGS : Accumuiative total Tournament Game Earnings since the first Tournament was played.

13 ACCUM. JACKPOT : Accumulative total of Prize Pool Amounts paid out since the first Toumament was played.

14 # TOURNAMENTS : Number of Toumaments (not individual Games) since the first Tournament was plaved.

FITITHTTIIAARRIIIIIITITURIIIIIIINIIIIIILAINIININIILS
<#-|SIGN MESSAGES A-B

o oy
- A-B { To initiate, from the TOURNAMENT MENLU, select the "A-B TEXT® jeon. At time of print, menu
TEH non-functional. If made avallable in future code updates, this menu will alfow the operator to display
- "Location” and "Prize” Messages. Follow the on-screen prompts to complete [ END 1

Remember, use the GREEN Button to go [ BACK ], exit or escape, the RED Buttons to [ < / -] MOVE LEFT/
CHOOSE NEXT { +/> ] MOVE RIGHT / CHOOSE PREVIOUS, and the BLACK Button to [ SELECT [ as 'OK".

LI7
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SAM System Circuit Board and BOOT ROM Compatibility Chart

Game Name
World Poker Tour
Pirates Of The Caribbean
Family Guy
Spider-Man
Wheel Of Fortune
NBA,
cSl
Batman
Indiana Jones
Shrek
24
Avatar
Big Buck Hunter
Iron Man
The Rolling Stonesg
Tron
Avatar L/E
The Rolling Stones L/E
Tron L/E
Transformers
Transformers L/E
ACIDC
AC/DC (UE)
X-MEN
X-MEN (L/E}
Avengers
Avengers L/E
Metallica
Metallica L/E
Batman (Standard)
Iron Man (Classic)

The Simpsons Kooky Carnival

(RED)

U9 Pinball Boot

CPU Bd. No. /O PWR DRV Bd. No.
520-5246-00 520-5249-00
520-5246-00 520-5249-00
520-5246-00 520-5249-00
520-5246-00 520-5248-00
520-5246-00 520-5249-00
520-5246-00 520-5249-00
520-5246-00 520-5249-00
520-5246-00 520-5249-00
520-5246-00 520-5249-00
520-5246-00 520-5249-00
520-5246-00 520-5249-00
520-5246-00 520-5249-00
520-5246-00 520-5249-00
520-5246-00 520-5249-00
520-5246-00 520-5249-00
520-5246-00 520-5249-00
520-5303-03 520-5249-00
520-5303-03 520-5249-00
520-3303-03 520-5317-00
520-5246-02 520-5249-00
520-5303-04 520-5317-00
520-5337-01 520-5249-00
520-5337-00 520-5317-00
520-5246-02 520-5249-00
520-5303-04 520-5317-00
520-5246-02 920-5249-00
520-5303-04 520-5317-00
520-5337-01 520-5249-00
520-5337-00 520-5317-00
520-5303-00 520-5249-00
520-5303-01 520-5304-00
520-5246-00 520-5249-00

ROM
Vi
V31
V3.1
V3.1
V3.1
V3.1
V3
V3.1
V31
V3.1
V3.1
V31
V3.1
V3.1
V3.1
V3.1
V3.1
V3.1
V3.1
V2.0
V2.0
AC/DC 1.0
AC/DC 1.0
V2.0
V2.0
V2.0
V2.0
V1.0
V1.0
V3.1
Not Used

V3.1



Qervice Menu Introduction

Important: The Switch Bracket holds the Playfield Power Interfock. It is located just inside the Coin Door
frame (see pictorial of the Coin Door on the previous page). The Bution Switch for the Playfield Power Interlock
Switeh must be pulled out for electro-mechanical device testing or diagnostic purposes (this is required). I this
button is pushed in, the Playfield Power is disabled while the Coin Door is OPEN.

To get into the SERVICE MENU MODE review "Function 3: SERVICE MENU" on the next page. Alter
Power-Up, push down the Black [ SELECT ] Button to begin. Looking at the display you will momentarily see

"SERVICE MENU’ foliowed by the MAIN MENU:

SERYICE MENU

'RESS "SELECT' TO COMTIHL

W oQ i e

Use the Red [ </ =1/ [ +/ > ] Buttons to move the selected fcon left or right, and the Black [ SELECT ]
Button fio activate the selecied icon.

Qervice Menu Intro.

The MAIN MENU now appears with the "DIAG" lcon (GO TO DIAGNOSTICS MENU) highlighted:

As tha operator views the Menu Screen(s), the MR Mokt sympbols indicates that there are more Jcons to select in
each direction. The fcon selected will blink. Pushing the Black [ SELECT ] Button will select the {con and the
Menu Screen will change to the menu selected. Selact the Green [ BACK ] Button to move backwards through
the menu levels. Press the Green [ BACK ] Button repeatedly or select the "QUIT" Joon to completely exit the
SERVICE MENU Mode.

View the SERVICE MENU Icon Tree on the next pages for

a complete overview of all menus used in this system.

The "HELP* icon provides an explanation of ICON usage or
any other information in the Menu where the "HELP® lcon was
selected (when available).

DIAG: GO TO DIAGNOSTICS MENU

AUD: GO TO AUDITS MENU

ADJ: GO TO ADJUSTMENTS MENU

UTIL; GO TO UTILITIES MENU
(INSTALLS, CUSTOM MSG., CUSTOM PRICING,
SET TIME, RESET & USB)

TOUR: GO TO TOURNAMENT MENU {START TOURNAMENT, 1
VIEW TOURNAMENT DATA, SIGN MESSAGES) :

>> TO UPDATE THE GAME CODE, REVIEW THE STEPS
ON THE INSIDE FRONT COVER OF THIS MANUAL.

Use both the manual and the display to help customize,
troubleshoot and/or diagnose faults, if any.

GO 70 TOURHAMENT MEHU




Qervice Switch X4 Set Access & Use

The 4-Button Service Swilch Set provides access for three (3)
functions available for your use: 1: SERVICE CREDIT,
2: VOLUME [ ~]/[ +] and 3: SERVICE MENU.

¥ Service Swifch X4 Set ¥

0 access any of these three (3} functions you must first open the Coin Door (see pictorial above) with the
Game in the Attract Mode (not already in any Function or Menu stated below} and then follow below.

Pushing the GREEN BUTTONfist. g & inction 1: SERVICE CREDITS MENU

Pushing the Green [ SERVICE CREDIT ] Button first, adds a
Service Credit per push (will not affect your audits as "paid”
credits). This is useful for the technician to test games in regular

) play without affecting the game audits. Each depression adds 1
credit; up to 50 credits can be applied. Standard Adjustment 23,
Credit Limit, determings this, however, it can be changed from
04-50; for details see the Adjustments Section.

"OJJU] NUIY] DIAIBG

: Nete: Once your credits are added, this menu will aviomatically exit a faw
il seconds after the last button dapression or when the Green [ BACK ] or Black

= [ SELECT | Button is pushed, This function is disabled if Standard Adjustment
38, Free Play, is set fo YES. The Service Cradits are limited to the Credit Limit in addition to any paid cradils prasent in the game {e.g. If the
Credii Limit fs 30, with 8 paid credits present, only 22 Credits can be applied.).

_ Pushing either RED BUTTON first. Pushing eithar RED BUTTON first.

Ty

A Function 2: VOLUME MENU A

Pushing either of the Red [ VOLUME ] Buttons first, enters the VOLUME MENU. While in this Mode, to
DECREASE the volume, hold down or depress the 1st Red [ </ — ] Button until desired the volume is achieved;
to INCREASE the volume, hold down or depress the 2nd Red [ + /> ] Button until the desired volume is achieved.

Note: The volume can be sel between 0-63; Once your adiustmanis are made, this manu will automatically exlt a few seconds after the last
bution dapression or when the Green [ BACK ] or Black [ SELECT ] Button is pushed.

Pustig e BLACK BUTTON <« Function 3: SERVICE MENU

Pushing the Black [ SELECT ] Bution first, enters the SERVICE

MENU. Once in, navigate through all menus by depressing the

y  Service Menu Buttens. Use the Red [ </ —] or[ + /> ] Bullons
b to move LEFT / RIGHT, NEXT/PREVIQOUS (audits/adjustments) or
to INCREASE / DESCREASE an adjustment (satting). Use the

Black [ SELECT ] Button to select a highlighed icon, move to the

next line of text orto answer "OK" where applicable. Use the

Green [ BACK ] Button to exit or escape back.




. | Exit Qervice Menu

The below Problem / Sclution Table was designed to answer some common problems frequently asked.

PROBLEM

Will not enter the SERVICE
MENU after depressing the
Black [ SELECT ] Button.

E

Tuming the game on/off will start the Power-Up Routine. Upon Power-Up, the DISPLAY will indicate the
COUNTRY, FILE VERSION and LANGUAGE(S) installed. LANGUAGE/COUNTRY: change via Dip Swilch,

In the MAIN MENU and in all SUB-MENUS (where the "QUIT" fcon is present), if the "QUIT" lconis
selected and activated, or the Green [ BACK ] Button is selected repeatedly {depending on which
sub-menu you're in...), the SERVICE MENU Sesslon will be exited and returned to the Attract Wode.

IT

Problem / Solution Table

SOLUTION

« Check the Service Switches [ GREEN, RED (x2) & BLACK Buttons | for loose connections or bad ground.
« Check the associated witing harness toffrom the CPU/Sound Board, Connector J13.
« Chack CPU/Sound Board for possible failure.

Service Menu Intro.

All Service Butlons [« «
Buttons ] appear nonfunctional.

« Check the Service Switches wiring hamess for poor or no connection andfor broken wires.

The Green Button in the Attract
Mode will not antar the SERVICE
CREDITS MENU to add Service
Credits.

« Chack to make sure the Game is not in "Frae Play.* If the game is set lo Free Flay, adding Service

Cradits is hot required.
« Check the Service Switches wiring harness for poor or no connection andfor broken wires.

The Display "blanks out.”

« Check the Dot Matrix Display for loose wiring hamaess for poor or no connection andfor broken wires.
« Check F1 éafdA Fuse) on the Display Power Supply Board. Refer to the Yelfow Fages (FCHEMATICS &
TROUBLESHOOTING).

lcons “scrofi” along continuously
in the MAIN MENU.

« Check for a stuck switch on either of the Red Buttons.

The Start and Flipper Buttons
do not salect or activate leons in
the SWITCH TEST MENU.

« This is notmal. These swilches are deactivated, as they are a part of the Switch Test.
Rater to the Diagnostics Section (GO TO DIAGNOSTICS MENU, Switch Test).

Can't move selection of foon with
the Left and/or Right Flipper
Buttons.

» Check the Flipper Buttons for loose connections or bad Ground and refer to Section 5, Chapter 2,
Playfield Wiring, #-Flipper Circuit Wiring Diagram.
« This is normal only in Diagnostic’s Swiich & Active Swilch Tests (see previous Probiem).

Some foons appear non-func-
tional in the MENU or missing.

+ Some functionality of the Service Menu may not have been completed during development. If exists, it
should only be a non-critical function, such as the "HELP* Jeon, which will explain the usage of icons.
Wien completed, a software update will correct the problem. Software updates are announcad via
Service Bullstins (if critical} and on oir website http:/fwww.sternpinball.com/GAME-code.shitml; view
the Game Code Library Message Board Marquee or click Previous Messages for past anncuncements.

In COIL TEST MENU, the coils

and flashlamps do not fira after
pressing the Black [ SELECT }
Button.

« Ensure the POWER INTERLOCK SWITCH is pulled out (see the starl of this Chapler).

in the SERVICE MENU, the
volume cannot be adjusted with
either of the Red Buttons.

» The Volumne adjustment can only be mada when in the Attract Mode (sae the start of this Chapter).

In the SERVICE MENU, the
display seems 10 lock up, or the
Help Display appears to be
non-functional.

+ If you cannot clear the situation by exiting back cne Menu, exit completely out of the SERVICE MENU,
and re-enter. I $he problem persists, call Tachnical Support for additional help.

iIF YOU NOTE ANY OTHER PROEBLEMS oOr
HAVE ANY SYMPTOMS NOT DESCRIBED
ABOVE, PLEASE CALL TECHNICAL
SUPPORT 800-542-5377 (708-345-7700
OPTION #1), SO WE MAY ASSIST YOU.

9
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lcon Tree Contfinued

Pinball Service Menu
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Service "‘Menu Go To Diagnostics Menu

OETICS MEHU

To initiate, from the MAIN MENU, select the “DIAG" /con. The DIAGNOSTICS MENU provides tests for switches,
coils, flash lamps, lamps, sounds and dots in the Dot Matrix Display. Each feature may be tested manually or
automatically after entering the SERVICE MENU (see Service Menu Introduction Section).

The [ CYCLING COIL TEST ] /[ FLASH LAMP TEST ] may be used for a quick verification of automatic test
functions. The [ SWITCH TEST j /[ SINGLE COIL TEST1/[ SINGLE LAMP TEST } /[ ALL LAMPS TEST 1/

[ ROW LAMPS TEST ]/ [ COLUMN LAMPS TEST ] /[ FLASH LAMP TEST ] may be used for troubleshooting.

All DIAGNOSTICS MENU fcons and there usages are explained throughout this chapter in the same order as
seen in tha Dot Matrix Display. NOTE: Depending on Game Type, Version, selections made, Dip Switch settings,
location and/or areas, some Jcons may appear non-functional or may not appear at all. Some Icons change
depending on selections (e.g. Selecting and activating the “STRT" fcon { Start Tournament | will be replaced with
the *STOP" icon [ Stop Tournamentt ] ). fcons and/or functions, order and operation are subject to change.

In displays where changes can be made orto perform a function, use the GREEN Button to go [ BACK |, exit or
escape, the RED Buttons to | </~ ] MOVE BACK / LEFT / DECREASE /[ +/ > ] MOVE FORWARD / RIGHT /
INCREASE a value or setting, and the BLACK Button to [ SELECT ] next oras "OK / ENTER / ENERGIZE."

important: Upon Power-Up (Game CPU Reset) or opening the Coin Door walch the Display for any Aleris.*

Ml This audible / visual alert display is shown when the 50V / 20V
L Power is disabled (by opening the Coin Door). PULL OUT THE
: E INTERLOCK SWITCH ONLY WHILE IN THE SERVICE MENU
OF FULL INTERLOCE - E FOR COIL OR SWITCH TESTING & BURN-IN WHEN THE
TG RESTOGRE POMER [ COIN DOOR IS REQUIRED TO STAY OPEN FOR SERVICE
s . [ UTTON USE! Pu||]n? out the Power Interlock Switch or
pressing the 'escape’ Green [ BACK ] Button will remove the alert display. Initial display presentation is
accompanied by 3 audible tones (the bright display warning will go dim after approximately 30 seconds).
OPERATOR HLERT e Power-Up o alert the operator of a device malfunction {device or
AUTD PLUHEER mechanism doesn’t energize or is energized repeatadiy).
- _ _ } OPERATOR ALERT! works by monitoring any switch activated
a5 (RN covice that has the potential 1o trap a ball when disabled (e.g. in
i IR 1o Shooter Lane, Scoop or Eject Holes, eic.). This alert can
also appear if a switch associated with a device (e.g. Ball Trough, Auto Plunger, etc.) is stuck closed (caused by a
switch jam or stuck ball); the game will activate the device a predetermined number of times and if the problem is
still detected, this device or switch will be noted in Switch Alerts (next page) and/or Technician Alerts.

e Rk il Upon entering the SERVICE MENU, if an asterisk “ * " is
oon '-"_!'_;'li"__...E. IE"'E:“:IE s 0MRN} displayed after the words "SERVICE MENU," the game has

.. | detected possible faulty devices, switches and/or missing
SERYICE MENU #*

i prig_%?_lfls. greﬁs thg e%gge;,’ of the Red Buttons (shor!écur to éhe
CUSE -4 TO LTEL “H £ TS NICIAN ALER ENU) or continue into the SERVICE
RN LRSS RER e (oress ine Black Button again), select the “DIAG! icon
and *TECH" Jcon for the Technician Alerts information.

CAUTION! Remove all pinballs from the Ball Trough prior to litting the playfield to it's full upright position

for servicing. PULL OUT the Power interlock Switch for operation. To eject pinballs, select the "DIAG"

Icon from the MAIN MENU o enter the DIAGNOSTICS MENU. Select the "CLR" Jconto enter the BALL
TROUGH TEST MENU. Press the Black [ SELECT ] Button. To return to the DIAGNOSTICS MENU, press the
Green [ BACK ] Button. This feature also useful to retrieve a pinball for game testing in Switch or Coil Tests.

This alert display is shown momentarily during Game Mode or
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@f‘ Go To Switch Menu

T To initiate, from the DIAGNOSTICS MENU, select the "SW" lcon. Switches are configured in an 4 X 16
B | Matrix of Rows [ Switch Drives ] and Columnsl_l‘ Sw. Returns ] with up to 64 possible switches. Dedicated
: Switches are configured in a 2 X 16 Matrix of Rows [ Dedicated Sw. Drives / Ground ] and Column | Ded.
Switch Returns ] with up to 32 possible dedicated switches (inclucles the 8 dip switch positions). The SWITCH
TEST MENU consists of three (3) parts; Switch & Active Switch Tests and Switch Alerts to test aif swilches.

Reminder: The Flipper & Start Buttons (part of Swilch Tests) are temporarily disabled as Service Menu Navigation Buttons during these
testfs} so they can be tested and shown on-screen. Pressinng the Green [ BACK ] Button (Dedicated Switch D-21), Light Green-Black /

Black {GND), will exit Switch Test or Active Switch Test. teh TasL. you will notice that some switchzs are sksdy Indicalad 85 closed”. ¥
Switch Test , : SHITCH TEST
: HOHE

- { To initiate, from the SWITCH MENU, select the "TEST"

S fcon. Ensure the Power interfock Switch is pulled out
if testing with the Cain Door open and the activation of
coils is required. Upon entering Switch Test, you will notice that
some switches are already indicated as closed. In the examples,
the 4-Ball Trough Switches #18, #19, #20 & #21 are shown T T JITCH TEST
closed (pinballs at rest in the ball trough), along with the Flipper | L i :

E.Q.8. Dedicated Switches D-10 & D-12 (End-of-Stroke
Switches are ‘normally closed’). If the game has more flippers
with E.O.S. Dedicated Switches, CPU Dip Switch Setting other
than 1-8 OFF or switches stuck closed, more dots will be
indicated (enter Active Switch Test to reveal the names).

..........

In Switch Test, close each switch and observe the display (switch closure is
accompanied by a short audible fong). In the example, the Black [ SELECT ]
Button Dedicated Swilch D-24 is pressed, The Dot Matrix Display will light up
(highiight) ha corresponding dot in the on-screen malrix, display the switch i s
nlame, switch nhumber ant]! the Switch D;gﬁ é Reéum ulrf.fe co.‘ori. Whel;n nolt T T ) i S '
closing a switch, the display indicates N and the last switch number closura. . . \ .
For the Switch Matrix Grid and Dedicated Switch Gtid, see Find-It-In-Front: Dr, Tgploal gWI‘I‘Oh Wirmg & Schemahc
Pinball, DR. 4 or escape out of this test and enter Active Switch Test (described
beiow) to view the names of the switches closed. Note: Press.‘nng the Green

T BAC’J’(% B;.mon {Ded, Switch D-21), Lt. Green-Black / Black {GND), witf exit the
Switch Test

g CAUTION! COIL MECHANISMS WHEN ACTIVATED

Column: i

Switch Drive  Blocking  Switch Return

Wire J Diode Wire JE ar 112
[N

HAVE FAST MOVING PARTS! While performing Switch NO. COM. N.C.
Test with the Goin Door ¢losed or open (with the Power NomaltyOpen Gommon  Nomally Glostd

Terminal Teminal  Teminal

Interlock Switch is pulled out), DO NOT USE YOUR
FINGE R to test switches which are associated with a coil

mechanism such as a Vertical Up-Kicker (hofe with a switch),
Slingshots, Bumpers, efc.. _ c M

1 Active Switch Test
| To initiate, from the SWITCH MENU, select the "ACT”

LAET | foon. in Active Switch Test, if any switches are stuck XXXz Yoring Mire Calot™ fich D rivaire

; closed (or normally closed from the presence of pin-

ball(s) as in the Ball Trough), the display wil flash the correspond- Dedicated Switch Schematic

ing dot(s) in the on-scresn matrix, display the name and the .
Switch Drive / Relturn wire colors. If more than one swilch is PNKXXX, GRY-XXX BLACK Groundifie
closed, the switch information will change with each switch. This Bl NO. COM or 13D
cyele continues until all switches are cleared or untll Active inpat e Mormally Gpen  Common =

Switch Test is exited. In the example, the Black [ SELECT ] J2, 33 or 13 poutch  Suith

Button Dedicated Switch D-24 is pressed and held down. The
display will cycle and flash each dot, naming each switch which &
is closed. To determine the switch number, compare the high- — _ :
lighted dot to the same position in the Switch Matrix Grid at the ot :riiic i ACTIVE SWITCHES !
beginning of this manual. e _ FELECT
e LGH-GRY ELK ;

Qwitch Alerts e
To Initiate, from the SWITCH MENU, select the "ALRT" /con. In Switch Alerts Menu, possible inoper-
able switches are marked with an "X* (OUT OF SERVICE). Mark switches IN or QUT OF SERVICE by
; pressing the Black Button while the intended switch is highlighted and change with either of the Red
Buttons. Switches which are determined as “OUT OF SERVICE" by the game or manually, will be automatically
marked as "IN SERVICE" as soon as the game determines a valid switch closure (after adjusting, fixing or
replacing the switch, then testing/actuating the switch). Note: A Factory Reset will aiso put the swifch back "IN
SERVICE" in which the game will need to redetermine if the switch should be marked QUT OF SERVICE.

........
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1—31Go To Coil Menu
1 T initiate, from the DIAGNOSTIGS MENU, select the "COIL” fcon. Coils #01 - #18 are typically High
| Current Coils (although Low Current Coils may be used in these positions & will be noted). Coils #17 -
i #32 are typically Low Current Coils. Flash Lamps are typically used in positions #25 — #32 (although
Flash Lamps may be used in any position and will be noted). Auxiliary Coils may be used in positions #33 - #35.

Remember, use the GREEN Button to go [ BACK ], exit orescape, the RED Buttons to[ </ ~] GO BACK
[ +/>1GO FORWARD, and the BLACK Button to [ SELECT ] ENERGIZE the coil {solenoid) or tlash lamp.

@ Gingle Coil Test TROUGH UP-KICHER
b= #1

" { To initiate, from the COIL MENU, select the "TEST"
TE5T| /con. Ensure the Power interlock Switch is pulled out  § 1
' if testing with the Coin Door open. Upon entering O vwevny U rum el b e Sy —
Single I:(Z]l‘:t:)iIITe:st,"yo:c,li will norfice ti}e #} cc;ilfis shown. The Pot | | h

Matrix Display will indicate the coif or flash lamp name, ¢oi : i 1 :
(sofenoid) or flash lamp nurnber and the Coil or Flash Lamp Tgprca Coi ermg & Schematic
Power Line / Drive Transistor Control Line wire colors. To

determine the "Pin-Quts" from the /0 Power Driver Board, the ko PCB 1o
Coil Voltage Gauge-Turns (e.g. 23-800) or lamp type (e.g. #89 0r  Tansistor Power
#906 Bulb), view the Coils Detailed Chart Table at the beginning Dy

of this manual orfor more on troubleshooting and diagnosing,

see the Yellow Pages (Schematics & Wiring). l: )|

J10-P9/10
/0 PCB

#1 Tiough  YEL-VIO

bl =11

Cgcling Coil Test E Up-Kicker HIGH
| - PO
!@1 To initiate, from the COIL MENU, select the "CYC" icon. gasugg 2“{991 - e

—t——

t'l'l: Ensure the Power Interlock Switch is pulled out if g

testing with the Coin Door open. The test pulses each
regular coil or flash lamp sequentially (cycling) on the Playfield
and in the Backbox (if coils or flash lamps are used). The Dot

Matrix Display indicates the same information you will find in Single Coil Test.

JLEXELTATINITININILAIININIIIIITINIAIAININIIIIIIIIII
3 Go To Flash Lamps Menu

“1 To initiate, from the DIAGNOSTICS MENU, select the "FLASH" feon. The two tests allows the technician
8 to easily spot any burned-out flash lamps and replace them. Unlike Single Coil Test, which tests alf coil
~d (sofenoids), including flash lamps, Single and Cycling Flash Lamp Tests, test only the flash lamps
used in the game. Fiash Lamps are typically used in positions #25 - #32 (afthough Flash Lamps rmay be used in

any position and will be nated),

Remember, use the GREEN Button to go [ BACK ], exit or escape, the RED Buttons to [ </ =] GO BACK/
[ +/>] GO FORWARD, and the BLACK Button to [ SELECT ] ENERGIZE the flash lamp.

&} Gingle Flash Lamp Test

\ FLASH: MAME OF FLASHER
7:?Einsi¥al?' fron% the FL#SE l.N’\tII:'St I".~1IEN|I(J,SseiIte%¢ the -5
" " Jeon. Ensure the Power Interlock Switch is E1=l el =1 ] N =] =] }

pulled out if testing with the Coin Door open. Upon L UF“JE'LI-' E'FIH L
entering Single Flash Lamp Test, you will notice the first Flash
Lamp is shown. The Dot Matrix Display will indicate the flash Bulb Tgpes used for Flash Lamps
famp name, flash lamp number and the Flash Lamp Power Line /
Drive Transistor Control Line wire colors. To determine the “Pin-
Quts" from the 1/C Power Driver Board or lamp type {e.g. #89 or
#906 Buib), view the Coits Detailed Chart Table at the beginning
of this manual or for more on troubleshooting and diagnosing,
see the Yellow Pages {Schematics & Wiring).

#9086 Bulb #89 Bulb
(Wedyge Baze) {Bayonet)
e 165-5004-00 165 5003-3%-HF
: 2 Cycling Flash Lamp Test
MY 7o inttiate, from the FLASH LAMPS MENU, select the

|: lllt" "CYC" lcori . Ensure the Power Interlock Switch is pulled out if testing with the Goin Door open. The
—— o5t pulses each flash tamp sequentially (cycling) on the Playfield and in the Backbox (if flash lamps are
usad). The Dot Matrix Display indicates the same information you wilt find in Single Flash Lamp Test.
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‘ra1{6o To Lamp Menu

-1 To initiate, from the DIAGNOSTICS MENU, select the "LAMP" icon. Controlled lamps are configured in
and 8 X 10 Matrix of Rows [ Lamp Returns / Ground ] and Columns | Lamp Drives / 18VDC Jwith up to
; 80 lamnps possible. The LAMP TEST MENU consists of five (5) parts: Single Lamp Test, Test All
Lamps, Row Lamps Test, Column Lamps Test and Ordered Lamps Test* io test alf lamps.

Remember, use the GREEN Button to go [ BACK ], exit or escape, the RED Buttons to [ < /=] GO BACK/
LEFT/[ +/>] GO FORWARD / RIGHT, and the BLACK Button to [ SELECT ] next or as "OK/ENTER."

Unon grefing Siogle Lamp Tesl, . the #1 lamp is shown. ... Displey will light up ... tha dod .

. SIMGLE LAMF TEST

j Single Lamp Test 3 STAKT EUTTOH

11 To initiate, from the LAMP MENU, select the "ONE" i LAMP 1

E | /con. As each lamp is selected, the lamp will light at it's vEL=-EFRH ~ RED-E _
location on the playfield as well as the Dot Matrix ek

Display. Upon entering Single Lamp Test, you will notice the #1 lamp is shown. The Dot Matrix Display will light

up (highfight) the corresponding dot in the on-screen matrix, display the lamp name, famp number and the Lamp

Return / Drive wira colors. For the Lamp Matrix Grid, see the beginning section of this Service Game Manual.

Upon entesing Alf Lampg Teat, ... the Dot Matrx Diaplay is lashing *ALL LAMPS ON® .. I

l{ All Lamps Test

/Bl To Initiate, from the LAMP MENU, select the "ALL" HLL LAMPS GH
ALL icon. Upon entering All Lamps Test, you will nctice the
st DOt Matrix Display Is fiashing ALL LAMPS ON and the

lamps on the playfield will be lit, alternating between the rows in th Lamp Matrix Grid.
light up (highlight) alt of the dots in the on-screen matrix.

Upon entaring Fow Linps Twsl, yiu wil notkoa Bhe 41 lamg row s shown, B

ALL LAMFS TEST

[e| Row Lamps Test LAMP ROk #1
& To initiate, from the LAMP MENU, select the "ROW* E H
gﬁﬁm- fcon. As each lamp row is selected, the lamps in the J1

; row will light on the playfield as well as the Dot Matrix ST NPT
Display. Upon entering Row Lamps Test, you will notice the #1 lamp row is shown. The Dot Matrix Display will
light up (highlight) the corresponding row of dots in the on-screen matrix, display the jamp row number, the Lamp
Return wire colors, the YO PCB Connector and fransistor number.

Lo anteritg Cotaman Lampe Taet, you Wil nodos the 1 lamp cobumn iz shown b

o UMM LAMFE TEST
Column Lamps Test LKMP COLUMH 1

4} To initiate, from the LAMP MENU, select the "COL" I YEL-EFRN

<AL | feon. As each lamp column is selected, the lamps in seieas Jix-Fa s

Semamied the column will light on the playfield as well as the Dot — L L

Matrix Display. Upon entering Column Lamps Test, you will notice the #1 lamp column is shown. The Dot Matrix

Display will light up (hfgho‘fght? the corresponding row of dotfs in the on-screen matrix, display the lamp column

number, the Lamp Drive (18VDC) wire colors, the [/O PCB Connecior and IC number.
Bulb Types used for Control Lamps Typical Lamp Wiring & Schematic
) o '. wie S ﬁf?ﬁ'}i ﬁé’:‘%‘%ﬁm}
E15e ' white REDOX | | VLS
#555 #a4 »
ulp Bul
s e el
#555
(J&%ée)
112-5024-08
* If not required in this game, icon will not be shown. o prifs i
H Ordered Lamps Test 8y mfe;ﬁh’m e o, S5 o o,

Il To initiate, from the LAMP MENU, select the "ORD" feon,

"ORD If required, this Icon will appear in the LAMP MENU. |dentical to Single Lamp Test, however, the lamps
; = lit are not in the Lamp Matrix numeric order, but ordered or arranged in separate localized grouping(s} for
easier lamp checking.
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| |Game-8pecific Tests

I
.} Toinitiate, from the DIAGNOSTICS MENU, select the "GAME" /con. Ensur Power Inte ite
EHH is pulied out when testing with the Coin Door open. This Menu is provided o alow the technician a

simple method of festing game specific coifs and/or switches, if required. If used, select the lcon (and
Sub-Menu icons, if any) and foflow on-screen prompts.

TITRIFIIIIIITIIRINIZIZFANIIIIIIIIALSIAUINAIIAIIIIINI
"""""""" |Ball Trough Test

; To initiate, from the DIAGNOSTICS MENU, select the “CLR" Jcon. Ensure the Power Interlock Switch is
: LR pulled out if testing with the Coin Door open. This Menu is provided to allow the technician a simple

=*1) method of removing the balls from the trough and also, to test functionality of the trough, ensuring proper
trough operation. Upon entering Ball Trough Test, you will notice that four switches are aiready indicated as
closed. In the example, the 4-Ball Trough Switches #18, #19, #20 & #21 are shown closed (pinbalis at rest in the
balf trough). To return to the DIAGNOSTICS MENU, press the Green [ BACK ] Button.

Press the Black [ SELECT ] Button to eject the ball in the first
position Switch #21 (VUK OPTO Trough #1 (R}). Simultaneously,
 the Dot Matrix Display and the playfield will eject the ball to the
| Trough Up-Kicker, eject from the Trough Up-Kicker into the
| Shooter Lane, momentarily closing Switch #23 (Shoofer Lane),
L ¥ and is ejected onio the playfield where the technician can easily
retrisve the p w the ball(s) to re-enter the trough to continue Ball Trough Test. The Dot Matrix Display
indicates Switch #18 (4-Ball Trough #4 (L)) as open as the remaining three (3) pinballs shift over one (1) position
to the right. If the technician allows the ejected pinball to reenter the ball trough, the Dot Matrix Display will
indlicate Swilch #18 as closed. REMINDER: Swiltch #22 is the stacking OPTO switch; If more than five (5) pinballs
are used, the additional switches will be noted. Typically, four (4) pinballs are used and required for proper
operation; if this amounts differs, it will be noted on the front page of this Service Game Manual. |

A CAUTION! Continuous use off the above test may overheat the Trough Up-Kicker Coil.

772277 I rirririiriril

Technician Alerts L

TECHNICIAH ALEF A0
To initiate, from the DIAGNOSTICS MENU, select the 41 T CTHM E c
L "TECH" Jcon. This Menu is provided to show any switch MO TECHNICIAM ALERTS
e O SOlENOI problems and/or missing pinballs. If upon :
entering the SERVICE MENU the display indicated an asterisk
{* ) and "USE —/+ TO VIEW TECH. ALERTS", alerts are present,

A After pressing either Red [ </ ~]/[ + /> ] Button orselecting
this /con in the DIAGNOSTICS MENU, the display will indicate
the alert(s). If there are 2 alerts present, the display will indicats
(1/2) with the 1s} alert on the display. Press the Red [+ /> ]

. 1 'd.
EEH"”IE HEHU * Button to view the second alert (2/2). The second number in the

= - ") 1 . ~ =T
E -+ T MIEW TEZH. ALERTS | parenthesis () after the slash (/) indicates how many alerts are
present. Refer 10 the start of this chapter regarding "Upon entering the SERVICE MENU *" indication and to
SWITCH ALERTS. To return to the DIAGNOSTICS MENU, press the Green [ BACK ] Button. Note: While in
this menu, an option may be present to jump (shori-cut) to the appropriate Testing Menu (e.g. Coil Test, Switch
Test, Game Specific Test or Tickst Dispenser Test, if installed).

'RESE 'ERCE. T0 EMIT

000 EWE, Q.0

NOTE ON SWITCH DETECTION : During game play, activation of switches are continuously monitored. For a
switch to be determined as inoperable or OUT OF SERVICE, up to twenty games or so must be played for a
switch to be automatically marked as OUT QF SERVICE. In programming, if a switch is determined to be faulty,
game play is compensated. Switches noted as OUT OF SERVICE are determined to be stuck closed or open
depending on switch usage. Free up the switch actuator, adjust or replace, if necessary. Performing a valid switch
closure will put the switch back "IN SERVICE."

Determination of switch usage can be checked in Audits (review the Audits Section). Find the associated Audit
with the switch in question and check usage; compare the numbers to commonly used switches. After any switch
is checked and repaired or replaced, it's suggested to test the switch in the Switch Test or Single Coil Test
(reviewed eartier in this section) where the associated coil 1o the switch can be tested as well. After correcting the
problem, the switch will marked "IN SERVIGE" and the switch is again monitored as specified above. Only you
can determine if a switch marked OUT OF SERVICE is actually inoperable, or if it Is just not getting actuatod

during game play.

NOTE ON PINBALL DETECTION : While in TECHNICIAN ALERTS

MENU, if the following is displayed, the game has detected ,
one (1) ormore pinball(s) missing and has compensated for Techniclan Alerts continued on the next page.

the lost pinball(s) to provide normal game play.



Technician Alerts continued from previous page. i CHHMICIAH AL (1721 |

During game play, a pinball can get trapped or stuck. 1 0
If after approximateiy 15 seconds of inactivity or "no

: ALLS MISSIHIG
+ scoring," Ball Search is started. Nole: If the pinballis  § PEE E:E”E !:T' r:!u; TROUGH TE:
in the Plunger Lane or “held” on the flipper, no Ball Search will Rl =LC-0 LN BT e
be performed. The game will perform one Ball Search in an attempt to *find" or free-up the pinball.

If the game does not see a switch closure E(."nd."carfng the pinball has not been found), the Dot Matrix Display may
indicate [ LOCATING PINBALLS PLEASE WAIT ...], during which Ball Search will continue until the timer runs
out (this feature will not happen if the game is in Competition Mode; Ball Search wilf continue until the pinball is
found, unstuck and/or replaced manually). The display will momentarily acknowledge the missing pinball{s). The
game will provide ancther pinball into play and will compensate for the fost pinbail. Game play will appear normal.

Note: This detection and compensation will happen with every pinball, if each suffers the same fate of a balf trap.
if all balls get trapped, the game cannot be played or started until the situation is rectified.

Important: Delermine where the pinball is! Do not add pinball(s) until it is determined the pinbali(s) are indead
missing and not just stuck. The most common places for a pinball to be stuck is in device holes (gjects and VUKs)
orball troughs. Determine that all devices are functionally property. Check around plastic pieces and ramps to
see if the pinball got jammed or stuck.

When the found pinball or a replacement pinball is added to the Ball Trough, the Technican Alert will immediately
clear and will then indicate any remaining alerts (if present) or NO TECHNICIAN ALERTS.

Enter the BALL TROUGH TEST (raview the previous page) to cycls the pinbalis and to check proper switch and
coil operation. If a pinball was added, and the originally stuck pinbali has freed itself at a later time, the game will
not operate correctly = alodini il bl

NOTE ON DEVICE MALFUNCTION : While in TECHNICIAN | DEUTCE MALFEACTION
ALERTS MENU, if theffollowing is displayed, the game hasd BUTD PLANGER

n H I H -|| H H H i
e s A | /<E -+ T0 \IEW OTHER ALERTS!

FITRFIFITITEIRIIRIIIIIINIAIIIINIIINNIIILIILAIIIIILIY
o] Knocker Test

KE 1= To initiate, from the DIAGNOSTICS MENU, select the "KNO- CKER" lcon. The digitally mastered
EHE "Knocker" is sounded. The knocker sound is used 1o alert the player if he/she has received a special,

; replay or a credit from the Match Award feature. Press the Black [ SELECT ] Button to activate the
knocker. To return 1o the DIAGNOSTICS MENL, press the Green [ BACK ] Button.

FACTOID: The knocker got it's name from the ‘original knocker’ (20th century pinball games), which
used a coil and when energized (fired), the plunger would sirike @ wood panel inside the cabinel.

FITIIIIIRITIIARIIEITAITLATIIAINIIIIIIIIIIIArsssis

v|8ound / 8peaker Test {OUND ~ SFEAKEF: TE
To initiate, from the DIAGNOSTICS MENU, selectthe | MUSTC: MATIM PLAY
"SPKR" feon. This system produces frue digital stereo #1

= sound from Backbox & Cabinet Speakers or “Mono" on
the Cabinet Speaker (when used by itseif). This Menu is - -
provided 1o allow the technician a simple method of testing the ;

speakers if rewired or replaced. f

Y |:| I"": 1 . ]
Upon entering Sound / Speaker Test, you will notice the Dot MUSIC I}H_IH FLAY
Matrix Display indicating the first option of avaifable music and/or | R Ll
sound(s) in this test. Press the Red [ +/> ] Button to cycle FLAYIHG Z0UMD #1
throlgh the available music and/or Sounds, and prass tho Black T = Ut T
[ SELECT ] Button to play the option shown in the Dot Matrix Display. Press the Green [ BACK ] Button to exit.

Speaker Phase Testing

Connections to each of speakers are polarized and each must be connected appropriately for the best quality
sound. If one speaker has the positive and negative connections reversed with respect to the other one, bass
frequencies will not be produced properly and the overall sound quality will be poor. To test for proper speaker
phasing, use the Sound / Speaker Test 1o cycle through the available music and sound.

Speaker Phase Testing cont. next page.

2]
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Speaker Phase Testing continued from previous page.

If the sound is not balanced or doesn't sound correct, check the speaker wiring.

1. Check each speaker for polarity markings.
If the speakers have polarity markings, verify
that the Backbox Speaker's RED-BLK Wires
and the Cabinet Sﬁeaker YEL-BLK Wire(s)
are connected to the negative {(—) terminal.

2. Disconnect the speaker output Connector
J10 (AUDIO) from the CPU / Sound PCB (in
the Backbox) and connect a 1.5-volt battery
across each speaker pair one at a time while
observing the speakers.

3. Make sure the positive (+)} battery terminal
is connected to the positive lead [ J10, Pin-2,
CH A+ ] (RED-WHT) or[ J10, Pin-4, CH B+ ]

(YEL-WHT) each time. As the connection is made, check speaker cone movement; proper connections are

indicated by outward movemsent,

AITITTITIIIIINIIIIIIIIIIIAInIIIIsasiisrsanineiriiis

|Begin Burn-In

1 To initiate, from the DIAGNOSTICS MENU, select the "BURN" jecon. After selecting this fcon, press the
Black [ SELECT ] Bution to begin (initiate) the Burn-in Test. Ensure the Power Interlock Switch is
pulled out if testing with the Cein Door open (required for coil function). Upon entering Burn-in Test, the

game will exercise alt CPU /0 Functions: Dot Matrix Display Test, Coll Cycling Testing, All Lamps Testand
Sound/ Speaker Test. Press the Green [ BACK | Button, to pause and to view the cumulative Burn-In minutes.
Press the Green [ BACK ] Button again to return to the DIAGNOSTICS MENU.

Note: To reset Burn-In minutes back to 0:00, see Section 3, Chapler 5, GO TO RESET MENU (via the UTILITIES
MENU), Reset Factory Settings. & CAUTION: Performing a FACTORY RESET will reset all other information
as well (read the Utilities Section (GO TO RESET MENU), for more information).

FITTIIETIITIIIIIIEIIIAARSITINIAIAANSILAIIRIIIIIIIN

Dot Matrix Test

Pl
M Cile

1 [T § To initiate, from the DIAGNOSTICS MENU, select the "DOT TEST" /con. After selecting this jcon the Dot

JE=T]
[ BACK ] Bution,

lluminates 1 vertical column of dots,
turning it off & ifluminating the next column,

until each column has been individually Iit,

while the other columns are off. .-

Test 3

llurminates all the dots,
except for ong column
from left to right.

Test 5

2

+-

in both the rows and columns.

[luminates all the dots alternating even & odd,

Matrix Tesi immediately begins. The Dot Matrix Display will immediately and continuausly illuminate and
cycle each of the 5 Tests for 1 pass each. To return 1o the BIAGNOSTICS MENU, press the Green

Test

“liuminales 1 horizontal row of dots, fuming itoff & >
iluminating the next row, until each row hasbeen
individually lit, while the other rows are off.

Test 4

lluminates all the dots,
except for one row
from top to botiom.

[luminaies 1 verlical column of dots, |
turning it off & illuminating the next column, |
until each column has been individuatly li

while the other columns are off
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bl Ticket Dispenser Test

: To initiate, from the DIAGNOSTICS MENU, select the "TIX" lcon. This Menu (lcon) will only appear if
TIN Standard Adjustment 56, Ticket Dispenser, is set to YES (Defaull = NO#). *Note: Some games

; shipped from the factory with a unique Dip Switch Setting will default to YES). To view and/or change
your setting, see Adjustments Section (GO TO ADJUSTMENTS MENU). Please remember, if you install an
optional Ticket Dispenser, and your default setting is "NO," you will have io reset it back to "YES" if a Factory
Reset is performed.

After selecting this fcon, the Ticket Dispenser Test will start. With the Ticket Dispenser [properly installed,
manually feed your tickets into the dispenser. The dispenser will activate and puli in the first ticket. Press the
Black [ SELECT ] Button (which energizes Coil #35, Aux 3: Switched Ground) to advance a ticket. Feeding your
Tickets into the dispenser works because Coil #33, Aux 1: Ticket Advance (Enable) is always 'energized’. With a
Ticket Meter installed, as one Ticket Passes through the Ticket Dispenser, one ‘click’ is fired to the Meter (Coil
#34, Aux 2: Ticket Meter) for each ticket passing through. Dedicated Switch D-19, Ticket Notch, will also be
indicated on-screen (in combination with a audible sound) as "closing” as the notch between the tickets passes
through. In this test you can clear ticket jams and check andfor clear tickets in Escrow, if necessary. To return to
the DIAGNOSTICS MENU, press the Green [ BACK ] Button.
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Go To Audits Menu

Qervice Menu

o 10 AUDIT

To initiate, from the MAIN MENU, select the "AUD" fcon. The AUDITS MENU provides 99* Audits for accounting
purposes and for evaluation of Game FProgramming. The Audits are divided inte 4 groups: e Earnings Audits
{#1 #13] ) Standard Audlts [ #1 — #59 ], » Feature Audits (Programming Use Only) [ #1 — #+ ] and

it 1 #14 T 'T AUDY feon provided as an alternate access fo Tournament Audits (*if data is
avan‘abfe) For more mformatlon on the TOURNAMENT MENU, review the Tournament Section (GO TO TOURNA-
MENT MENU). Try the "DUMP AUDITS TO USB" feature to creale a text fife of your audits. Don't forget to set the
DATE & TIME in the UTILITIES MENU. See the Utilities Section (GO TO UTILITIES MENU), for more information.

Audits which are named Proprietary are aiso for Future Expansion or Programiming. Game code may get
upgraded during production; compare all Audits in the Dot Matrix Display with the manual and make any
corrections, as necessary. Audits are subject to change (with or without notice).

All AUDITS MENU Jcons and there usages are explained throughout this chapter in the same order as seen in the
Dot Matrix Display. NOTE: Depending on Game Type, Varsion, selections made, Dip Switch settings, location
and/or areas, some lcons may appear non-functional ormay not appear at all. fcons and/or functions, order and
operation are subject to change.

In displays where changes can be made orto perform a function, use the GREEN Button to go [ BACK 1, exit or
escape, the RED Buttons to [ </ — ] MOVE BACK / LEFT /| +/ > ] MOVE FORWARD / RIGHT to view the next
audit in the group, and the BLACK Button to [ SELECT ] the sub-menus.

IlllllllllIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIA
|Earnings Audits | #1 - #13 ]

To initiate, from the AUDITS MENV, select the *EARN" fcon. The Dot Matrix Display will indicate the
¥ audit number (in this group), audit name and the audit total or value. The current audit will remain on the
display until the next audit is viewed or when this sub-menu is exited.

#1  TOTAL PAID CREDITS[ 07 : Total number of Paid Credits.

#2 FREE GAME PERCENTAGE l]%} : Percentage value is 'Total Free Plays’ (Standard Audi 15) divided by
"Total Plays’ (Standard Audit 16

#3 AVERAGEBALLTIME[0: OOé In seconds, the average ball time is derived from the total play time divided
by Standard Audit 1, Total alls Played.

#4  AVERAGE GAME TIME [ 0:00 ] : The average game time is expressed in minutes and seconds.
#5  COINS THROUGH LEFT SLOT[0]: Total 'Left Coin Slot Dedicated Switch {D-1) closures.

#6  COINS THROUGH RIGHT SLOT[ 0] : Total ‘Right Coin Slof' Dedicated Switch (D-3) closures.

#7  COINS THROUGH CENTER SLOT[0]: Total ‘Center Cein Slot’ Dedicated Switch {D-2) closures.
#8 COINS THROUGH FOURTH SLOT[ 0] : Total '4th Coin Slof' Dedicated Switch (D-4) closures.

#9  COINS THROUGH FIFTH SLOT [ 0] : Total "5th Coin Slot' Dedicated Switch (D-5) closures.

#10 TOTAL COINS[0]: Total amount of coins registered through all the Coin Siots.

#11 TOTAL EARNINGS [ USD 0. 00} Total cash value accumulated since the last Factory Reset occurred
(reveiw the Ulilittles Section (GO TO RESET MENU), Reset Coin Audits).

#12 METER CLICKS [0]: Total number of money clicks accumulated,
Based on the country’s Jowest coin denomination used for the game credit.

#13 SOFTWARE METER LO] Continuing total of Meter Clicks.
This audit cannot be reset; the display shows the constant addition of Meter Clicks.
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wf8tandard Audiis [ #1 — #59 ]

To initiate, from the AUDITS MENU, select the "S.P1." lcon. The Dot Matrix Display wilt indicate the audit
number (in this group), audit name and the audit fotal or valye. The current audit will remain on the
display until the next audit is viewed or when this sub-menu is exited.

5P|

#1  TOTAL BALLS PLAYED[0]: Total number of Regufar and Extra Balls.

#2  TOTAL EXTRABALLS [0]: Total number of Extra Balls awarded.

#3 EXTRA BALLS PERCENTAGE [ 0% ]: Percentage value Is 'Total Extra Balls’ (Standard Audit 2) divided by
"Total Plays’ (Standard Audit 16},

#4 REPLAY 1 AWARDS[0]: Total Awards (Credits, Extra Balls or Scores) for Level 1.

#5 REPLAY 2 AWARDS [ 0]: Total Awards (Credits, Extra Balls or Scores}for Level 2.

#6 REPLAY 3 AWARDS [0]: Total Awards (Credifs, Exira Balis or Scoresj for Level 3.

#7 REPLAY 4 AWARDS [0]: Total Awards (Credits, Extra Balls or Scoresjfor Level 4.

#8 TOTAL REPLAYS [0]: Total Awards (Credits, Exira Balls or Scores)for exceeding Replay Score Levels.

#9 REPLAY PERCENTAGE [ 0% ] : Percentage value is "Total Replays’ {Standard Audit 8) divided by "Total
Plays’ (Standard Audit 16). The percentage reflects replay total awards for exceeding replay score leveis.

#10 TOTAL SPECIALS [ 0]: Total Awards (Credits, Extra Balls, or Scores}for making Specials.

#11 SPECIAL PERCENTAGE [0% ] : Percentage value is ‘Total Specials’ (Standard Audit 10} divided by Total
Plays’ {Standard Audit 16).

#12 TOTAL MATCHES | 0}1: Total Credits awarded for matching the last two digits of the score with the System-
Generated Maich Number ai the end of the game. Percentage of Match Credits is adjustable from 0% to
10% or OFF by Standard Ad}':ystment 19, Maich Percentage, f enabled (review the Adjustments Section
(GO TO ADJUSTMENTS MENU), Standard Adjustments).

#13 HIGH SCORE AWARDS [0]: Total Awards (Credits, Extra Balls, or Scores) for exceeding the
High-Score-To-Date scores.

#14 HIGH SCORE PERCENT [ 0% ! : Percentage value is 'High Score Awards’ (Standard Audit 13) divided by

! "Total Plays’ (Standard Audit 16).

|#15 TOTAL FREE PLAYS [ 0]: Total Free Credits for Replays, High-Score-To-Date, Specials and Match.

#16 TOTAL PLAYSFL 0]: This total is derived by adding the sum of "Total Paid Credits’ (Earnings Audit 1} and
"Total Free Plays’ {Standard Audit 15). Note: Free credils are not recorded in the Audit unti! actually used.

#17 0.0M-1.99M SCORES [00]: Total number of games the Player’s final score was between
0 and 1,299,990 poinis.

#18 2.0M-3.99M SCORES [ 00]: Total number of games the Player’s final score was between
2,000,000 and 3,999,990 points.

#19 4.0M-5.99M SCORES[00]: Total number of games the Player’s final score was between
4,000,000 and 5,999,990 points.

#20 6.0M-7.93M SCORES [ 00] : Total number of games the Player’s final score was between
6,000,000 and 7,999,990 points.

#21 8.0M-9.99M SCORES [00]: Total number of games the Player's final score was between
8,000,000 and 9,999,990 points.

#22 10.0M-12.49M SCORES [ 00 ] : Total number of games the Player’s final score was between
16,000,000 and 12,499,990 points.

#23 12.5M-14.99M SCORES [ 00 ] : Total number of games the Player’s final score was between
12,500,000 and 14,499,990 points.

#24 150M-17.49M SCORES [ 00 ] : Total number of games the Player’s final score was between
15,000,000 and 17,499,980 points.

#25 17.50M-19.99M SCORES [00] : Total number of games the Player's final score was between
17,500,000 and 19,989,990 points.

#26 20.0M-24.99M SCORES [ 00 ] : Total number of games the Player’s final score was between
20,000,000 and 24,999,990 points.

#27 25.0M-29,99M SCORES [ 00 ] : Total number of games the Player’s final score was between
25,000,000 and 29,999,990 points.

Standard Audits 28-59 continued on the next page.,
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#36
#37

#38

339
#40

#41
#42
#43

#44
#45
#46
#47
#48
#49
#50
#51
#52
#53
#54
#55
#56
#57
#58
#59

4 8tandard Audits Continued

30.0M-39.99M SCORES [ 00 ]: Total number of games the Player's final score was between

30,000,000 and 39,999,990 points.

40.0M-49.99M SCORES [ 00 ] : Totai number of games the Player’s final score was betwean
40,000,000 and 49,999,990 points.

50.0M-74.99M SCORES | 00 ] : Total number of games the Player’s final score was between
50,000,000 and 74,999,990 points.

75.0M~99.99M SCORES [ 00 ] : Total number of games the Player’s final score was between
75,000,000 and 99,999,990 points.

100.0M-149.99M SCORES [ 00 ] : Total number of games the Player’s final score was between
100,000,000 and 149,999,990 points,

150.0+M SCORES: Total number of games the Player’s final score was 150,000,000 points and over.

AVERAGE SCORES [ 00 ] : This total is derived by adding the Final Score of each game to a table and
dividing this sum by "Total Plays' (Standard Audit 16).

SERVICE CREDITS[0]: Total ’Green& SERVICE CREDIT | Button’ Dedicated Switch (D-21) closures in
Attract Mode (not while in the SERVICE MENU). See the Service Menu Section, Service Switch X4
Set Access & Use, for how to receive Service Credits. See the Utilities Section (GO TO RESET

MENU), Reset Credits, for how lo delete credits.
BALL SEARCH STARTED [0]: Total number of times the game performed a Ball Search.

LOST BALL FEEDS [0]: Tolal number of times the game added a pinball to gla when it could not find a
pinball after Balf Search frevfew the Diagnostics Section (GO TO DIAGNOSTICS MENU), Technicians

Alert [ Pinball Detection }).

LOST BALL GAME STARTS [0]: Total number of times the game started with a pinball missing from the
ball trough at the start of a game (review the Diagnostics Section (GO TO DIAGNOSTICS MENU),

Technicians Alert [ Pinball Detection }). .
LEFT DRAINS [ 0] : Total 'Left Outlane’ Switch (24) closures.

CENTER DRAINS [ 0] : Total number of times the pinball had drained when the last swiich closed was not
the 'Left Outlane’ (24) or the 'Right Qutlane’ Switch (29).

RIGHT DRAINS [ 0] : Total 'Right Outlane’ Switch (29) closures,
TILTS [ @] : Total 'Tilt Pendulum’ Dedicated Switch (D-17) closures.

TOTAL BALLS SAVED [ 03: Total number of times this feature was used. This feature is adjustable from
0:01-0:15, AUTOQ or NO BALL SAVES (review the Adjustments Section (GO TO ADJUSTMENTS
MENU), Standard Adj. 48, Ball Save Time). This feature is enabled ai the start of each pinball and is
disabled as soon as a predelermined number of swilches are "closed" or the aflocaled time has expired.

LEFT FLIPPER USED [ 0] : Total 'Left Flipper Button’ Dedicated Switch (D-9) closures in Game Mode.
RIGHT FLIPPER USED [ 0 } : Total'Right Flipper Button’ Dedicated Switch (D-11) closures in Game Mode.
0-1 MINUTE GAMES [ 0] : Total games in which the total game time was between 0:00 and 1:00 minute.
1~1.5 MINUTE GAMES [ 0] : Total games where play time was between 1:00 and 3:30 minutes.

1.5-2 MINUTE GAMES [0 ]: Total games where play time was between 1:30 and 2:00 minutes.
2-25MINUTE GAMES [ 0 ] : Total games where play time was between 2:00 and 2:30 minutes.

2.5-3 MINUTE GAMES [0 ] : Total games where play time was between 2:30 and 3:00 minutes.

3~3.5 MINUTE GAMES [ 0] : Total games where play time was between 3:00 and 3:30 minutes.
3.5-4MINUTE GAMES [0 ]: Total games where play time was between 3:30 and 4:00 minutes.

4 -5 MINUTE GAMES [ 0] : Total games where play time was between 4:00 and 5:00 minutes.

5-6 MINUTE GAMES[0]: Total games where play time was between 5:00 and 6:00 minutes.

6 -8 MINUTE GAMES [ 0] : Total games where play time was between 6:00 and 8:00 minutes.

8-10 MINUTE GAMES [0 ] : Total games where play time was between 8:00 and 10:00 minutes.

10 - 15 MINUTE GAMES [ 0 ] : Total games where play time was between 10:00 and 15:00 minutes.

15+ MINUTE GAMES [ 0] : Total games in which the total game time was 15:00 minutes and over.

RECENT REPLAY PERCENT [ 0% ] : Percent ﬁ?ured with programming thresholds for a determined
number of games. The % reflects replay total awards for exceeding replay score leveis.



HOW TO UPDATE YOUR GAME CODE FOR 8.A.M. SYSTEM MACHINES
IIIATELIIIITRIIIIIALIIEAIIIINAAIIIIINLIRIINIIIIIILI

UsB Compatlbie Data Storage Device {Thumb, Flash or Jump Drives) regmred to copy game code into system.
S.AM. System compatible, tested & SPI approved USE Data Storage Devices 128MB+

“available through your local dlstrlbutor Ask for SPI Part Number $70-0128-00
STYLE, COLOR, SIZE AND MANUFACTURER SUBJECT TO CHANGE.

FTIFFITITITIIIINIIA NI IIIIILISIIIRIIIIIINIIILIILLI
latest code downloaded from our website, from another game or =
order through your local distributor {use SPf PN + name above). Press ﬁ SELECT for SERVICE ME% ?
installed in your game. When directed to do so (via Service il
Bulletin or website announcement) you will need to update your
STEP 1 Open the Back Box and locate the 8-Position s Green »¢ Red Buttons ¢ Black

Dip Switch (SW1 on the CPU/Sound Board). Button Press to move Button

; Escape Pressto - Décrease Enter

(*BOOT FLASH EPROM must be instafled.) Bacﬂ P horease values  Seleet

CPU/Sound Board) or Power Cycle the game OFF/ON
(ON/OFF Switch is located on the outside of the cabinet boftom, front right),

* fo get the Data Storage Device with the latest Game Code copied fo it, add "game titfe" to above part number.
Game Code is subject to change. Update this game with the
Upon power-up the dispiay wilt describe the version of code G S
code ... with the BOOT FLASH EPROM* installed, here's how: /° O/ 0 SELECT
STEP 2 Switch Dip Switch #8 1o "ON’. Pressto _ <Left,Right>. ~ Pressto
STEP 3 Press the White Reset Bution (ST AESET on the (or EXIU. orto Change Setting& (Of ‘OK’)
STEP 4 Using the 4-Button Service Switch Sel (inside the Coin Door):

4A}  Press [SELECT] {0 begi STEP 4

4B}  With the "UPOT" icon hi ha‘rghred press [SELECT]. e -

4C} Insertthe Data Storage Device [w/latest file(s)] into the USB Port, | | BOOT EFPROM _

4D}  ifmore than one file is present on the Dala Storage Device, B-00- - C- o uno
press [<] or{>} to locate your fife. Press [SELECT] to update.  onEec e . A

4E} Follow on-screen prompts. e F P'Ef"t' SELECT ____T'f'___E‘E'-‘I"

CPU/Sound Board (9 A. MSgsiem) —

GAME CODE UFDATE |
IHSERT USE r1Er1r-F.. STICK
FF.EEE E‘ﬁl'b T E.."IT

T ——
L™ TMBGE.ETH
FRESS 'SELEI T' TO UFDRTE

!
~ PRESS. 'EHCI- 'TOEXIT

IFMHE THAN ONE FILE IS PRESENT ON MEM-
ORY STICK, PRESS [<] or{>] TO LOCATE ...

FOLLOW ON-SCREEN PROMPTS

You can also retrieve your latest code
from another game! From the
USB MENU via the UTILITIES
-m ] MENU, select the “BKUP" fcon

~§ instead and download to your
Data Storage Davice.

VIR Z PP PP AP IR T I Irinisiiisisiiiirii

! Quick Tip ~ Try backing up your current code prior to installing your new code,

just in case your Data Storage Device file was corrupted by a computer glitch while you were copying /
Got confused? Comments? Questions? Calf Technical Support at 800-542-5377 or 708-345-7700 (Option 1).



To msiafl pinbals, rol info the I/QD
.-‘?’I

badl trough from above the playfiefd o

M,

h .

For Proper Operation of ™1~
this Pinball Game, < 4 >
Pinballs must be installed
in the 4-Ball Trough!

§ FLIPPER OR SPECIAL APPL.

e locarad w el nea.

ABVAC foed HERDG 4|
16VAC foed o BRDG 2 ) UaESR:
9VAC feed 10 BRDG 3 I

PLAYFIELD FUSES
ICATION

ARE 350¥ E.B. (SLO-BLO)

SEL FUSE ORTABLES FORAMPR

CALTION (FOR CONTINUED PROTECTION -
AGAINST RISK OF FIRE, REPLACE ONLY WiTH .

T

SANETYPEFUSE WITHIDENTICAL ELECTRICAL RATING:

Inside Coin Door

Service Oubiel
fon Power Box),
i equiped,

1 US/Carada fJapan ;
{| 8 Amg 250v S1g-Bio Fuse

Imernationat - Tlansformer on
8 Amp 250v Sio-Blo Fuse ¥ Cabinel Botlom g

4-Buiton Swilch Set:




OPEN THE COIN DOOR TO ACCESS THE SERVICE SWITCH X4 SET.

@ ® ® ® Service Switch X4 Set Overview
The four buttons (inside Coin Door} have dual functions depending if you have entered the Service Menu or not.

Functions in Game or Attract Mode Functions in the Service Menu
g . | . Press @ SELECT for SERVICE MENU £
@ @ @ @ 8 6 8
Ce » Green e Red Buttons d; Black - Green »+ Red Buttons o Black

1 Bution Press for Button Button Press to move Button
1 Press for VolumeAd ustment  Press for Press to < Ledt | Right >. Press to
Service - for less (quieter) Service Escaﬂe Press to - Decrease Enter
Credit(s). +/or more%'ouder) Menu entry. or + Increase values Select

for Exit). ortochange settings.  (or ‘0K).

Inside Coin Door

If Coil / Flagh-
lamp Testing,
the Playfiel d
Power Interlock
Switch must be
pulled out.

- MRME
.. .00 HOW. O

EXAMPLE: : EEH\.!'IEE MENLU

To enter the SERVICE MENU, then enter the SWITCHTEST — : — - T
MENU via the DIAGNOSTIC MENU, perform the below steps. FRESE "SELECT' TO CONTIHUE

Step 1 Press [ SELECT 1.

Step 2 With the "DIAG" /con highlighted, press [ SELECT ].
Step 3 With the "SW" icon highlighted, press [ SELECT ].
Step 4 With the "TEST" lcon highlighted, press [ SELECT ].

Press any switch. If wired correctly, the information in the dispiay
will mateh the information in the Swilch Matrix (ses DR. 4).

Press { <« ] or [ > ] 1o move left or right through the menus.

Press [ BACHK ] te go back a menu, exit or escape at any time.
Continue through the other menus.

SHITCH TEST

The Service Menu is subject to change. Update this game with the latest code downloaded from out website with
a 5B Data Storage Device (84MB min., recommendation 128M8B or higher). See the inside fromt cover for
directions or in the Service Menu "Go To Utiiities Menu"” then "Go To USB Menu" and follow prompts.

2



VAL IR

GO 0l DISABLED
CLOSE COIN DOOE

Ok FULL INTERELOCE =SKHITCH

aRE FOEFR

‘escape’ Green [ BACK ] Button will remove the

audible tones (the bright display warning will go dim after approximately 30 seconds).

also g

RUTH PLUMGER

BEVICE MALFUMCTION

K the Shooter Lane,

AGNOSTICAIDS J A Z TS 277777

This audibie / visual alert display is shown when the 50V / 20V
i Power is disabled (by opening the Coin Door). PULL QUT THE

L INTERLOCK SWITCH ONLY WHILE IN THE SERVICE MENU

L FOR COIL, SWITCH OR PLAY TESTING WHEN THE COIN

E DOOR IS REQUIRED TO STAY OPEN FOR SERVICE BUTTON
i USE! Pulling out the Power Interlock Switch or pressing the
alert display. Initial display presentation is accompanied by 3

BliE This alert display is shown momentarily during Game Mode or

¢ Power-Up to alert the operator of a device malfunction {device or
| mechanism doesn't energize or is energized repeatediy).

t OPERATOR ALERT! works by monitoring any switch activated

E device that has the potential to trap a ball when disabled (e.g. in

' coop or Ejsct Holes, elc.). This alert can
(e.g. Ball Trough, Aute Plunger, etc.} is stuck closed (caused by a

switch jam or stuck ball), the game will activate the device a predetermined number of times and if the problem is
still detected, this device or switch will be noted in Switch Alerts and/or Technician Alerts.

il Upon entering the SERVICE MENLU, if an asterisk " * " is

MENU #

EW TECH. ALERT

Technician Alerts

| displayed after the words "SERVICE MENU," the game has

B cetected possible faulty devices, switches and/or missing

b pinballs. Press the either of the Red Buttons {short-cut (o the
TECHNICIAN ALERTS MENU) or continue into the SERVICE
MENU (press the Black Button again), select the "DIAG" lcon
rmaticn.

VAN cPuDIP 8WITCH SETTINGS W NNV NNN NN

The 8-Pos. Dip Switch [SW1] Is on the CPU/Sound Board (between Conn. J3 & J13, lower left corner)

cPU COUNTRY SETING: | Pov. EREIE I ;) CPU COUNTRY SETTING: | Pas. é !2! & ﬂ 56 7 8 CPU COUNTRY SETTING:
anN o HEn i
USA o[y wlwivivlv|viw Germany | yiviviviy Russia
CPY COUNTRY SETTING: cPu COUNTRY SETTING: | Pos. [RIIERE IS a a E 8 CPU COUNTRY SETTING:
Australia Greece 4 Yiviviv So. Africa
CPU COUNTRY SETTIMG:
CPU COUNTRY SETTING: A1 2 3456 7 8 Spain

CPU COUNTRY SETTING:

il 1 2 3 45678

France

ON | |l
orrlwl T {wlvlwivly

CPU COUNTRY SETTING:

Portugal

ON A
Austria aly NI Yy
LR COUNTRY SETTIMG:
CPU COUNTRY SETTING! cPU counThy SETNG: | Fos. RIIFEEN IR IEA:] Sweden
p on Al Al [Af | |
Belgium Japan o | {wi |¥vl [wiwlw
CAU COUNTRY SETTING:
GPU COUNTRY SETTING: CPU COUNTAY SETTING: Switzerland on
Canada 1 Lithuania
CcPy COUNTRY SETTIMNG:
CPU COUNTAY SETTING- P COUNTRY SETTIHG: | Pes. EREREIIEICIEN: Taiwan
; oN [alhlal [A] [ ]
Canada 2 Middle East <. ¥
CPU COUNTRY SETTING: | Pou. [ I3 B 00 I -]
CPU COUNTRY SETTING: GPY COUNTRY SETTING | Pos. RBE IR A UK ::F ﬂﬂﬂ
- QN Fy
Croatia Netherlands 155191 viviviviv -
L v A e 1 2 3 4 56 7.8
RGN 1 2 2 456 7 B e 1 2 3456 7 8 UPDATE CODE | = A
Denmark [AlLIALT T [New Zealand (2 Al 1] rlviyiviylylylyl
OFF h Ak 4 Yiriviy OFF | FIYIYI|Y Yivwy
CPU COUNTRY SETTING: | Pos. i B S SN TN = Jibr N - 3 CPU COUNTRY SETTING: | Pos. [k IS B SR SR N N : )
7 onjgl |Al T[T T ] 1 on
Fintand [SUA_A__—io Norway [seiwl vl WIWI¥I¥)

Note: Slide Dip Switch 8 to FPosition ON (with Dip Switches 1-7 In the OFF Position) only to raboot the game with
the latest version BOOT EPROM installed at U@ on the CPU/Saund Board (S.A.M. System only). Currently, this is
also the procedure to update your game with the latest software code update file. For the latest version, visit our
website. If you have questions about updating your game coda, call Technical Stpport for assistance.



SWITCH MATRIX GRID | #1 - #64] {Switch Locations : nexi page} -
cPU; O 7] 03 04 o5 06 Joz [ 08 10 i1 12 13 4 E
22 - B i -
WMM_H__ mﬂcmzr mﬂcmzp RETURNARETURNA mﬂcmzr mﬂcmzr RETURNA RETURNA :m:._mzr mﬂcmzr mﬂcmzr mmémzr mmémz» _“_mémzr RETU mz> RETURNA
[ [ H [] [] ]
s.w. ISl sw. m.s.. m.i. s v. SW. SW. S.W. s.w. T 5.w.B30) s.w. EZE s.w. s.w. X5 s.w. E2LY s.w. 3 s.w.ET:
. RETLURN F E | FUEL LIEL FUEL
o * _._prm B} mOr-_m._._.Qc_.)zmﬁ STANDLP STANDLY STAMDUP .ﬂocxz w._qu._.
DRIVE » &om {ToF} START
- e B00-8227-04 EO0-B2XT-04 | 515-7508-05 5157 508-07 515-T90a-0T 1B0-E174-00 | 1BO-5174-00
BELOW PF BELCW P.F | BELOW R.F BELOWFF BELOWFF I CABIMNET | 1N CABINET
TR 517 [N 2 #1800 #19 EXA 220 EX0A #21 FXA #22 [ swizdsw T swlkXids. W ﬁﬂgaﬂa XA #32
02 TROUGH | TROUGH | TROUGH | TROUGH | TROUGH LEFT RIGHT RIGHT | LEFT RIGHT | BOTTOM
' #4(L) #3 #2 | K1(R) | JAM SUNGSHOT |SLINGSHOT nﬁmz OUTLANE | pinrer | pioer | elneer
U.m-—‘m.m '. 1RD-5119-02 | 180511907 | 180-54 48-0Z | 515-0173-00 | $15-0173-00 | 180-6157-00 | S00-8227-04 EOG-B2ZTO4 | 150-5054-00 | 180-5054.-00 | 500-5227-03 | S00-8227-04 | 43050504 | 1RO-ED16-04 | 1BO-501504
BELOW P F | BELOW P.F | BELOWPF | 515-0174-00 | 515047400 | BELLW pPF |BELOWPF |BELOWEF [DELOW PF {BELDOWP.F |BELOWPF | BELCWYPF | BELOWPF | BELOW FF | BELOWNFPF
SW.IEH] sw.EE m%m.a m.w.wmﬂm mﬁ.,mmm s.w.EEE] S.W. m»:% sw.id sw 2 s.wEE s.w B s.w. X sw.EId s.w.EZH s.w.EID
0 VE | GRAVE CTRIC | GRA VE | L LOOP | R. LOOP RRAF CAPTIVE| LEFT |[EFTTOP| RGHT | RIGHT |R. RAMP
MARKER DN | MARKERUP | CHAIR S, | LANE 5.U. LANE £,U, “ANDUF STANDUP (R) TOP LAME
T .v o e U | SPINNER | SPINNER LY BALL |LOOP | LANE LOOP | EXIT
- . 180-5498-02 | 180611902 | 515-7508-08 | S15-758102 | S16-1581-02 180-5010-04 | 180-5010-04 |515-7581-02 |515-7581-02 |516-7581-02 |500-8227-03 | HOO-B227-04 | S500-6227-04 HO0-622703 | 180-508T-00
— BELOWPF | BELOWPF | BELOWFF | BELOWPF | BELOWP.F | ABOVEPF | ABOVE PF |BELOWFF |BELOWFP.F [DELOW P F |BELOWP.F | BELOW PF | BELOWPF BELOWP.F | ABOVE P F
sw.Ert sw Y sw. IS s.w.EEE] sw.EEE sw.EEL m.i.& sw.EEAsw.EEi s w.EE SV, s.w.EE mt.nw_ﬂ sw.EE sw.EEIs.wE
od L.RANP | RIGHT GRAVE ELECTRIC | aNAKE SKAKE ISNAKE COFFIN COFFIN COFFIN  |DROF TRGT. (DROP TRGT. | DROF TRGT. | COFFIM COFFIN
A EXIT MARKER CHANL JAW OPEN OSPTO {1 BOT [OPTO 2 MDY |[OPTD 3 T0P Bamn WD) {TOPY MAGNET DN
A EVE Y EJECT| om | oo |EJECT LATCH MAGNET|
= 180-5087-00 | 180-5057-00 | 500-6775-01 | 500-4775-04 | 180-5200-00 | 180-5116-02 |4B0-5010-04 | BOG-E7F601 |E00-B8775-01 EOOETTEDY | AX0-ETR1-01 | R20-6TE1-01 | S20-8701-0% | S20-5801-00 | 1B0-AZ0R-00
ABCWEPF | BELOWPF | ABOVEPF | ABOVEPF | BELOWSF | BELOWFF |GELOW PF {BELOWPF |BELOWPF |[RELOWPF |BELOWPF | BELOWP.F | BELOWPF | BELOWPF | BELOWPF
DR QORE ABD L3 LK) L, = A .13 o H FE [ i
i A BIK (LR BT G Fivg @Bl @5 BRI R E D) TR WIS vty EL
Wire Color Abbreviations Usgg:  Black Bys Crows  Gmy  CGooen Ly G @Eaee = Fndl Tiem Valst Wiy Vellew

180-5HM-00
COM DOCR

120 | 7 USED

, Y AD-24F SW. mmH BW.LE
m..>_s TICKET SELECT (R
TILT |NOTCH (RED) |(BLACK) ¢ ____,_amm_mamﬁm“_mé_
IF USED | IF USED Losiwroe | ssostizo: | sssszon | srense 1 3o




3 Tl e
TG DIAGHOSTI

SWITCH MENU: SWITCH, ACTIVE, SINGLE & SERVICE

_Taﬁfc;lugzvﬁ;h_vaﬁn-é -écnénoﬁgm;go-

Columa; Row:
Switch (vive  Blocking  $witch Return
Wire 4 Diode Wre J§ or J12

EROIETTT (Mo
or
»

NG, COM. N.G.
NolrnaII%OEzn Commaon  Normally Closed
wifch Switch Swilch
Tepminal  Terminal  Terminal

. A & )
oprﬁémw—“'—o BLACK Ji%??%%&?pw
Dedicated Suitch N.O., COM. ﬂrm-"w

Input Wire Normaly Operr Comman
J2 J3erdi2 Suitch  Switch
Terminal  Terminal

Typical Swifch Wiring & Schematio
... with 8witch Diode on a Terminal 8irip (DOTS)

Lo I )
g It
AL e U/
TERMIAL STRIF

T @elX L

g i

-\0@\__% .
-XXX = Vaiying Wire Color “Q"l«asifgmﬁﬁﬁ 5
See Matrix Geidd for cofor i

r-“-ﬂm--——ﬂHh-—-—ﬁ——-——-Iﬂ__——-—m-———————“ﬂ—j

AR




LAMP MATRIX GRID [ #1 - #80] {Lamp Locations : next page}

/10
Power].
Driver|.
Board s
— Cr 0 rpﬂ WY i3 WY 3 ] LP S WY | rmﬂ\ WX 55
J5 |
] #9 Lr.E WY #11 LPE W #13 | (WY #1a Y %15 | (Wl #16
i
weoep  LP.Eikdieoen LPEACIecen LPERE Y #20 (GO #21 [ LP.EZ] LD (Y #23 FTH) Lr.EED
RIGHT LOOP RIGHT LOOP RIGHT LCOP ELECTRIC mz >—Am EXTRA CRANK
ELECTRIC CHAIR SNAKE GRAVE MARKER CHAIR BALL ITUp
E-ATTRO EErTa-04 B20-8770-01 £20-5307400 112-5033-04 {GRN) 142.5033-02 (RED) 112503308 BLU)
LED BD rm.a_.mcmu Lh.EFH eoep  LpEEH o0 LPERwwer | LP.EEN teoer | LPEEM tepBe LP.EED LEDBD | LP.ESH
MYSTERY RIGHT RIGHT RIGHT RAMP RIGHT RAMP RIGHT RAMP RIGHT RAMP RIGHT RAMP
X2 RETURNLANE | OUTLANE |ELECTRICCHAIR|  SNAKE GRAVE MARKER| STANDUP (R) | STANDUP (L)
E20-5307-00 H20-5307-00 §20-5307-00 E2-5307-00 S20-5307-00 S20-5307-00 E20-5307-00 S520-5307-00
tepeo  LPEEHisoso LREELkensp LP. LPEE Lepes LP.EEd epsp  LP.EEY tecep  LREEN Leoso LPEZD
i LEFT RAMP LEFT RAMP LEFT RAMP
'ELECTRIC CHAIR SNAKE GRAVE MARKER | . _u w\ h. ‘_ \ N \_ \ m_.
520877801 520.8770-01 s20-8775-0 520-5307-00 B20-5307-00 520-5307-00 S-ST-00
oo LP.EXMMieoer LPFIHieoep LPEXE ieose  LAETtenen LPEIHi1eoen  IPELY w00 LRFLid tepen LP.EZT
m LEFT RETURN FUEL LANE FUEL LANE FUEL LANE GRAVE LANE GRAVE LANE GRAVE LANE
LANE {IN) AWARD #1 AWARD # 2 AWARD #3 | GRAVE MARKER SNAKE ELECTRIC CHAIR|
S20-5307-00 SX0-S307-00 S20-5307-00 S20-5307-00 520-5307-00 BA0-5307-00 E20-5307-00 520-5307-00
oo LPEZOeomo  LPE N icmeo  LAF Pl e0e0 LA.EET Y #54 (LSRN ) #55 IR #56 |
LEFT LOOP LEFT LOOP LEFT LOOP SHOOT GUITAR PICK GUITAR PICK
ELECTRIC CHAIR SNAKE GRAVE MARKER AGAIN (X2} JAMES LARS
B20-6 11801 B20-87ra-01 B20ATTS01 520-5307-00 E20-5307-00 520530700
(coe0 LP.EEdleoe0  LPEEZieoep | LPEECleosp  LAEan)ieoso  LRELEE epeo LAl Leoeo LPEDH teoso LpELDY
GUITARPICK | GUITARPICK | GRAVE MARKER | ELECTRIC CHAIR|  COFFIN SNAKE LEFT LEFT RETURN
KIRK ROBERT E.OL. E.OL. E.O.L. E.QO.L. OUTLANE LANE {L)}
HX-5507-00 B20-5307-00 520830700 S10-T46T-00 S40-7462-00 E20-5307-00 E20-E307-00 S20-5307-00
epep  LP.EIAienen  LPELdieoen | LPEiddicoee  LPEadieoen  LPESH tepep LP.ESG (Y 271 =0 Lr.EZE3
GRAVE LANE LEFT RIGHT ELECTRIC CHAIR| ELECTRIC CHAIR| ELECTRIC CHAIR| GRAVE LAN mlwl
STANDUP (R) TOP LANE TOP LANE #1 (LEFT)} #2 (CENTER) #3 (RIGHT) STANDUP (L} >m|—l
SX0-5307-00 BX-53700 E20-5307-00 S20-530T-00 S20-530T-00 B20-5307-80 112-5024-05
LD N 773 T LP.EXLILeD W #75 [ (W) #76| (X ) 4 LAE Lo.E
_ BOTTOM RIGHT LEFT TOURNAMENT _| m C —”
POP BUMPER | POP BUMPER ; POP BUMPER START
112-5024-08 $12-5024-08 Y12-5024-08 112-5024-08




ST Al T
LAMP MENL: ONE, ALL, ROW, COLUMN & ORDERED

~{ypical Lamp Wiring & Schematic

Column:

T tamp Driva
: Wira J13 [iswe)

Lamp Return
Wire ]

XXX = Varylng Wire Color,
Sec Matrix Grid for color,

Typical Lamp Wiring & Schematic

... with Lamp Diode on a Terminal Strip (DOTS)
Ususity when an LED Moduls is used a5 & Controfled Lamr kv & Pop Bumger

Lo
S BLACK — ]  SEDIG0
"'h%%e e L.
"” Base

TEREMAL STRF

BLACK T+ WEL=2001

... with Lamp Diode on a Terminal 8irip (DOTS)
Usually when 2 #555 Buth is Lised as a Conlroffed Lamp for a Spof Light

ht

r e " PR v &
"0 L g WO YR

“XAX = Varying YWire Color
See Mabilx Geid for color

. e

Lu_-—-ﬂ—n—nﬂ——m"-—nm“_—l-——--———lm___*-“m“wm-n———_—J




COILS DETAILED CHART TABLE

[3

mr Cluih

JH0-PE/10

piirg 1

Datvar

Fowar Line

Drive Tranalatar

#1 | TROUGH UPKICKER a YEL-VIO 50vDG| BANGBLK | JB-P1 | 0o0504-nb’
#2 |AUTO LAUNCH a2 YELVIO |J10-P9H0{s0voc| BRN-RED | JB-P3 [ososasenb’
#3 | GRAVE MARKER MAGNET as| M [VIOYEL | J10P8 |svOC| BRN-ORG | J8-P4 |ctrsossab’
#4 |ELECTRIC CHAIR MAGNET as| MO [ viovEL | Jiors [swoc| BRNYEL | Je-ps e
#5 |SNAKE EJECT Q5 | Priver | YELVIO | J10-P9/0(5vDC| BRN-GRN | JB-PB e
#6 |RIGHT EJECT as! ¥ | YELVIO |J10-P8HO[s0vDG, BRM-BLY | Ja-P7 B
*7 Q7 BRN-VIO Ja-pe v
#8 | SHAKER MOTOR (OPTIONAL) Ga RED-WHT | J7-P7 [16vac| BAN-GRY | Js-pg |%28027-00

D.T. Contraf

Goll GA-Tum

High Currant Coils Group 2 Quiput FCB Connuciion mrol Line Catar Linw Connect o Bulb Typa
#9 |LEFT POP BUMPER Qs YELVIO | J10-P3/0]sovDC] BLU-BRN | J8-P1 |wosomant’
#10| RIGHT POP BUMPER Q10 YELVIO | 110PaHQ|sovDC] BLURED | J8-pz |mosomny
#11|BOTTOM POP BUMPER ari] A [ YELVIO |J10-Por0|sovoc] BLU-ORG | Ja-pa |mosoient’
#12| SNAKE JAW LATCH a2 1O | YELVIO |opariclsovoc] BLUYEL | Je-ps |wsisool
#13|LEFT SLINGSHOT Q13| Diiver | YELVIO | J10P9/10|50v0C| BLU-GRN | Ja-pe |seecosent’
#14|RIGHT SLINGSHOT sl ¥ | YELVIO |Jtopeojsovoc] srusly | Jspy |mescusd
#15| LEFT FLIPPER (50V RED/YEL)  |Q15 SRYYEL-32 | j10-P6/7 |svDc| ORG-GRY | J8-P8 semal
#16| RIGHT FLIPPER (50V RED/YEL)  |Gi6 Bisvmoan | 10 per7[sovoc| oRavio | de-pg | msiosl’

Low Current Coils Group 1 oumnrca ot Coweoilon ot Line Gavar Ling Gannpel
Qi VIO-BRN
#18| ELECTRIC CHAIR (STEP-UP DRV BD) | Q18 YELMVIO | 310-P010 svot] VIO-RED | J7-p3 | dmsesrob)
#19| FLASH: GRAVE MARKER are| A ORG | J6P10 |20vDc] VIO-ORG | J7-p4 | itaseets
#20| GRAVE MARKER MOTOR aze P::{::r BRN J7P1 |20vDC| VIOYEL | JT-P6 | outs11100
#21| FLASH: BAGK PANEL (LEFT) Qzi| Diver | ORG | J6P10 |20v00, VIO-GRN | J7-P7 | liaswnss
#22| FLASH: BACK PANEL (RIGHT) az| ¥ ORG | J6P10 |2ovd VIO-BLU | J7-P8 | iecswoso |
#23| FLASH: LEFT RAMP az23 ORG J5-P10 | 20vDd VIO-BLK J7-Pg #ggm
#24| OPTIONAL (e.g. COIN METER) Gz RED JMB-P4B| ;voC| VIO-GRY | J7-P10 | COMMETER

1 ow Current Cails Group 2

Trhre
neletar

Drtvar
Output PCH

Powsr Linp
Colar

ORG

Fowar Ling
Connectlon

J6-P10

Powar
Vallagme

Dibva Tranalntgr

Central Lina Colnr

D.T. Control

Line Cannact

#25| FLASH: POP BUMPERS 25 20vDC| BLK-BAN | J8-P1

#26| FLASH: GRAVE MARKER (X2) a6 ORG | J8F10 |20v00 BLGHED | Jowz |leswoss |
#27| FLASH; ELECTRIC CHAIR (X2) az7r| A ORG | J5P10 |20vDC| BLK-ORG | J6p3 |isssmwass |
#28| FLASH: ELECTRIC CHAIR SPOT (x2) [az6| /@ | ORG | /P10 |mvDe| BLKYEL | Jo-Pa 504108
#29| FLASH: RIGHT RAMP qQ2g| Driver ORG J6-P10 |20vD¢| BLK-GRN 1655 i

#30| FLASH: SNAKE aw| ¥ ORG JE&-P10 | 20vDG BLK-BLY | J6-PE 12.8041.08
#31| FLASH; COFFIN INSERT (X2) ast ORG | 4710 =00 BLKVIO | Jop7 | geswme |
#32| FLASH: ELECTRIC CHAIR INSERT | @s2 ORG | brio |zvod BLKGRY | Jope | 05500m |
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6 TRANSISTOR DRIVER BOARD COIL CHART.

Assembly Name
COFFIN LOCK RELEASE

COFFEN MAGNET (DN}
HAMMER ASSEMBLY

DROP TRAGETS RESET

LOOP UP POST
SNAKE JAW

Drive Transistor N.O PWR Line Color PWR Voltage
Q51 YEL-VIO S0VDC
Qs2 YEL-VIC 50VDC
Q53 YEL-VIO 50vDC
as4 YEL-VIO SOVEC
Q55 YEE-VIO 50vDC
Q56 YEL-VIO SoVDC

Control Line

Color
YEL-BRN
YEL-GRY
YEL-ORG
YEL-BLK
YEL-GRN
WHT-RED

Coil Type
27-1500 {090-5004-ND)
23-1100 (090-5030-ND)
26-1200 {090-5044-ND)

24-340 {050-5036-ND)
26-1200 {090-5044-ND)
26-1200 (090-5044-ND)

\O
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6 TRANSISTOR BOARD COIL MAP




G2 10 AUCITE MEHU

=TH ) RURI

ERRHINSE AUDIT I D AU ]
CHOOSE EARNINGS or STANDARD AUDITS

GO TO AUDITS MENU: EARNINGS AUDITS [ #1

— #13 ] / STANDARD AUDITS [ #1 - #59 ]

Perform the below steps to review the audits. Enter the SERVICE MENU, then enter the EARNINGS AUDITS or
STANDARD AUDITS MENUS. For audit definitions or summary, review the Audits Section (GO TO AUDITS
MENU). Try the "DUMP AUDITS TO USB" Feature fo create a text file of your audits. Don't forget to sef the DATE
& TIME in the UTILITIES MENU. See the Utilities Section (GO TO UTILITIES MENU).

Step 1 Press [ SELECT ]
Press | BACK ] to exit for
escape at any time.

Step 2 Press [>]. Gotothe
"AUD" lcon.
Press [ SELECT 1.

Step 3 Press[>]. Gotothe
"EARN" or*S.PL" fcon.
Press [ SELECT ).

Step 4 Press[<}[>]to
move between audits.

P TSN. e AR HINGS AUDLT $#1
Audit Name TATAL PAID CREDITS
Audit Resull ]

ARNINGS AUDITS [ #1-#13] ¥

Ne EARNINGE AUDIT
' NAME

TOTAL COINS THROUGH
PAID CREDITS 8 | FoURTHSLOT
FREE GAME o | CONS THROUGH
PERCENTAGE FIFTH SLOT
AVERAGE 10 | TOTAL
BALL TIME COINS
AVERAGE TOTAL
GAME TIME EARNINGS

5 | COINS THROUGH 1o | METER
LEFT SLOT CLICKS
COINS THROUGH 13 | SOFTWARE
RIGHT SLOT METER
COING THROUGH

7 | CENTERSLOT

STANDARD AUDITS [ #1- #59] ¥

DARD ¥ 0 N STANDARD AUTIT YOUR Nr STANDARD AUDIT YOUR
i * NAME REGLLT M NAME RESULT
TOTAL 8.0M — 5.99K! RIGHT
1 | BALLS PLAYED 21 | scoRes : 41 | DRAINS
TOTAL 10.0M - 12.25M TIL'S
EXTRABALLS 22 | sCoRES 42
EXTRA BALL og | 123N -1ASM 43 | TOTAL
PERCENTAGE SCORES BALLS SAVED
2 | REPLAYT oz | 150N - 17.40M 44 | LEETFLIPPER
AWARDS SCORES USED
5 | REFLAYZ og | 173N - 1855M 45 | RIGHT FLIPPER
AWARDS SCORES USED
5 | REPLAYS 26 | 200M-24%M 26 | 91 MINUTE
AWARDS SCORES GAMES
S | REPLATS o7 | 250 255 47 | LS1SWNUTE
AWARDS SCORES CAMES
g | TOTAL 30,001 - 39.99M 1.5-2 MINUTE
REPLAYS 28 | scoRes 48 | GamEs
Ml REFLAY 2g | 0,00 483M 4g | 225 MNUTE
PERCENTAGE SCORES GAMES
10 | T9TAL 20 | 00M-745M 25_3 MINUTE
SPECIALS 0 | SCORES 50 | GAMES
SPECIAL a1 | 2508 - 30.50M 3-3.5 MINUTE
PERCENTAGE 1 | scores 51 | gaiEs
TOTAL 100,00 - 149,950 3.5-4 MINUTE
MATCHES 32 | scomes 52 | GAMES
HIGH SCORE 150.0Ms 4—5 MINUTE
13 | AwaRDS 33 | SCORES 53 | caMES
Pl HIGH SCORE Ml AVERAGE 56 MINUTE
PERCENT $CORES 54 | GAMES
TOTAL SERVICE 6— 8 MINUTE
15 | FAEE PLAVS 35 | crEDITS 5% | GAMES
W TOTAL BALL SEARCH cg | &2 ]ONINUTE
B piavs N STARTED GAMES
17 | 2oM - 15 OST BALL 10 - 15 MINUTE
SCORES FEEDS 57 | GAMES
1g | 2oM-3.95M LOST BALL 5. MINITE
SCORES GAME STARTS 58 | gaMes
400 -5.99m LEFT REGENT
19 | scores 39 | pRAINS 59 | REPLAY PERCENT
20 6.0M - 7.99M 40 CENTER Note: Audits are subject Io chapge (with or withaul natica),
SCORES DRAINS




~ STRAMDARD

RERLAY TYRE

o ENT e

FHUTO

i ISTALLED.FAC

GO TO ADJUSTMENTS MENU: STANDARD ADJUSTMENTS [ #1

¥ DEFAULTY
STANDARD ADJUSTMENT 1

#63 ]

Peform the below steps to review the adjustments. Enter the ADJUSTMENTS MENU, then enter the STANDARD
ADJUSTMENTS MENU. For adjustment definitions or summary, review the Adjustments Section (GO TO
ADJUSTMENTS MENU). See Utiliies Section (GO TO INSTALLS MENU), to easily change all adjustments
required depending on the install Type (Easy, Hard, 5-Ball, Home Play, elc.) desired,

Step 1 Press [ SELECT 1. Press [ BACK ] to exit or escape at any time.
Ad]ustment Mumber

Step 2 Press {>]. Gote the "ADJ" Icon.
Press [ SELECT L.

Step 3 ..."S.PL" icon. Press [ SELECT ].

Step 4 STANDARD ADJUSTMENT #1 appears with the Adjustment Name [ REPLAY TYPE | flashing. With the
Adjustment Name flashing, press [ < ][ = ] to move between adjustments.

Step 5 To change the Adjustment Setting, press [ SELECT ). With the Adjustment Setting flashing, press [ <} [ >}
repeatedly until the desired seiting appears. Press the [ SELECT ] to "install" the change. The Adjustment
Comment (bottom text line) will indicate [ INSTALLED/FACTORY DEFAULT ), if the Factory Default Setting is

selected or [ INSTALLED ] if the change is not the Factory Default Setting.
OSTANDARD ADJUSTMENTS [ #1 - #6311 ¥

Adjustment Name
Adjustment Setting
Adjustment Commenl

(THETALLED.F|

S —
REPLRY TYPE
ALTC

DEFAULTY

C o GTANDARD: usA N STANDARD usa YOUR
ADJUSYMENT NAME DEFAULT ADJUSTMENT NAME DEFAULT BETTING

1 REPLAY TYPE AUTO 2 HIGH SCORE #1 000,000
2 | i REPLAY PERCENTAGE 10% 3 HIGH SCORE #2 _.,000,000
3 ¥ REPLAY AWARD CREDIT 34 HIGH SCORE #3 _ 000,000
4 ¥ REPLAY LEVELS ) a8 HIGH SCORE #4 _,000,000
5 + AUTO REPLAY START 000,000 36 HSTD INITIALS 3 INITIALS
¢ | 1 DYNAMIC REPLAY START [ 60,000,000 3 HSTD RESET COLINT 2000
7  REPLAY LEVEL #1 15,000,000 38 FREE PLAY NO
8 1 REPLAY LEVEL #2 30,000,000 3 LANGUAGE ENGLISH
9 1 REPLAY LEVEL #3 45,000,000 40 | PLAYER LANGUAGE SELECT YES
10 + REPLAY LEVEL #4 60,000,000 41 CUSTOM MESSAGE ON
1 ¥ REPLAY BOOST YES 42 FLASH LAMP POWER NORMAL
12 SPECIAL LIMIT 1 43 COIL PULSE POWER NORMAL
13| %+ SPECIAL PERCENTAGE 10% 44 KNOCKER VOLUME NORMAL
14 SPECIAL AWARD CREDIT 45 GAME RESTART YES
15 FREE GAME LIMIT 5 46 BILL VALIDATOR NO
16 EXTRA BALL LIMIT 5 47 MUSIC VOLUME 1
17 | EXTRA BALL PERCENTAGE 25, ag BALL SAVE TIME 0:05
18 GAME PRICING USA 10 49 TIMED PLUNGER OFF
1§ MATCH PERCENTAGE 9% 501 FLIPPER BALL LAUNCH OFF
20 MATCH AWARD CREDIT 51| COINDOOR BALL SAVER NO
21 BALLS PER GAME 3 52 COMPETITION MODE NO
2 TILT WARNINGS 2 53 CONSOLATION BALL YES
2 CREDIT LIMIT 30 54 FAST BOOT YES
24 ALLOW HIGH SCORES YES 58 Q24 OPTION COIN METER
2 HIGH SCORE AWARD CREDIT 56 TICKET DISPENSER NG
2 | GRAND CHAMPION AWARDS 1 57 PLAYER COMPETITION YES
27|  HIGH SCORE #1 AWARDS 1 58 TEAM SCORES NO
28| HIGH SCORE #2 AWARDS 0 59 LOCATION 1D 0
29|  HIGH SCORE #3 AWARDS 0 60 GAMEID 0
30| HIGH SCORE #4 AWARDS 0 61 TIME FORMAT 12-HOUR
3t| GRAND CHAMPION SCORE | .__.000,000 62 COIN INPUT DELAY 30

£3 LOST BALL RECOVERY YES

Factory Defaulis Seltings are subject to change during production (especially Standard Adjustments 2, 4, 5, 13, 16-17, 19, 31-35 & 47).
1 Not alf Standard Adjustments are shown. Depending on the selting (whether Factory Default or if changed by the operator), associated
adjusiments do not appear, if not required. Note: If Game Dip Swilch other than USA is installed, diffarent Defaults wilf appear.

i3



ERU FEATURE RUDT - 0-0F GAMES

GO TO AUDITS MENU: FEATURE AUDITS [ #1 - #+ ]

Perform the below steps to review the audits. Enter the AUDITS MENU, then enler the FEATURE AUDITS
MENU. Try the "DUMP AUDITS TO USB' Feature fo create a text file of your audits. *Don’t forget to set the DATE
& TIME in'the UTILITIES MENU. See Utilities Section (GO TO UTILITIES MENU), for more information.

Step 1 Press [ SELECT ). Press [ BACK | to exit or escape at any time.

Step 2 Press [ > . Go to the "AUD" fcon. Audit Number
Press [ SELECT 1. Audit Name
Step 3 Press [> 1. Go to the "GAME' Jcon. Press | SELECT ], Audt Fesut

Step 4 Press [ <[> ]to move between audits. % < AUDITRESULT DIVIDED BY STANDARD AUGIT 16 (TOTAL PLAYS),

Feature Audits are subject to change (with or without notice). View Feature Audits on the Dot Display only. To
export afl audits to your memory stick (creating a text fife), perform the following. Enter the AUDITS MENU, then
enter the DUMP AUDITS TO USB. Note: The "DUMP" jcon can alse be accessed in the USB MENU via the
UTILITIES MENU (see the Ultilities Section (GO TO USB MENU) for details).

' AUDITS MENU

Step 1 Insert your USB Compatible Memory Stick into the USB port en
the CPU/Sound Board (S.A.M. System). If the Memory Stick has space
available and s free of errors, a dated file* is generated (* ensure your |
Date & Time is set prior to selecting or the dated file will have the default |
date of 20XX_01_01; see Section 3, Chapter 5, SET DATE / TIME viathe — "

Step 2 Press [ SELECT ] 1o save the file to your Memory Stick. Press HH%%;L%%%F
[ SELECT ] again to continue or{ BACK }1o exit or escape at any time. PR SELECT' T0 CONTIHUE

Step 3 Rernove the Memory Stick and insert into your PC orMac to save S o
the file (which can then bé copied, printed or emailed). The audits are numbered sequentially without a number

restart between the three types of audits (Eamings, Standard and Feature).

D AL HE! | rentur apustients il ansTaLLeo Facic
GO TO ADJUSTMENTS MENU: FEATURE ADJUSTMENTS [ #1 - #+ ]

Peform the below steps to review the adjustments. Enter the SERVICE MENU, then enter the FEATURE
ADJUSTMENTS MENU. For adjustment definitions or summary, review the Adjustments Section (GO TO
ADJUSTMENTS MENU). See Utilitios Section (GO TO INSTALLS MENU), to easgy change all adjustments
requirad depending on the Install Type (Easy, Hard, 5-Ball, Home Flay, etc.) desired.

Step 1 Press [ SELECT]. Press | BACK ] to exit or escape at any time.

eSS | e foctment humbor v vyt
Stgregs l[:'rse;i II;_:E;!T ]Go to the "ADJ" lcon. Adiusiment Name T

: Adjustment Setting sE i
Step 3 Press [»]. Go to the "GAME" fcon. Adjustment Comment L (IHETALLED-FACTORY DEFRULTY:

Press [ SELECT ).
Step 4 FEATURE ADJUSTMENT #1 appears with the Adjustment Name [ FEATURE ADJ. NAME ] flashing.
With the Adjustment Name flashing, press [ < } [ >] to move between adjustments.

Step 5 To change the Adjustment Setting, press [ SELECT ]. With the Adjustment Setting flashing, press [<}{>]
repeatedly until the desired setting appears. Press the [ SELECT ] to “install’ the changea. The Adjustment
Comment (bottom text line) will indicate [ INSTALLED/FACTORY DEFAULT ], if the Factory Detault Setling is
selected or [ INSTALLED ] if the change is not the Factory Default Setting.

Feature Adjustments are subject to change (with or without notice). View Feature Adjustments on the Dot
Display only. Use the Instalis Menu (via the UTILITIES MENU) to automatically change a select group of Feature
Adjustments (see the Utilities Section) or adjust them one-by-one.

I
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Cabinet Universal Voltage Jumper Plugs (for use with Universal AC Cable, 036-5530-00 ONLY)

JUMPER PLUG ¥
(SPI PART #036-5530-120)
110+VAC
N. AMERICA
LINE VOLTAGE

L

12-PiN FEMALE SIDE TO JUMEER, 9-PIN MALE SIDE TO TRANSFORMER
12-PIN MALE SIDE CONNECTOR: 9-PIN FEMALE SIDE CONN.

1 BLK
2BLK
3 WHT-BLK

4 WHT-BRN

5 WHT-BRN

6 BRN (or YEL-WHT)
7 WHT-ORG
8 WHT-ORG
9 ORG

10 BLK

11 WHT

12 NiU

12-Pitd P4 CONN.

FAM CONN.
BACK VIEW & (

« JUMPER PLUG
{SPI PART #036-5530-100)
98VAC - 109VAC

. JAPAN or 1

. AMERICA LOW Riack & Whita wiras rom

LINE VOLTAGE e s oorh cabing! hollom

JUMPER PLUG ¥ JUMPER PLUG ¥ JUMPER PLUG ¥

{SP1 PART #036-5530-206) (SPI FART #036-5530-220} (SP| FART #)36-5530-250)

200VAC - 211VAC Z1VAC - 224VAC 225+VAC
EUROPE and EUROPE and EUROPE and
MID. EAST LOW MID. EAST MID. EAST HIGH
LINE VOLTAGE LINE VOLTAGE LINE VOLTAGE

Cabinet and Coin

38 Door Wiring
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{Go To Coil Menu

i To initiate, from the DIAGNOSTICS MENU, select the "COIL" icon. Coils #01 — #16 are typically High
5.:.:, IL Current Coils (although Low Current Coils may be used in these positions & will be noted). Coils #17 -
f #32 are typicaliy Low Current Coils. Flash Lamps are typically used in positions #25 — #32 (although
Flash Lamps may be used in any position and will be noted). Auxiliary Coils may be used in positions #33 - #35.

Remernber, use the GREEN Button to go [ BACK ], exit or escape, the RED Buttons to [ </ — 1 GO BACK
[+/>] GO FORWARD, and the BLACK Button to [ SELECT ] ENERGIZE the coil (so!eno:d) or flash Iamp

i s

Single Coil Test TROUGH LIP- I-'II RER
To initigte, frorrill mg COIL[I".-'IEI}IU, ksgect tp‘e “TEJ‘.?'I; #1 ,
icon. Ensure the Power Interlock Switch is pulled out  § L} =11 " - i
if testing with the Coin Door open. Upon entering N L E il ID E'H BLI—" ]
Single Coil Test,“yog will n(})_}ice lr}e #;{ cc}).jlris shown. The Pot |

Matrix Display will indicate the coif or flash famp name, coi 3 i o 4
{solencid) or flash larmp number and the Coil or Flash Lamp Tgpical Coi WII‘II‘Ig & Schematic
Power Line / Drive Transisior Control Line wire colors. To

determine the "Pin-Outs” from the 1/Q Power Driver Board, the Vg FCB 1o
Coil Voltage Gauge-Turns (e.g. 23-800) or lamp type (e.g. #89 0  transistor  Power
#906 Bulb}, view the Coils Detailed Chart Table at the beginning
of this manual or for more on troubleshooting and diagnosing,

see the Yellow Pages (Schematics & Wiring,). I__.. 1

# Trough YEL-VIO
Up-Kicker HIGH
26-1200 POWER

Gauge - Tum ,)FM_

Y Cycling Coil Test <

To initiate, from the COIL MENU, select the "CYC" lcon.
Ensure the Power Interlock Switch is pulled out if
testing with the Coin Door open. The test pulses each
reguiar coil or flash lamp sequentially (cycling) on the Playfield
and in the Backbox (if coils or flash lamps are used). The Dot
Matrix Display indicates the same information you will find in Single Coil Test.

ll(llllllIIIlllIlllllIlIllIIIIIIIIIIIIIIIIIIIIIIII

Go To Flash Lamps Menu

To initiate, from the DIAGNOSTICS MENU, select the "FLASH" jcon. The two tests allows the technician
to easily spot any burned-out flash lamps and replace them. Unlike Single Ceil Test, which tests alf coil
(solenoids), including flash lamps, Single and Cycling Flash Lamp Tests, {est only the flash lamps
used in the game. Flash Lamps are typically used in positions #25 — #32 (afthouigh Filash Lamps may be used in
any position and will be noted).

er \."olrage Supply S50VDC

Remember, use the GREEN Button to go [ BACK ], exit or escape, the RED Buttonsto [ </ -] GO BACK /
[ +/>1G0 FORWARD, and the BLACK Button to [ SELECT ] ENERGIZE the flash lamp.

. =H LAMP TEST
Single Flash Lamp Test FLASH: HAFTE IF FLRSHER
To initiate, from the FLASH LAMPS MENU, select the #

"TEST" fcon. Ensure the Power Interlock Switch is ]

i pulled out if testing with the Coin Door open. Upon - - .UF'L‘. E'L}' E'HH .
entering Single Flash Lamp Test, you will notice the first Flash

Lamp is shown. The Dot Matrix Display will indicate the flash Bulb Tgpes used for Flash Lamps
lamp name, flash lamp number and the Flash Lamp Power Line/
Drive Transistor Comtrol Lina wire colors. To determine the "Pin-
Quts" from the 11O Power Driver Board or lamp type (a.g. #89 or
#5906 Bulb), view the Coils Detailed Chart Table at the beginning
of this manual or for more on troubleshooting and diagnosing,

see the Yellow Pages (Schematics & Wiring). 4906 Bulb
(Wedge Base)
165-5004-00

#89 Bulb
[Bayonel)
165-5000-39-HF

1Cycling Flash Lamp Test
To initiate, from the FLASH LAMPS MENU, select the
‘CYC" fcon . Ensure the Power Interlock Switch is pulled out if testing with the Coin Door open. The

test pulses each flash lamp sequentially (cycling) on the Playfield and in the Backbox (f flash lamps are
used). The Dot Mairix Display indicates the same inforrnation you will find in Single Flash Lamp Test.




COILS DETAILED CHART TABLE

High Current Coils Graup 1 Tranmeton OuneCD

Powsar Linp Powerling Power ODriveTranalstgr D.T.Caontgl Coll GA-Tum
Golar Lonrgetfion  Wolisge Cantral Line Calar Ling Conragt u'b Type

#1 | TROUGH UP-KICKER YEL-VIQ | J10-P8/10 BAN-BLK
#2 [AUTO LAUNCH Q2 YEL-VIO | J10-P9/10|50vDC| BRN-RED | JB-P3 |asooosonb’
A TS ]
#3 | GRAVE MARKER MAGNET Q3 VIO-YEL | J10-P8 |50vDC| BAN-ORG | J8-Pa |si1soesnb’
#4 |ELECTRIC CHAIR MAGNET aa| /! 2.- VIO-YEL | J10-P§ (50vDC| BRN-YEL | 48PS |oiodecn
#5 | SNAKE EJECT Qs | Driver | YEI VIO | J10-P9MO|50vDC, DRN-GRN | JB-P8 | cons wly
fxt .| ——
#6 |RIGHT EJECT as| ¥ YEL-VIO | JIG-PIM0|50vDC| BRN-BLY | Je-p7 |o9osoormd’
=St | R—
#7 |LOOP UP POST DIVERTER Q7 YEL-VIQ | J10-P#10[50vDC] BRN-VIO JBpg |0w0s0and’

SHAKER MOTOR (OPTIONAL) Qs RED-WHT | J17-P7 |1evac| BRN-GRY

' ' Driva  Drivar Powerting Powar Brive Translstar  D.T. Contral
High Current Coils Group 2 Transintor Quinut PC Connoction  Voltsge Banteal Line Gulor Une Gannoct or BUTE Type

#3 |LEFT POP BUMPER YEL-VIO | J10-PSAG BLU-BAN

#10| RIGHT POP BUMPER Q1o YEL-VIO | J10-P9/10|50vDC| BLU-RED | JoP2 |secsounk’
#11|BOTTOM POP BUMPER a11| A | YELVIO |310-Por0jsovoe] BLL-ORG | oapd |2t
#12| DROP TARGETS o1z MO | vELVIO |J10-por0|sovoc] BLUYEL | spps |meeenty
#13|LEFT SLINGSHOT @13] Driver | YE(.\IQ | J10-P910(50vDC( BLU-GRN | P8 |asomomint’
#14|RIGHT SLINGSHOT aia| ¥ | YELVIO [M10-P910[50vDC| BLUBLU | JQPT |aonsnend’
£l
#15| LEFT FLIPPER (50V RED/YEL) Q15 Y Eos | J10-PB/7 |sovoc| ORG-GRY | Jqpa “:m &
RIGHT FLIPPER (50V R LUYEL-3A a0
{50V RED/YEL) Fuse-RED.YEL | 410-P8/7 ORG-VIO | .a-Pg |0%0

PowsrLina  Fowar DriveTranalstor DO-T.Cantrol  Coll GA-Tum
Conneetlan  Voltage Cantral Ling Calar Linw Connect or Bulb Typo

Low Current Calls Graup 1 Transtutes Quperpcs | CpaLine

VIO-BRN
#18| ELECTRIC CHAIR (STEP-UP DRV BD) |a1s YELMIO | J7-P1 [sovoc] viomnen | gr.ps |ososweh,
#19| FLASH: GRAVE MARKER ars| 4 ORG | J6-P10 |20vn] VIO-ORG | J7-Pa |iiesics
#20| FLASH: SNAKE a2 /O 1 orRG | JePt0 [20vod vioYEL | 4786 |Sserar
#21| FLASH: BACK PANEL (LEFT) qz1| Driver | ORG | J6-P10 |20vD0 VIO-GRN | J7pr | redE ]
#22| FLASH; BACK PANEL (RIGHT) az| ¥ ORG | J6-PI0 |20 vioBLy | J7pe | oo ]
#23] FLASH: LEFT RAMP az3 ORG | J6-P10 [20v0q VIO-BLK | J7-P9 |iommnts
#24| OPTIONAL (e.9. COIN METER) Q24 RED JIB-P4-8| 5VDC| VIO-GRY | J7-PT0 | COMNMETER

Driva
Trarulytor

Orhear
et PCA

Pawsr LIng Powerline Feower Briva Translstor D.T. Conteol  Goll GA~Turr
Galar Connactien  Vaitage Gomteal Line €alor Lie Cannast or Bul Typs

Low Current Coils Group 2

#25| FLASH: POP BUMPERS BLK-BAN
#26{ FLASH; GRAVE MARKER (X2} Q26 ORG J6-P10 | 20vDC] myK-RED J6-P2 m
#27| FLASH; ELECTRIC CHAIR (X2) az7| A ORG | BP0 [20vod BLKORG | Jops | o imms
#28) FLASH: ELECTRIC CHAIR SPOT (X2) |az8| /O | ORG | 46P10 |20voc] BLKYEL | Jepa |Vimsorrss
#zg| FLASH: RIGHT RAMP Q29| Driver ORG J6-P10 | 20vDC| BLK-GHN | Jg-P5 m
#30| FLASH: CAPTIVE BALL aw| ¥ ORG J&-P10 |20vDC| BLK-BLU JB-PE | 165500030
#31] FLASH: COFFIN INSERT (X2] ast ORG | J6P10 j20vDC| BLKVIO | Js-b7 |isooeoso |
#32| FLASH: ELECTRIC CHAIR INSERT  |gaz CRG ¥-P10 | 20vDC| BILK-GRY | Je-Pa :m

13
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| Go To Lamp Menu

To initiate, from the DIAGNOSTICS MENUY, select the "LAMP" icon. Controlled iamps are configured in
and 8 X 10 Matrix of Rows [ Lamp Returns / Ground ] and Columns [ Lamp Drives / 18VDC ] with up to
80 lamps possible. The LAMP TEST MENU consists of five (5) parts: Single Lamp Test, Test Al
Lamps, Row Lamps Test, Column Lamps Test and Ordered Lamps Test* to test alf lamps.

Remember, use the GREEN Button to go [ BACK ], exit or escape, the RED Buttons to [ </~ ] GO BACK /
LEFT /[ +/>] GO FORWARD / RIGHT, and the BLACK Button to [ SELECT ] next oras "QK / ENTER."

Upon enlering Single Lamp Test, ... tha #1 lamp is ghown, ... Chsplay will hght up __. tha dot . W

SINGLE LAMF TEST
START EUTTON
LAMP #1

Single Lamp Test

To initiate, from the LAMP MENU, select the "ONE" :
fcon. As each lamp is setected, the lamp will light at it’s N “ RED-EFH |
location on the playtield as weil as the Dot Matrix ' N—— -
Display. Upon entering Single Lamp Test, you will notice the #1 lamp is shown. The Dot Matrix Display wil! ligh
up (hightight) the corresponding dot in the on-screen matrix, display the lamp name, famp number and the Lamp

All Lamps Test

To initiate, from the LAMP MENU, select the "ALL"
fcon. Upon entering All Lamps Test, you will notice the
Dot Matrix Display is flashing ALL LAMPS ON and the Ereemercmeiiil _ W,
lamps on the playfield will be lit, alternating between the rows in the Lamp Matrix Grid. The Dot Matrix Display will
fight up (hightight) all of the dots in the on-screen matrix.

Upon entaring Row Lempa Teat, you wll notice the 41 lamp raw |s shown.

LAMFZ TEST
Row Lamps Test 1B LAMP ROM $#1

To initiate, from the LAMP MENU, select the "ROW" : : FEED-EFRHN

fcon. As each lamp row is selected, the lamps in the (- : Jiz-F1 ~ 033
row will light on the playfield as well as the Dot Matrix Lot
Display. Upon entering Row Lamps Test, you will notice the #1 lamp row is shown. The Dot Matrix Display will
light up {highiight) the corresponding row of dots in the on-screen matrix, display the famp row number, the Lamp
Aeturn wire colors, the /0 PCB Connector and transistor number.

tpen entering Column Lampe Test vou will nalice the 21 lamp ook is shown b —— RSl
0 COLUMH LAMFS TEST

Column Lamps Test | 7 LuMP COLUMN #1
B8 To initiate, from the LAMP MENU, select the "COL” . YEL-EFRN
'CEL | fcon. As each lamp column is selected, the lamps in 1=-F3 17
: the column will light on the playfield as well as the Dot # —l )
Matrix Display. Upon entering Colurnn Lamps Test, you will notice the #1 tamp column is shown. The Dot Matrix
Display will light up (highfight) the corresponding row of dots in the on-screen matrix, display the lamp column
number, the Lamp Drive (18VDC) wire colors, the VO PCB Connector and IC number,

Bulb Types used for Control Lamps Typical Lamp Wiring & Schematic
344 [ : Lomp Rty 7=~ Comen Bitve

LE| {Groung Wire J13 {1svoc)
G ware| (L) | D he
¥, e
‘I(G&SBCg-DO ’ 25-5a l‘II';CD-P‘)IF
5 h
{(Wedge)
112-5024-08
* If not requirad in this game, lcon will not be shown, é Pt o
| Ordered Lamps Test f!gm-c} ire _\fEL.)OﬂL_ 8= Varying Whe Cofr
MLl To inttiate, from the LAMP MENLU, select the "ORD" fcon.

':lﬁti If required, this Icon will appear in the LAMP MENU. Identical to Single Lamp Test, however, the lamps
lit are not in the Lamp Matrix numeric order, but ordered or arranged in separate localized grouping{s) for
easier lamp checking.

S



Driver :
Board

L #8555 LaMP P,

Q33

LAMP MATRIX GRID |

18VDC

YEL-RED
J132-P8

# [T #2

18VDC

YEL-ORG
J13-P7

LP.IEE]

1BYDC

YEL-BLK
J13-P6

#5855 Lave Lp IED

#1 - #80] .u_h::... _-nnm:o:u next ﬁmumv

P cueb ool ewsP v
. 18VDC

#saave LR EE #5551avp LD IED

164111
18VDC

YEL-¥IO =
J13-P3

#5565 LaniP LR EELd # 44 ave 1P IED

GROUND TOURN SHOOT GUITAR
RED-BRN BUTTON AGAIN PICK (JAMES) PICK (LARS) PICK (KIRK} | PICK (ROBERT
J12-P1 165-5002-00 186-5002-00 (X2) 165500200 44-HF |
02 SN 1 555 LanP LP. # 505 LamP LPLAD] # 556 Lave LP.EZHR #s65 Lave LRIETE] w44 Lanp  LP.EGEL #555 ave LP.IEREY # 565 Lawe LPJERE # 555 e LP.EITE
GROUND COFFIN ELECTRIC GRAVE " \_ \N._
RED-BLK (E.OL) CHAIR (E.O.L) |MARKER (E.O.L)
J12-P2 1G5-50020 1B65-5002-00 185-500200 | 185-5053-02-HF (RED 165-5002-00
03 035 LP.Edkd # 555 Lamwp LPJEEL] # 556 Lamp LP.ERE) #5556 Lame LP.EZT #555 Lame LP, #6685 tamp LPEFEY #556 LMp  LP.EZERY # 555 Lawp LP.JELY
GROUND LEFT L. RETURN L. RETURN FUEL LANE FUEL LANE FUEL LANE FULE LANE
RED-ORG OUTLANE LANE {L) LANE (R) #3
J12-P3 165-6002-00 165-5002-00 185-5002-00 185-5002-00
Y 36 i 25 EIVITNN o0 PYTIVIC NN #27 1P EZT # 555 Lave P, #sssLamp LP.JEET] # 555 Lave LP.EES] # 555 Lave LP.E 273
GROUND RIGHT MYSTERY RIGHT LOQP RIGHT RAMP RIGHT RAMP RIGHT LOOP
AED-YEL RETURN LANE GRAVE MARKER | GRAVE MARKER SNAKE
H12-P4 185-5002-00 185-5000-44-HF (2] 185-5002-00
O GEPN : 5cs Lavp LP.EEE] 45 Lavp LP.EELY 4 555 Lamp LPJEET # 566 Lawe LPES # 555 Lane LP. ol #0558 Laner LP.EET] LP.EE #685 Lave LP I
GROUND| RIGHTLOOP | RIGHT RAMP R. RAMP R. LOOP : GRAVE LANE
I Y] ELECTRIC CHAIR | ELECTRIC CHAIR | STANDUP (R} ARROW STANDUP (L) GRAVE MARKER
J12-P5 165-5002-00 185.5002-00 165500200
06 RN # 555 Lavr LP. EXll#ssscane 1P IEZE # 555 Lamp 1.PJETR 7 555 e LP ELT # 558 Lave LP.EXT] JEZET #sssiame LPEXH 755 Lave LE T
GRAVE LANE 1] a1 [T L] HE o wp n GRAVE LANE LEFT LOOP LEFT LOOP
el F'UEL | F"U"EL | FU"E"L | FUE"L" | 340 1ane GRAVE MARKER
J12-P6& 185-5002-00 185-5002-00 185-5002-00 165-5002-00
o7 PO 555 L LP.EIY ¢ 555 Lave L EE wsesiame LP.ERd #655ame LA EIE] #5055 A Y #53 = 4655 Lamp LPEES #555 LAMP LP.
Grounp| GRAVE LANE | GRAVE LANE | GRAVE LANE LEFT RAMP LEFT RAMP L. RAMP
CTHETRY STANDUP (L) ARROW STANDUP (R) | GRAVE MARKER ELECTRIC CHAIR ARROW
J12-P8 185-5002-00 185-5002-00 1B5-5000-00 165-5002-00
[T) P 555 LAMP LP.ESd #sss e LPEES LP.EH] Lep LPEE: , # 555 LaMF LT # 555 Lave LPESTY
GROUND L. LOOP LEFT POP RIGHT POP BOTTOM POP LEFT TOP RIGHT TOP
e weryg ELECTRIC CHAIR ARROW BUMPER LANE
J12-P9 165-50K2-00 194.5033-08 165-5002-00
09 ; B LP I esssamp L BT # 555 1amp LP.ELTd # 558 Laar Y #59 . [
COFFIN 1 COFFIN 2 EXTRA BALL CRANK
nmoczu
RED-WHT w Z >—Am (BOT) (MID) ITuP
J12-P10 112503304 (GAN} 1E5-5054-02 (REL) 165-5054-02 (RED) 1686-5054-02 (RED) 114-5033-07 (ORG; 114-5033-05 (BLU}
0 #5558U8 WP EZE) Y 72 CITIVY N % W 776 LrE
Q42
GROUND ELECTRIC
RED CHAIR #1 (L) CHAIR #2 (C) CHAIR #3 (R}
J12-P1t 165~ 50004 4-HF
# FOR MORE ABOUT DIODE ON TER- . o A : BLK (BT RED wa
MMMDM. mn.“.ﬂhvmmmwmnwwmmfmmcm . Wire Color Abbreviations rﬁﬁ. Black Fus Bed Wikedel
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 Typical Lamp Wiring & Schematic |

1 o : L RRttlw: E:Iumlgl:'l }

: a r [

1 Wire JTf [anr.rndr]‘ WirePJﬁ Eeawc} [

1 . S0 VELSERE |

1 i
| |
i |
| 1
1 I
i I
| |
i i
! I
H I
I i
| XXX = Varying Wire Cal |
| CF i See Matris Giid lof color, |
I L] L] » I
1 Typical Lamp Wiring & Schematic
I ... with Lamp Diode on a Terminal 8irip (DOT8) |
| Lisualy when an LED Module fs used as & Controffed Lanp for @ Pop Bupsr: 1

| N |
1 & BLACK - o R
! V\II'EEige SR M &', i
§ < Base 2 TERHINAL STRIP Y °N
; BLACK + =38 |
: ... with Lamp Diode on a Terminal 84rip {DOTS}) :
I Usvally when a #555 Bulb is used a5 & Conlrofisd Lamp for 3 Spal Light i
i i
i i
! |
I 1
| 1
! {la i

T to nextlomp ...

. : st B . LX) :
| |
1 I
i |
I f i

o H
il i
- |
A N C‘}. "

& e
I K7 ety 1
Vv Ly T S Ay
A= Wire Golor s ire.b
f gﬁm%?u !o? co?nz{ Laimnp Drive Wite. 55 i
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. |Game-8pecific Tests

To initiate, from the DIAGNOSTICS MENU, select the "GAME" icon, Enggigg the Power lg%erlock Switch
is pulled out when testing with the Coin Door apen. This Menu is provided to aliow the technician a

simple od of tesling game specific coils and/or switches, if required. If used, select the lcon (and
Sub-Menu Icons, if any) and follow on-screen prompts,

FITTIITHTIIIIINITINNIEIRITIIINIRERITIILLIRINIIISIIZY
g nlBall Trough Test

To initiate, from the DIAGNOSTICS MENU, select the "CLR" /con. Ensure the Power Interlock Switch is
pulled out if testing with the Coin Door open. This Menu is provided to allow the technician a simple
, * method of removing the balls from the trough and also, to test functionality of the trough, ensuring proper
trough operation. Upon entering Ball Trough Test, you will notice that four switches are already indicated as
ciosed. In the example, the 4-Ball Trough Switches #18, #19, #20 & #21 are shown closed (pinballs at rest in the
bali trough). To return to the DIAGNOSTICS MENU, press the Green [ BACK ] Button.

T Al | Press the Black [ SELECT ] Button o eject the ball in the first
S | position Switch #21 (VUK OPTO Trough #1 (R)), Simuitaneously,
| the Dot Matrix Display and the playfield will eject the ball to the
: Trough Up-Kicker, eject from the Trough Up-Kicker into the
Shooter Lane, momentarily closing Switch #23 (Shooter Lane),
» and is ejected onto the playfisld where the technician can easily
e pinball or allow the ball(s) to re-enter the trough to continue Ball Trough Test. The Dot Matrix Display
incicates Switch #18 (4-Ball Trough #4 (L)} as open as the remaining three (3) pinbalis shift over one {1) position
to the right. If the technician allows the ejected pinball 10 reenter the ball trough, the Dot Matrix Display will
indicate Switch #18 as closed. REMINDER: Switch #22 is the stacking OPTO switch; If more than five (5) pinbalis
are used, the adiitional switches will be noted. Typically, four (4) pinballs are used and required for proper
operation; if this amounts differs, it will be noted on the front page of this Service Game Manual,

A CAUTION! Continuous use off the above test may overheat the Trough Up-Kicker Coil,

[lllIIlllIIllIIlIllllIIlIlIlll[l{![lll!!{l!!!l{!l{;
i {Technician Alerts :

TECHHICIAH ALERT A0

1 To initiate, from the DIAGNOSTICS MENU, select the ‘ e [l CHHTCTAN H =
"TEGH" fcon. This Menu is provided to show any switch MO TECHMICTAN HLERTS

- orsolenoid problems and/or missing pinballs. If upon
entering the SERVICE MENU the display indicated an asterisk
(*}and "USE -+ TO VIEW TEGH. ALERTS", alerts are present.

_FFRE

L e e i | After pressing either Red [ </~ 1/[ + /> ] Button or selecting

T T - - RN 1 . i the DIAGNOSTICS MENU, ih chaploy wil (nciants
T = R M ihe alert(s). If there are 2 alerts present, the display will indicate

EEH"’IEE HEHLI * (B1f2) with the 1sLaIert on the'dis?lily.) Fjll_'ﬁss the Rgd [+/>] X

, o . utton to view the second alert (2/2). The second number in the

0 WIEH TELH HLET' arenthesis () after the slash (/) indicates how many alerts arg

) g o the start of this chapter regarding "Upon entering the SERVICE MENU ** indication and to

SWITCH ALERTS. To return to the DIAGNOSTICS MENU, press the Green [ BACK ] Button. Note: Whilo in

this menu, an option may be present to jump (short-cut) to the appropriate Testing Menu {e.q. Coil Test, Switch
Test, Game Specific Test or Ticket Dispenser Test, if instafleds).

NOTE ON SWITCH DETECTION : During game play, activation of switches are continuously monitored. For a
switch to be determined as inoperable or OUT OF SERVICE, up to twenty games or so must be played for a
switch 1o be automatically marked as QUT OF SERVICE. In programming, if a switch is determined to be faulty,
game play is compensated. Switches noted as OUT OF SERVICE are determined to be stuck closed oropen
depending on switch usage, Free up the swiich actuator, adjust orreplace, if necessary. Periorming a valid switch
closure will put the switch back "IN SERVICE."

Determination of switch usage can be checked in Audits (review the Audits Section). Find the associated Audit
with the switch in question and check usage; compare the numbers to commoniy used switches. After any switch
is checked and repaired or replaced, it's suggested to test the switch in the Switch Test or Single Coil Test
(reviewed earlior in this section) where the associated coil to the switch can be tested as well. After correcting the
problem, the switch will marked "IN SERVICE" and the switch is again monitored as specified above. Oniy you
can determine if a switch marked OUT OF SERVICE is actually inoperable, or if it is just not getiing actuated
during game play,

NOTE ON PINBALL DETECTION : While in TECHNICIAN ALERTS

MENU, if the following is displayed, the game has detected ., ]

one (1) or more pinball(s) missing and has compensated for Technician Alerts continued on the next page.
the lost pinball(s) to provide normal game play.



lechnician Alerts continued from previous page.  |IERTI T Ia - TN GEEVE

During game play, a pinball can get trapped or stuck. £ R _

If after approximately 15 seconds of inactivity or "no j BRLLS MISSIHG
scoring,” Ball Search is started. Note: If the pinbalf is | PREZS LECT' FOR TROUGH TEST

in the Plunger Lane or "heid” on the flipper, no Ball Search wili RN LU T S

be performed. The game will perform one Ball Search in an attempt to "find" or free-up the pinball.

It the game does not see a switch closure (indicating the pinball has not been found), the Dot Matrix Display may
indicate [ LOCATING PINBALLS PLEASE WAIT ..7], during which Ball Search will continue until the timer runs
out (this feature will not happen if the game is in Competition Mods; Ball Search will continue until the pinball is
found, unstuck and/or replaced manually). The display will momentarily acknowledge the missing pinball(s). The
game will provide another pinball into play and will compensate for the lost pinball. Game play will appear normal.

Note: This detection and compensation will happen with every pinball, if each suffers the same fate of a ball trap,
If all balis get trapped, the game cannot be played or started Gntif the situation is rectified,

Important: Determine where the pinbalf is! Do not add pinball(s) until it is determined the pinball(s) are indeed
missing and not just stuck, The most common places for a pinball to be stuck is in device holes (efects and VUKs)
or ball troughs. Determine that all devices are functionally properly, Check around plastic pieces and ramps 1o
seq if the pinball got jammed or stuck.

When the found pinball or a replacement pinball is added to the Ball Trough, the Technican Alert will immediately
clear and will then indicate any remaining alerts (if present) or NO TECHNICIAN ALERTS.

Enter the BALL TROUGH TEST (review the previous page) to cycie the pinballs and to check proper switch and
coil operation. Ifa pinball was added, and the originally stick pinball has freed itself at a later time, the game wili _.

not operate correctly, TECHHICIAH ALERT - (2.-2)

NOTE ON DEVICE MALFUNCTION : While in TECHNICIAN | DEUTCE MALFUHCTION
ALERTS MENU, if the following fs displayed, the game has | AUTD PLUAGER i
qdetected a "device maliunction." Check the device indicated = -1 _ _ =
(coil andlor switch). L IEl OTH LERTS.

W TTTAASIT AR A TRTTITIAAAFTIIRNIIIIILRILRTIIINILIIZ LS
Bl Knocker Test

kRO To initiate, from the DIAGNOSTICS MENU, select the "KNC- CKER” fcon. The digitally mastered
"Knocker” is sounded. The knocker soundis used to alert the player if he/she has received a special,
replay or a credit from the Match Award feature. Press the Black [ SELECT ] Button to activate the
knocker. To return to the DIAGNOSTICS MENU, press the Green [ BACK ] Button.

FACTOID: The knocker got it's name from the ‘original knocker (20th century pinball games), which
used a coil and when energized (fired), the plunger would strike a wood panel inside the cabinet.

b L L T LTI T T T I T 7 T ¢
: Sound / 8peaker Test JUHD .~ SFEAKER TEST |
S | To Initiate, from the DIAGNOSTICS MENU, select the

PR "SPKR" fcon. This system produces true digital stereo
= sound from Backbox & Cabinet Spaakers or “Mono” on
the Cabinel Speaker (when used by itself). This Menu is
provided to allow the technician a simple method of testing the
speakers if rewired or replaced.

Upon entering Sound / Speaker Test, you will notice the Dot
Matrix Display indicating the first option of avaitable music and/or |
sound(s) in this test. Press the Red | + /> ] Button to cycle

through the available music and/or sounds, and press the Black

.. FLAYING SOUND #1
{ SELECT ] Button 1o play the option shown in the Dot Matrix Display. Press the Green [ BACK ] Button to exil.

8peaker Phase Testing

Connections to each of speakers are polarized and each must be connected appropriately for the best quality

sound. If one speaker has the positive and negative connections reversed with respect o the other one, bass

frequencies will not be produced properly and the overall sound quality will be poor. To test for proper speaker
phasing, use the Sound / Speaker Test to cycle through the available mugic and sound.

Speaker Phase Testing cont. next page.
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Speaker Phase Tesling conlinued from previous page.

If the sound is not balanced or doesn’t sound correct, check the speaker wiring.

1. Check each speaker for polarity markings.

If the speakers have polarity markings, verity

______________ Jow that the Backbox Speaker's RED-BLK Wires
CHA-—]7 o RE2-BLK and the Cabinet Speaker YEL-BLK Wire(s)

RED.WHT _LHJ are connected to the negative (-) terminal.
CHA+ —f2 @ 4 ﬁ I
Ly 2. Disconnect the speaker output Connector
+E— 7J:L§

YELBLK J10 (AUDIO) from the GPU / Sound PCB (in
YELWHT I BACKBOX BACKBOX | the Backbox) and connect a 1.5-volt battery

aany

CH B+ —]|4 o] EFT RIGHT across each speaker pair ane at a time while
e === Juw SPEAKER  SPEAKER | observing the speakers.
ACPU/Sound PCBA . ,
' o CABINET BOTTOM 3. Make sure the positive (+) battery terminal
SPEAKER is connected to the positive lead [ J10, Pin-2,

CH A+ | (RED-WHT) or{J10, Pin-4, CH B+ ]
(YEL-WHT) each time. As the connection is made, check speaker cone movement, proper connections are
indicated by outward movement.

FITIETRIRFTIIRIIIIIIIRIIRIIIENIRIIIIANATIIARARLLRIIRS

| Begin Burn-In

PR To initiate, from the DIAGNOSTICS MENU, select the "BURN" jcon, After selecting this fcon, press the
EUR Black [ SELECT ] Button to begin (initiate) the Burn-in Test. Ensure the Power Interlock Switch is

pulled out if testing with the Coin Door open (required for coil function). Upon entering Burn-In Test, the
game will exercise all CPU 1/O Functions: Dot Matrix Display Test, Coil Cycling Testing, All Lamps Test and
Sound / Speaker Test. Press the Green [ BACK ] Button, to pause and to view the cumulative Burn-In minutes,
Press the Green [ BACK ) Button again 10 return to the DIAGNOSTICS MENU.

Note: To reset Burn-in minutes back to 0:00, see Section 3, Chapter 5, GO TO RESET MENU (via the UTILITIES
MENLU), Reset Factory Settings. & CAUTION: Performing a FACTORY RESET will reset alf other information
as well (read the Utilities Section (GO TO RESET MENU), for more information).

_IIIIIIIIIIlllIIIIIIIIIIIIIIIlllllllllllllllll’llllll&i

' Dot Matrix Test \

| DY FTo initiate, from the DIAGNOSTICS MENU, select the "DOT TEST" Jeon. After selecting this lcon the Dot ‘
TE 1) Matrix Test immediately begins. The Dot Matrix Display will mmediately and continuously iliuminate and
-- - C ]cgcle each of the § Tests for 1 pass each. To return to the DIAGNOSTICS MENU, press the Green

BA utton.

i

D e e

lluminates 1 vertical column of dots,

turming it off & illuminating the next column, | ' Huminates 1 horizontal row of dots, furning it off & | >
until each column has been individually lit, | | iluminating the next row, untif each row has been
whils the other columns are off. individuafly lit, whil

- Test 4
Huminates all the dots !Iluminate? all the dots,
uminates all the do except for one row
mp|  except for one column fromgop 1o bottom. [ -
from left to right.

lluminates 1 vertical column of dots,

tuming it off & iiluminating the naxt column,
urttil each column has been individualiy fit, |
while the other columns are off. :

lluminates all the dots alternating even & odd,
in both the rows and columns.
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ZiTicket Dispenser Test

IEI 1o initiate, from the DIAGNOSTICS MENU, select the "TIX" lcon. This Menu (fcon) will only appear if
TIM Standard Adjustment 56, Ticket Dispenser, is set to YES (Dafault = NO*). *Note: Some games
mned Shipped from the factory with a unigue Dip Switch Setting will default to YES). To view and/or change
your setting, see Adjustments Section (GO TO ADJUSTMENTS MENU). Please remember, if you install an
optional Ticket Dispenser, and your default setting is "NO," vou will havé to reset it back to "YES" if a Factory
Reset is performed.

After selecting this /con, the Ticket Dispenser Testwill start. With the Ticket Dispenser properly installed,
manually feed your tickets into the dispenser. The dispenser will activate and pull in the first ticket. Press the
Black [ SELECT ] Button (which energizes Coil #35, Aux 3: Switched Ground) to advance a ticket. Feeding your
Tickets into the dispenser works because Coil #33, Aux 1: Ticket Advance (Enable) is always ‘energized’. With a
Ticket Meter installed, as one Ticket Passes through the Ticket Dispenser, one ‘click’ is fired to the Meter (Coill
#34, Aux 2: Ticket Meter) for each ticket passing through. Dedicated Switch D-19, Ticket Notch, will also be
indicated on-screen (in combination with a audible sound) as "closing” as the notch between the tickets passes
through. In this test you can clear ticket jams and check and/or clear tickets in Escrow, if necessary. To return to
the DIAGNOSTICS MENU, press the Green [ BACK ] Button.
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GO TO AUDITS MENU: EARNINGS AUDITS [ #1 — #13 ] / STANDARD AUDITS [ #1 - #59 ]

Perform the below steps to review the audits. Enter the SERVICE MENU, then enter the EARNINGS AUDITS or
STANDARD AUDITS MENUS. For audit definitions or summary, review the Audits Section (GO TO AUDITS
MENU). Try the "DUMP AUDITS TO USB" Feature fo create a text file of your audits. Don't forget to set the DATE
& TIME in the UTILITIES MENU. See the Utilities Section (GO TO UTILITIES MENU).

TATAL FHHJ CREDITS

Audit Number
Audit Hame
Audit Reslt

Step 1 Press [ SELECT ].
Press | B2ACK §to exit for

escape at any time.

Step 2 Press[>]. Gotothe
"AUD" fcon,
Press [ SELECT ].

Step 3 Press[>]. Gotothe
"EARN" or "S.RI." leon.

¥,

EARNINGS AUDITS

[#1-#13]V

N EARNINGS AUDIT
" NAME

TOTAL COINS THROUGH
Press [ SELECT ]. PAID CREDITS 8 | FOURTH SLOT
FREE GAME I
Step4 Press[<}[>]to PERCENTAGE o | ERthstor o
move between audits. AVERAGE TOTAL
BALL TIME 10 | coins
Ml AVERAGE TOTAL
GAME TIME EARNINGS
5 | COINS THROUGH 12 | METER
LEFT SLOT CLICKS
COINS THROUGH SOFTWARE
6 | RiGHT SLOT 13 | METER
- | COINSTHROUGH
CENTER SLOT

STANDARD AUDITS [ #1- #5691 ¥

OTANDARD A ) Ne GTANDARD AUDIT YOUR Nr ZTANDARD AUDIT YOUR
A R : NAME REBULT " NAME RESULT
) | ToTAL o | B0M-9.99M 4 | RIGHT
BALLS PLAYED SCORES 41 | pRaNS
TOTAL 10.0M ~ 12.490 TiLTS
EXTRA BALLS 22 | sCORES 42
EXTRABALL og | 125M< 12 5H 43 | TOTAL
PERCENTAGE SCORES BALLS SAVED
4 | BEPLAYT oa | 15:0M - T7.49 LEFT FLIPPER
AWARDS SCORES 44 | gsep
5 | REPLAY? o5 | 17:5M - 19.90K RIGHT FLIPPER
AWARDS S | scores 45 | usep
5 | REPLAY3 o | 200M-2039H 46 | & 1MINUTE
AWARDS SCORES 6 | GaMES
2 | REPLAY 4 o7 | 25:0M-29.894 1- 15 MINGTE
AWARDS SCORES 47 | GAMES
s | TOTAL og | 30.0M-35.99M a8 | 152 MINUTE
REPLAYS SCORES GAMES
M REPLAY g | 00M- 43350 2- 2.6 MINUTE
PERCENTAGE 9 | scomes 49 | Games
TOTAL 50,0M - 74.29M 2.5 3 MINUTE
10 | speciaLs 30 | scores 50 | Games
SPECIAL 31 | 75.0M= 53.55M 3- 3.5 MINUTE
PERCENTAGE SCORES 51 | GAMES
TOTAL g0 | 100.0M - 149.96M 3.5 - 4 MINUTE
MATCHES SCORES 52 | GAMES
HIGH SCORE 150.0M+ 4§ MINUTE
13 | AWARDS 33 | scoRres 53 | GaAMES
RIGH SCORE AVERAGE 4 | 5 BMINUTE
PERCENT SCORES 54 | Games
TOTAL SERVICE 6 8 MINUTE
15 | FREE PLavs 35 | ZREDITS 55 | Games
TOTAL BALL SEARCH 56 | 8310 MINUTE
N pavs M STARTED GAMES
17 | GOM- 195 LOST BALL 1015 MINUTE
SCORES FEEDS 57 | GAMES
18 208 - 3.99M S LOSTBALL 15+ MINUTE
SCORES M GAME STARTS 58 | GAMES
4.0M- 5,990 LEFT RECENT
19 | SCORES 39 | praiNs 59 | REPLAY PERCENT
20 6.0M - 7.99M 4 CENTER Note: Audits are subject i change fwith or without nolce).
SCORES 0 | DRAINS
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STANDARD ADJUSTMENTS [ #1-#631 Y
ANDAAD A OLUR N STANDARD USA YOUR
AD A DEFA * ADJUSTMENT NAME DEFAULT SETTING
1 REPLAY TYPE AUTO 32 HIGH SCORE #1 __,000,000
2| i REPLAY PERCENTAGE 10% 33 HIGH SCORE #2 __,000,000
3 t REPLAY AWARD CREDIT 34 HIGH SCORE #3 —, 000,000
4 ¥ REPLAY L. EVELS 1 35 HIGH SCORE #4 _,000,000
5 1 AUTO REPLAY START | 000,000 36 HSTD INITIALS 3 INITIALS
6 ¥ DYNAMIC REPLAY START | ,000,000 K HSTD RESET COUNT 2000
7 ¥ REPLAY LEVEL #1 __,000,000 38 FREE PLAY N
8 i REPLAY LEVEL #2 __.000,000 39 LANGUAGE ENGLISH
9 1 REPLAY LEVEL #3 __000,000 ) PLAYER LANGUAGE SELECT YES
10 ¥ REPLAY LEVEL #4 __ 000,000 4 CUSTOM MESSAGE ON
1 ¥ REPLAY BOOST YES 42 FLASH LAMP POWER NORMAL
12 SPECIAL LIMIT 1 4 COIL PULSE POWER NORMAL
13| ¥ SPECIAL PERCENTAGE 10% ] KNOCKER VOLUME NORMAL
14 SPECIAL AWARD CREDIT 45 GAME RESTART YES
15 FREE GAME LIMIT B 46 BILL VALIDATOR NO
16 EXTRA BALL LIMIT 5 47 MUSIC VOLUME 1
17| ¥ EXTRA BALL PERCENTAGE 25% 48 BALL SAVE TIME 0:05
12 GAME PRICING USA 10 49 TIMED PLUNGER OFF
19 MATCH PERCENTAGE 9% 50 FLIPPER BALL LAUNCH OFF
20 MATCH AWARD CREDIT 511 COCINDOOR BALL SAVER NQ
2 BALLS PER GAME 3 52 COMPETITION MODE NO
2 TILT WARNINGS 2 53 GCONSOLATION BALL YES
2 CREDIT LIMIT 30 54 FAST BOOT YES
24 ALLOW HIGH SCORES YES 55 Q24 QFTION COIN METER
a5 HIGH SCORE AWARD CREDIT 56 TICKET DISPENSER NO
26| GRAND CHAMPION AWARDS 1 57 PLAYER COMPETITION YES
27] HIGH SCORE #1 AWARDS 1 1|58 TEAM SCORES NO
26| HIGH SCORE #2 AWARDS Q 59 LOCATICN ID 0
29 HIGH SCORE #3 AWARDS 1) 60 GAME ID 4
30| HIGH SCORE #4 AWARDS 0 61 TIME FORMAT 12-HOUR
31] GRAND CHAMPION SCORE | ....000,000 62 COIN INPUT DELAY 30
63 LOST BALL RECQVERY YES

Factory Defaults Settings are subject to change during production (especiafly Standard Adjustrnents 2, 4, 5, 13, 16-17, 19, 31-35 & 47).
¥ Not all Standard Adjustments are shown, Depending on the satting (whether Factory Dafault or if changed by the operator), associated
adjusiments do not appear, if not required. Note: If Game Dip Swilch other than USA is installed, different Defaulis will appear.

FITITFIITNTIARIGIRNINIIIRINIINIINIIRIRIIIILILIINISY

Feature Adjustments [ #1 - #+ |

To initiate, from the ADJUSTMENTS MENU, select the "GAME" icon. The Dot Matrix Display will indicate
the adjustment number (in this group), adjust. name, adjust. setting and comment line. The current
adjustment will remain on the display until the next adjustment is viewed or when this sub-menu is exited.

>>> FACTORY RESET or CODE UPDATE NOTE: Don't forget, anﬁchanges you make to your adjustments will
revert back to the Factory Default settinn%s if {'ou perform & Factory Reset or update your Game Code.
See Ulilities Section (GO TO RESETS MENU and GO TO USB MENU),

View the Coils Detailed Chart Menu to see if this game is Shaker Motor Enabled. /fif is, sef the options
in the Feature Adjustment as seen below, (typically the last one).

#  SHAKER MOTOR {OPTIONAL) : Setto NONE, MINIMAL USE, MODERATE USE or MAXIMAL USE.
Factory Default = MODERATE USE. Set {o any of the varying *... USES™ if an Optional Shaker Motor Kit
(SPI Fart Number 502-5027-00) was installed cprrecﬁy in this pinball machine. See the assembly (kit)
on the last page of Blue Pa%es (Major Assemblies). Also see Shaker Motor Coil (Q8) in the Coils
Detailed Cnart Table at the begining of this Service Game Manual or the beginning of the Yeltow Pages.
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B i L L T TR g W R4 PRI LS llullt5 WAL A
[eS—

CPU/SOUND PCB COUNTRY COtN MECHANISMS {SWITCHES) E FBICING SCHEME - ¢ . - IETIORE
bl SWITCH sw1 SETTING COINS THRU : HumborolP.‘sy.s {Craciis) fr Prics Amoupt Shown. ¥ Coin Carg)
COSETTING: =77 OPTION(S) LEFT " CENTER ; . $e¢ "Appendix J* for Cofn Cards Examples & tito! IR
Pea. 4 i =) Defall Highlghiad USDH UNITED TATES DOLLARMS]
oN USA 1 A 140,25 : R o500y
b Ahdbdh dh 45 £h b 4 USA2 . 170,50 2;0 75 | | 755540009 ¥
| USA3 | : 1/0.50 N T e e 755-5400.02-Y
USA 4 10,50 | 5 Ak e 87 ﬁff'm F55.5400-02-¥
= Factory Default USAS 0.25 1.00 0.25 " 170 “ 755.540000 ¥
USA 6 315 1.00 Bitl
= Not Shown on Coin USAY 4 : :
Card LSA 8 1£0.50 R 7555400007
USA S 1/1.00 Y 75.5400-07-Y
e USA 10 B 075 | 2150 T 3200 TES-500-11-Y
e Usa 11 V100 3509 -
Ros. a5 6 7 8 LT o AUDH AUSTRALIAN OGLLARS /T $AUS |
on &) kA AUSTRALIA 1 0.20 | 1.00 1/1,00 a0 | 755-5406-00-Y
lor| Ty vivivv AUSTRALIAZ | | N L1100 | o ' {1 Sidg)
AUSTRALIA 3 1/2.00
AUSTRALIA 4 1/2.00 2/4.00 3/5.06
AUSTRALIA 5 _ 1/3.00 2/5.00 3/8.00 5/10.00
AUSTRALIA 6 172,00 2/3.00
Pos. a 5 6 7 B TN _ GAD /f GANADIAN DOLLARS f%m ]
ne CANADA 1 755-5400-00-¥
o] | WIWIPIWIY]¥l [25¢ door 1 0.25 | 0.25 10.50 | 2/0.75 | 3n.00 [iases
ON | | [|& CANADA 2 s BN 755-5400-10-Y
ore[w| |y rvirly r 100 | AT 1/1.00 3/2.00 - .
Pos. 4 5 5 7 8 e LEE Y HBK # CROATIAN KUNA K { kupng} :
N Fary ry B 755-5410-00-¥
|V vl [viv]v] CROATIA 1 2 _ : 1/3 2/5
Pos. : MY Ditaun Hghigived K/ DANISH KROMER # [ Kr )
on |A A DENMARK 1 | 1 5 1 20 i3 35 755.5402.00-¥ |
o [ Ivlv| [v|v[viv] DENMARK?Z | 0 R 124135 | am | 5] 700 M
| Pos. 4 5 6 7 8 ML LLF LT JPY # JAPANESE YEN #1 %1
on Al |a] la JAPAN 1 1/100 TRLTLT R 755-5408-01-¥
ot | |wl vl Iviwlw] JAPAN2 {2-8ided) £
M1 2345670 LTL # LITHUANIA ! . g
on AlA| [Ala S i o 755-5116.00-¥
pv v vivlw] LITHUANIA usg £
Pos. q i ] DefsuktHighiighid o v KEN E
on | A|ATA] & & . : BESHG00Y D
— v1 [viviy| MIDDLE EAST S # § s IS
[ Poa. | 4 Y Oetwul Highlighted =
OH A NEWZEALAND 1 | 755-5406-08-¥
o [wvlvvly| |[vivly] {Side 2y
Fos. ] 5 3 Defutt :] .
on| &l [A HOBWAY 1 :
oFFjwy W] [WIYI¥IY] NORWAY 2 02X § (2-Sided)
NORWAY 3 s 755-5403-03-Y
NORWAY 4 ( {2-Sided)
NORWAY 5 ' 1/.10
NORWAY 6 1/.10 3/.20
NORWAY 7 1/.20
NORWAY -‘ 1/.20 3/.40
Poa, ] 5 H Dedault Highig ¥ LEFT SWITCH CANBE WiRED TO BILL ACCEPTOR ¥ BUB Jlrf Hl_jssmh HUBLE ‘f” Ruble]
on |4 Al 755.5H1-00-Y
Pos, 4 5 6 7 & BT o ZAR # SOUTH AF
oM Al A S0. AFR 1o.o0- | 755.5403-01.Y
ore 'w|¥| [w] [¥[v|¥]80.AFRICAZ | | 9-50 | 1.00 | 2.00 | 5.00 12,00 2500 )
Fos. 4 5 s ‘ SEK /f SWEDISH KRONOR #[ kr ]
on A&l A SWEDEN 1 1 5 110 2;]5 755-5404-00-Y
OFF ¥{ (¥|¥|¥|lY| SWEDEN 2 ) 15 {2-Sited)
Pox, i i i Colal Highlighisd CHF /f WiSS FRANCS .‘FISfI
o FAFY SWITZERLAND 1| 1 2 8/3 | 44 | 6B | 755.5405-00-¥
[dbdhd viviv|y 2 1 1 32l {Z-Sided)
Pes. e il OsuitHighighind D # TAWANESE DOLLAR /[ TWD ]
oM A 755:5412.00-¥
o [ WIVY] | [wiwlv] TAWAN 110 (use Side 1)
Poa. ] 0 I Dafsult Highlighted .
UK1 8 755-5407-00-Y
AALELAL UK?2 | 735.5407.01-v-
ATTENTION:: UK STH: 755 540701

755-5407-01-v*
§ 755540701
755-5407-01-¥"

COIN.SLOT. TIE TO.6TH (L]
Ezq .CHANNEL.ON ELEC;"'|  UKS5
- COINRIECH:* KR




) Game Pricing,
~_Euro 1-12 Summary & I[nternational (Euro) Standa

td Pricing Select Table

COIN MECHANISMS (SWITCHES) S Reguires SPI
CCINS THRU ... SLOT ; : -Coin Card{s)
LEFT “:CENTER: ZRIGHT:S! & npendix ™ for Coin Cards Examph Fart Number

EUR./f EUROPEAN. .
2 755-5401-01-Y
ﬁm s 755-5401-02-Y
Eur 1-12 are atemate selings for Euro 3 14, S 755-5401-03-Y
counirias UG the Eurs. Eurg 4 17050 [211.00] 755-5401-04-¥
[HIGHUGHTED | Euro § 110,50 [31.00 1 755-5401-05-Y
Euro 6 f 755-5401-06¥
= Factory Default Eur 7 2.00 _2{Q|..5_U1 7100|2500 = 755-5001-07Y
(HIGHLIGHTED | Euro 8 1/1.00 S A 7550108
=MNot Shown on Coin | EUro9 | | 1100 241,50 755-5401-00-Y
Card Euwro 10 1/1.00 3/2.00 755-5401-10-Y
Evro 11 _ 4/2.00 755-5401-11-¥
Euro 12 Mﬂg_ 6300 <] 9/ 755-5201-12:Y

ory Delauif listed below), scrolf through Standard Adjustment 18:

Fur a different Euro Pricing Scheme (other than Fach
Euro 1-12 or CUSTOM* for new sefting (reference above Euro 1-1

7:

Summary). Kegp the Country Dip Switch Setfing the same as lisfed below,

755-5401-09-¥

755-5401-00-¥

¥

Fos. De:\T.;'éTRlA EUR # EUROPEAN UNION EURDS /[ €1

ON | &

orr [ Twlwlvlvlwivly] Eurog 2.00 1/1.00 2/1.50

Fos. : i i}  Dehautt Highighied

on | & BELGIUM

OFF hAbAb Ak dhdhd Euwa 1 2.00 1/0.50 :
| Pos. | q s Dol Highlighind

oN FINLAND

ol [v| [viviviviy 2.00 11.00 | 3/2.00

[ f Dt Highlighhed

o A FRANCE

i o [ e ey e 2.00 1M.00 3/2.00

Pok, B Dkt Highighied . ) —

10,50 RS a i eI
2,00 1/0.50 =

AT S 755540102

[1£0.50

755-5401-04-¥

;

] 785-5501-08-¥

= 2.00 111.00
Pom,

o ; AN,
orrlwlyly| |wiv|vw ITALY 2 1.

Pox ] i H Dot Highlighted

o & NETHERLANDS

ot [wl¥] [wlvlvivly Eurc 3 2.00 1/0.50
(21 2 3 45 6 7 8 Qe Ll ]

oN | A PORTUGAL g
ol (wlwiw| [wlwlel  Furoi 0.50 1/0.50 |
| Pua. | 4 : 1]l Defwult Highighted

all BT A SPAIN

[HIGHLIGHTED | = Factory Default

ASTROBRIGHT

HIGHLIGHTED | = Not Shown on Coin Card

* " For the associated Colnage Card fequired If the Factary Défaut Setting was changed, view on-ing at

o _ httpulfwww.stempinball.comicoinagecards.shtml
You tan download arid print the replacement c:é'rd.iAdom@z‘?eédsk&o'orhﬁqgif;éég&fréd links on site). Use Yeliow Card Stack:

SOLAR YELLOW #65 FROM WALFSAU

2

735-5401-01-Y
755-5401-00.Y

TAR 745.5401-03-Y
e
755-5401-01-Y

§ 75540105

PRODUCTS (Stork #22731) - -
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00 To_Installs Menu
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LITIES MEHU
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To initiate, from the MAIN MENU, select the "UTIL" fcon. The UTILITIES MENU provides ways to quickly and
easily custernize your game with Installs (pre-sets for game Standard & Feattire Adjustments), set-up a Custom
Message (short-cut 1o Standard Adjustment 41, Custom Message), set-up Custom Pricing (short-cut to
Standard Adjustment 18, to the Custom Pricing Sub-Menu), set-up the Date and Time (required if the data and
time is needed to be accurale for data dumps and for tournaments), reset certain particular game data or perform
a complete Factory Reset and to download game data, update or backup game code in the USB MENU.

Al UTILITIES, INSTALLS, RESETS MENU and USB MENU /oons and there usages are explained throughout
this chapter in the same order as seen in the Dot Matrix Display. NOTE: Depending on Game Type, Version,
selections made, Dip Switch settings, location and/or areas, some cons may appear non-functional or may not
appear at all. Installs (Adjustments), lcons and/or functions, order and operation are subject to change.
if in doubt use the Factory Defauit Seltings (review Install Factory on the next pags).

In ciisplays where changes can be made orto perform a function, use the GREEN Button to go [ BACK ], exit or
escape, the RED Buttons to [ </~ 1 MOVE BACK /LEFT /[ +/ > ] MOVE FORWARD / RIGHT to view the next
audit in the group, and the BLACK Button to [ SELECT ] the sub-menus.

FITTIITIIIIINIITIIITIIIIIIITIIAINIIIAIAARRIRIIIILSI

Go To Installs Menu

To initiate, from the UTILITIES MENU, seiect the "INST” /con. The INSTALLS MENU provides 13
Installs to vary Game Play Difficully (set with Feature Adjustments) or Game Piay Type and Install
Factory (restores all adjustments to Factory Defaults).

IHET

For detailed customization ortc check current Adjustments Defaults (either changed by YOU in the
Adjustments Menu or by this INSTALLS MENU or for Factory Default Settings), see Section 3, Chapter 4, GO TO
ADJUSTMENTS MENU. After completing one or more of the Installs in this chapter, go back to the
ADJUSTMENTS MENU to see which Standard and/or Feature Adjustments have changed (Feature
Adjustments and/or seltings are subject to change during production, and may differ than what is described in the
tables at the end of this chapter). The Dot Display will indicate if a setting is a Factory Default or not, If the
settings are not to your liking, perform one of the following:

1. Manually change the Standard & Feature Adjustments Settings (perform this task in the ADJUSTMENTS
MENU, see the Adjustmenis Section).

2.; Install Factory (see the last instalf) on how to reset all of the Standard & Feature Adjustments back to the
Factory Default Settings.

Multiple Installs can be set to vary game play, however, for Installs that have one or more Adjustments in
common, the /ast "Install" selected & activated, will supersede any previously changed Adjustment(s) from any
prior Installs. Any adjustments which you changed and are not affected by the Install will remain as set.

For example, if you want a 5-BALL Game set fo EXTRA EASY: Select and activate the "SBAL" fcon first (which
will typically change any Feature Difficulty Adjustments to HARD), then select & activate the *X_EZ" fcon to
change back the Difficulty Adjustments to EXTRA EASY. However, if the "X.EZ" lcon was selected & activated
first, then the "SBAL" Jcon was selected & activated, the game will be set to a 5+-BALL Game sef to HARD.

Remember, use the GREEN Button to go [ BACK ], exit or escape and the BLACK Butten to [ SELECT ]to
INSTALL your new setting(s).

w==nl Install Extra Easy

P To initiate, from the INSTALLS MENU, select the "X.EZ" Jeon. The Dot Matrix Display will indicate the
YER glgTAli.L IIEXTRA EASY. Follow the on-screen prompts to perform the Install. Set the Game Play
- ifficuity level.

Installs Menu continued on the next page.




Instalis Menu continued from previous page.
l"-—-"-ll Install Easy

I'w."'_"'.-' To initiate, from the INSTALLS MENU, select the "EASY" /con. The Dot Matrix Display will indicate the
ERsY INSTALL EASY. Follow the on-screen prompis to perform the Install. Set the Game Play Difficulty
- level.

Install Medium (Normal or Factory Settings)

To initiate, from the INSTALLS MENU, select the "FACT" fcon. The Dot Matrix Display will indicate the
INS'II‘ALL MEDIUM. Foliow the on-screen prompts to perform the Install. Set the Game Play Difficulty
level.

Install Hard

_='| To initiate, from the INSTALLS MENU, select the "HARD" icon. The Dot Matrix Display will indicate the
HHF INSTALL HARD. Follow the on-screen prompts to perform the Instafl. Set the Game Play Difficulty
level,

Instalt Extra Hard

Wl To initiate, from the INSTALLS MENU, select the “X.HD" fcon. The Dot Matrix Display will indicate the
W HO INSTALL EXTRA HARD. Follow the on-screen prompts to perform the Install. Set the Game Play
smremred Difficulty level,

J Install 3-Ball or 5-Ball

B e To initiate, from the INSTALLS MENU, select either the "3BAL” or *5BAL" /cons. The Dot

':-.'EFIL EEAL Matrix Display will indicate the INSTALL 3-BALL or 5-BALL depending on chaice. Follow the
: on-screen prompts to perform the Install. Set the Game Play Type to 3 Balls per game

{Factory Defauit is 3 Balls per game, not including extra balls earned by the player, if any).
Install Competition

! 2 i

i = | To initiate, from the INSTALLS MENU, select the "COMP” Icon. The Dot Matrix Display will indicate the
'.: T HF] INSTALL COMPETITION. Fcllow the on-screen prompts to perform the Install.

’ Set the Game Play Type to "Tournament” Rules. Programming varies and is subject to change.

3 Install Director's Cut

A
To initiate, from the INSTALLS MENU, select the "DCUT" icon. The Dot Matrix Display will indicate the
t,-.:u-[ INSTALL DiIRECTOR’S CUT. Follow the on-screen prompts to perform the Install.

3et the Game Play Type to programmer’s choice. Programming varies and is subject to change.

| '% Install Home Play

To initiate, from the INSTALLS MENU, sslect the "HOME" Jcon. The Dot Matrix Display will indicate the
INSTALL. HOME PLAY. Follow the on-screen prompts to perform the Install.
Set the Game Play Type to "Home” Rules. Programming varies and is subject to change.

} Install Novelty

%21 To initiate, from the INSTALLS MENU, select the "NOV* jcon. The Dot Matrix Display will indicate the
Nl INSTALL NOVELTY. Follow the on-screen prompts to perform the Install,

bimwaad FEEEEELRSE Thig setting is recommended where local laws restrict certain game features. stk
Set the Game Play Type o "Restricted" Rules. Programming varies and is subject to change.

Install Add-A-Ball

To initiate, from the INSTALLS MENU, select the "AA.B." icon. The Dot Matrix Display will indicate the
H.ALE INSTALL ADD-A-BALL. Follow the on-screen prompts to perform the Install.

aend $HEXEBERER Thig selting is recommended where local laws rastrict certain game features, sk
Set the Game Play Type to "Restricted’ Rules. Programming varies and is subject to change.

e Install Factory

HEHE To initiate, from the INSTALLS MENU, select the "FACT" feon. The Dot Matrix Display will indicate the
F'FI'ET INSTALL FACTORY. Foliow the on-screen prompts to perform the Install. 4 CAUTION! Ail Standard

~ and Feature Adjustments which were changed in the INSTALLS MENU or ADJUSTMENTS MENU are
returned to the Factory Defaults (as indicated in the Dot Dispiay in the ADJUSTMENTS MENU). Note: To
perform a complete Factory Resel, GO TO THE RESETS MENU. Escape back to the UTILITIES MENU, select
the "RESET" lcon, then select the "FACT" lcon in the RESETS MENU {review the end of this section, Resef
Factory Settings).
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ag.: Enter Custom Message

1 To initiate, from the UTILITIES MENU, select the "ABCD CUST MSG" icon. The SET CUSTOM
MESSAGE (a short-cul for Standard Adjustment 41, Custom Message) provides an opportunity to have
a text message appear in the the Attract Mode. Follow the on-screen prompts to complete [ END 1.

Remember, use the GREEN Button to go [ BACK ], exit or escaps, the RED Buttons to [«/i—-1 MOVELEFT/
CGHOOSE NEXT [ +/ > ] MOVE RIGHT / CHOOSE PREVIQUS, and the BLACK Button 1o [ SELECT ] as 'OK’.

BITIITNTETIRIITINIIIIRITIITISIIIAIITITIANIIIILIIRIING

12| Set Custom Pricing
B LA inttiate, from the UTILITIES MENU, select the "PRIC" jcon. The CUSTOM PRICING MENU (a
!F'ml: short-cut for Standard Adjustment 18, Game Pricing, and setting selected is CUSTOM) provides an

opportunity to set Custom Pricing.

Note! MONETARY AMOUNT MUST BE SELECTED FIRST! Press [ 84CK ] to — DECREASE or[ SELECT ] to
+ INCREASE the [ < § >] monetary amount (a.g. ook at the right side of the display from $0.25 to $0.50 ).

Press [ «/~]to - DECREASE or [ + /> ] to + INCREASE the credit quantity (e.g. fook at the left side of the
dispiay from 0 CREDITS AT: to 1 CREDIT AT:}).

REMINDER

IF EXAMPLE CUSTOM PRICING SETTING DESIRED S : In these menus:
1 Play for $0.50, 3 Plays for $1.00 and 7 Plays for $2.00 Press { BACK ] to - DECREASE [ <$]
THEN YOU WILL NEED TO PERFORM THE FOLLOWING : Press [ SELECT ] 1o + INCREASE[$ > |

Step1 The starting display appears as below if no Step2 Press[ SELECT Jto + INCREASE to $0.50.
prior Custom Pricing was installed. Press[+/>]to + INCREASE to 1 CREDIT AT:

_ _CUSTOM FRICING @ | : = OM PRICIMG
CREDITS AT: 1 CREDIT AT: ._..,,__....___.,_,,.'-*"':'-55‘?
i/0.50

Step3 Press [ SELECT ] to + INCREASE to $1.00. Step4 Press [ SELECT ] to + INCREASE to $2.00.
Press [ +/>]10 + INCREASE to 2 CREDITS AT: Press [ +/>]to + INCREASE to 4 CREDITS AT:
i CREDITS AT: 4 CREDITS AT - F=.00
-f 1/0.50 3/1.00 7./2.00 "
+ 10 CHANGE CREDITS

Step5 Press [ SELECT | to + INCREASE the Step6 Press [ SELECT ] to INSTALL,

amount once (example = $2.25), Press [ </=1/[+/>] ori BACK }to edit.

R UETON P . Y - T CTr T —
i INSTALL |

1/0.50 3/1.00 v.2.00

10 INSTALL

[</=]once orpress| ”
times untit INSTALL appears.

Step7  Press [ SELECT ], press [ BACK j twice to exit the SERVICE MENU with your Custom Pricing installed.

CUSTOM PRICING
IHSTALLED
FRESE "SELECT' TO CONTIHUE

To correct or make new changes, reenter, which brings you to Step 6. Press [ BAGK | repeatedly until the
monetary amount shown is the desired amount and then continue following the above steps with your new or
corrected settings. If you are still having difficutty or if you have any questions, please call Technical Support
800-542-5377 or 708-345-7700, option 1.
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f' Set Date / Time
: I:—- To initiate, from the UTILITIES MENU, select the "TIME" /con. The SET TIME MENU appears with the
TIH MONTH flashing. Setting the date and time is required for ‘Data Dumps’ and Tournament Start and End

Dates. If the setting of Standard Adjustment 81, Time Format, is set to 12-HOUR {(Factory Default) the
time will be expressed in the AM / PM format. If Standard Adjustment 61, Time Format, is set to 24-HOUR the
time will be expressed in the 24-hour format.

FITNTIIREITANTIIRRTIANIARIITAITISIRTITRIRRINALLIGIEN

]'I-"- Go To Resets Menu

; To initiate, from the UTILITIES MENU, select the "RESET" icon. The RESETS MENU provides six (6)
F ERET functions to reset onfy the Coin Audits, reset only the Game Audits, reset only the Grand Champion
—miek Score, reset only the High Score(s), reset only the paid Credits (inciudes Service Credits) orto reset
ALL DATA back to the Factory Default Settings.

(E'i-';,. Reset Coin Audits

: L:I To initiate, from the RESET MENU, select the "COIN® Jecon. 4 ONLY the Coin Audits

|1 [ Earnings Audits 5-12 ], will be reset to zero (0), Factory Default Settings. Fallow the on-screen prompts
wammvemed 10 perform the Reset.

: - Reset Game Audits

2] To initiate, from the RESET MENU, select the "AUD" fcon. i ONLY the Game Audits

AL [ Earnings Audits 14, Standard Audits 1-59 and Feature Audits 1-XX* |, will be reset to zero (@),
wemmemmd FACIOFY Dofauit Settings. Follow the on-screen prompts to perform the Resel. *varies per game litle,

{7 Reset Grand Champion (8core)

| Toinitiate, from the RESET MENU, select the “GC" jcon 4 ONLY the Grand Champion Score
[ adjustable via Standard Adjustment 31, will be reset to Factory Defauit Setting. Follow the on-screen
prompts to perform the Reset,

,Q1 Reset High Scores

3T To initiate, from the RESET MENU, select the "HSTD" /con. A ONLY the High Score(s) [adjustable via

'H'qT Standard Adjustments 32-35 |, will be reset to Factory Defaulf Setting(s). Follow the on-screen prompts
- to perform the Reset. Note: High Scores (but not Grand Champion Score) are reset automatically every

2,000 games (Factory Default Setting) fadjustabie via Standard Adjustment 37, HSTD Reset Count J

(75 | Reset Credits

¢ Tt To initiate, from the RESET MENU, select the "CRED" /con. £ ONLY the Credits {includes Service
CKE Credits) | adjustable via Standard Adjustment 23, Credit Limit ]. will be reset to zero (0}, Factory Default
m-—.-g- Seitings. Foliow the on-screen prompts to perform the Reset,

et Reset Factory Settings

BN To inttiate, from the RESET MENU, select the "FACT™" /con. 4 ALL GAME DATA IS RESET! {with the

FI:I |:'T' exception of Farnings Audit 13, Software Meter). NOTE: IF YOU HAD SET-UP CUSTOM PRICING OR
HAD CHANGED ANY ADJUSTMENTS OR PERFORMED INSTALLS, T IS SUGGESTED TO WRITE

DOWN YOUR CHANGES PRIOR TO THE FACTORY RESET, Follow the on-soreen prompts to perform the Reset.

IIIIIIIIIIIIIIIllllIIIllIIIIIIIIIIIIIIIIIIIIIIIIII’
™ 1Go To USB Menu

To initiate, from the UTILITIES MENW, select the "USB" fcon. The USB MENU provides three (3)
functions to download game data, update your game code or backup your code onto a USB Memory
-+ Stick. Review the inside cover for information on how fo update your game code.

’-I'Q"Ié Update Game Code ' 7 | Dump Audits to USB
!

# Toinitiate, from the USB MENU, select the ; OO} Toinitiate, from the USB MENU, selact the
LUF DT "UPDT" fcon. Follow the on-screen prompts or OUHF: 'OUMP” fcon. Follow the on-screen prompts
~eceenncd [QVIEW the inside cover for more information, to perform a Data Dump (download).

Note: If icon is not present, access via the
Ba ckup to UGB M emory Stick Audits Menu, see the Audils Section.

o
D.’-‘ To initiate, from the USB MENU, select the "BKUP" icon. Foliow the on-screen promps to perform a
ERUF Bagkup {game code only). This backup feature does not retain adjustments and/or settings changes
Za1e 1 made.
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50 TO TOU HT MEHU
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To initiatg, from the MAIN MENU, select the *“TOUR" icon. The TOURNAMENT MENU provides ways to quickly
and easily start and stop a tournament. Also, tournament data can be viewed (audits, prize info, etc.).

All TOURNAMENT MENU fcons and there usages are explained throughout this chapter in the same order as
seen in the Dot Matrix Display. NOTE: Depending on Game Type, Version, selections made, Dip Switch settings,
location and/or areas, some /cons may appear non-functional or may not appear at all. leons andior functions,
order and operation are subject fo change.

In displays where changes can be made orto perform a function, use the GREEN Button to go [ BACK ], exit or
escape, the RED Butions t0 [ </~ ] HIGHLIGHT PREVIOUS or DECREASE /[ + / » ] HIGHLIGHT NEXT or
INCREASE to highlight the desired option, and the BLACK Button to [ SELECT ] it or activate.

uuuiiuauarannizizy

Start Tournament

To initiate, from the TOURNAMENT MENU, select the "STRT” fcon. The START TOURNAMENT MENU
allows the operator to start a tournament. Select QUICK START or CUSTOM Tournament Start, For the
first time Tournament Set-Up, it is recommended to select CUSTOM. Follow the on-screen prompts,
After completion of all options in QUICK START or CUSTOM, the Tournament is started, the START TOURNA-
MENT MENU is exited and returns o the TOURNAMENT MENU.

QUICK 8TART :

Increase or decrease the: « DAYS, HOURS and MINUTES « PRIZE POOL $ (DOLLAR) and ¢ (CENT) AMOUNT
« INCREMENT THE PRIZE POOL PER PLAY INCREASES $ and ¢ AMOUNT

L

+ Confirm the current date and time (if it was not set previous via the UTILITIES MENU it can be set-up in this
display as welf). Enter the MONTH, DAY, YEAR and TIME

+ Choose the Tournament Start Date: MONTH, DAY, YEAR and TIME

+ Choose the Tournament End Date: MONTH, DAY, YEAR and TIME

P - SR P

¢ Choose the CREDITS per play desired (01-10). Set the maximum number of Credils that may be accumulated
per game. Nete: The current pricing is displayed; to change pricing GO TO THE ADJUSTMENTS MENU.

Increase or decrease the: » PRIZE POOL $ (DOLIAR) and ¢ {CENT)} AMOUNT
* INCREMENT THE PRIZE POOL PER PLAY INCREASES $ and ¢ AMOUNT
+« MAXIMUM (CAP) PRIZE POOL $ and ¢ AMOUNT.

+ Increase or decrease the number of PRIZES (01-05 HIGH SCORE; 02-05 B’N'W). Set the maximum # of Prize
Positions to be awarded during a Tournament. Selections are as follows (% distribution cannot be changed):

HIGH SCORE: BUMP N'WIN :
Setto01 1 winner  100% (1) Prize Pool Cannot setio 01. Minimum of 2 winners required,
Setto02 2 winners 65% (1) 35% (2} Setto02 2winners 65% (1) 35% (2)

Setto03 3 winners 50% (1) 30% (2) 20% (3) Setto 03 3 winners 50% (1
Setto04 4 winners 50% (1) 25% (2) 15% (3) 10% {4) Setto 04 4 winners  40% (1
Set1005 5 winners 50% (1) 20% (2) 15% (3) 10% (4) 5% (HSett0 05 5 winners 40% (1

}25% (2) 25% (3
) 20% (2) 20% {3) 20% (4)
) 15% (2) 15% (3) 15% (4] 15% (5)

+ Select the AWARD TYPE (CASH, POINTS, PRIZE, TICKETS or NONE). Select CASH for the displays to
represent the Prize Pool amount (based on Jackpot Base and Max.) in $Doflars. Select POINTS for the display
to represent the Prize Pool amount in Points. Select PRIZE, if applicable. Select TICKET for the display to
represent the Prize Pool amount in Tickets. Select NONE NOT TO represent anything.

Custom Start continued on the next page.
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Please visit www.sternpinball.com
For part numbers and mechanical drawings.

Stem Pinball machines are assembled in Melrose Park, Minois, USA; each pinball machine
has unique characteiistics that make it a one of a kind American made product. Each
machine will have variations in appearance resuliing from differences in the machine's
particular wood parts, individual silk screened art and mechanical assemblies, Stemn
Pinball has inspected each game element to insure it meets our quality standards.

Pinball Service Game Manual Sl e
Please call, eMail or visit us oniine for fechnical Suppor, questions or comments regarding this pinbaif game. ol 2013

Go fo www.sternpinball.com and aeen=rrTo]
click Tech. Support & Parts Sajes B

,,pc;; Find Service Game Manual {with updates), Game Code,

Appendixes, Coin Cards, Service Bulleting and much moref

P SPI Part Number
" rotesiee; 1-800-KICKERS (542-5377) or 1-708-245-7700 - e parts.service@sternpinball,com - 780-50E1-00



HOW TO UPDATE YOUR GAME CODE FOR S.A.M. SYSTEM MACHINES

FIFRTGEGIINISNNINIITIIIIIIIIIIIIIRIIINIIIIILIILILLS

USB Compatible Data Storage Device (Thumb, Flash OFJUITIJJ Drives) reguired to copy game code into system.
S.A.M. System compatible, tested & SPI approved USE Data Storage Deviges 128MB+
available through your local distributor: Ask for SPI Part Number 970-0128-00

* to get the Data Storage Device with the latest Game Code copied fo i, add "game title" to above part number.

STYLE, COLOR, SIZE AND MANUFACTURER SUBJECT TO CHANGE.
AITTTIIIIIIINIIIIININIIRIIIIIIIINILIIINLIIAIIINILI

Game Code is subject to change. Update this game with the

latest code downloaded from our website, from anather game or ﬁ -
order through your local distributor (use SP! PN + name above). Pres __ SELECT for SRVICE MENU =
Upon power-up the display will describe the version of code : e

installed in your game. When directed to do so {via Service R, SR o~
O/@ O/© skLect

Bulletin or website announcement) you will need to update your BACK
code ... with the BOOT FLASH EPROM* installed, here's how: |

01

STEP 1 Open the Back Box and locate the 8-Position = Green +» Red Buttons » Black
Dip Switch (SW7 on the CPU/Sound Board). Button Press to move Button

STEP2  Switch Dip Switch #8 to "ON’, pressto [ skeft, Right> — Pressio
(*BOOT FLASH EPROM must be instafied.) scape P ;33|&"n§ Sascorease S é}ggt

STEP 3 Press the White Reset Button (57 RESET on the (or Exit). orto change settings. (or '0K)).

CPU/Sound Board) or Power Cycle the game OFF/ON
(ON/OFF Switch is located on the otside of the cabinet bottom, front right).

STEP 4 Using the 4-Button Service Switch Set (inside the Coin Door):

4A}  Press [SELECT] to begin. QTEP 4

4B }  With the "UPDT" lcon highlighted, press [SELECT]. . L

4C} Insert the Data Storage Device [w/latest file(s)] into the USB Port. 1 | ECOT EFROM ;

4D}  Ifmore than one file is present on the Data Storage Device, :.E'-DEI . ;
press [<] or[>] to locale your file. Press [SELECT] to update. = '

4E}  Follow cn-screen prompts. 4A -

CPU/Sound Board (8.A.M. 8ystem)

GAME CODE UFDATE
IHZERY UsE ir_--lll__gr-w.wr STICK
-I L .
FRESS 'BEACK' TA EXIT '

tHGE.RIM
ELECT' T UFDATE
OF
_ PRESZ 'BACK' TOEXIT |
IF MOCRE THAN ONE FILE IS PRESENT ON MEM-
CRY STICK, PRESS [<] or[>] TO LOGATE ...

L ) 5 S § - FOLLOW ON-SCREEN PROMPTS

You can also retrieve your latest code
from another game! From the

1 MPTY USB MENU via the UTILITIES
D"H' MENU, select the "BKUP" fcon
- { instead and download 10 your

Data Storage Device.

ERL
FETTEIIIITITLIETNSNITIINIFINN UL LERIIRESTIRIILSLISS

! Quick Tip ~ Try backing up your current code prior to installing your new code,
just in case your Data Storage Device file was corrupted by a computer glitch while you were copying /

Gol confused? Comments? Questions? Call Technical Support at 800-542-5377 or 708-345-7700 (Option 1).
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in the 4-Ball Trough!

TIrIsssrrrrrsr

FRAS S ANEW7 1A S H X SBIAAS T 2UOE0C00G| BASH |

Backbox Fuses* "
. BACKBOX FUSES
Cabinet Fuses, /0 POWER DRIVER BOARD
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Service Switch X4 Set Access & Use

The 4-Button Service Switch Set provides access for three (3)
functions available for your use: 1: SERVICE CREDIT,
2: VOLUME[~]/[+]and 3: SERVICE MENU.

¥ Lervice Switch X4 Set ¥

To access any of these three (3) functions you must first open the Coin Door (see pictorial above} with the
Game in the Atftract Mode (not already in any Function or Menu stated below) and then foliow below.

vnpo e EREENBUTTONAS: o Function 1: @ERVICE CREDITS MENU

Pushing the Green [ SERVICE CREDIT ] Button first, adds a
Service Credit per push (will not affect your audits as "paid"

, credits). This is usetful for the technician to test games in regular

¥ play without affecting the game audits. Each depression adds 1
credit; up to 50 credits can be applied. Standard Adjustment 23,
Credit Limit, determines this, however, it can be changed from
04-50; for details see the Adjustments Section.

Note: Once your credits are added, this menu wilf automatically exit a few
seconds afler the last buiton depression or whan tha Green [ BACK ] or Black
[ SELECT ] Button is pushed.  This function is disabled if Standard Adjustment

38, Free Play, is sel to YES. The Service Credils are limited to the Credit Limit in addition o any paid credils present in the game fe.g. If the
Cradit Limit is 30, with 8 paid credils present, only 22 Credits can be applied.).

_Fushing efther RED BUTTON first. Pushing either RED BUTTON firsi.

2 s e,

Hi

A Function 2: VOLUME MENU A

Pushing either of the Red | VOLUME ] Buttons first, enters the VOLUME MENU. While in this Mode, to
PECREASE the volume, hold down or depress the 1st Red [ </ —] Button until desired the volume is achieved;
to INCREASE the volume, hold down or depress the 2nd Red [ + /> ] Button until the desired volume is achieved.

Nole: The volume can be sef betwesn 0-63; Once d/our adjustrments are made, this menu will automatically exil a few seconds after the Iast
button dapression or whei the Green [ BACK ] or Black [ SELECT ] Button is pushed.

Pushingfhe BLACK BUTTON first. 4 Function 3: SERVICE MENU

Pushing the Black [ SELECT ] Button first, enters the SERVICE
MENU. Once in, navigate through all menus by depressing the
Service Menu Buttons. Use the Red [ </—] or[ + /> ] Butions
h 1o move LEFT / RIGHT, NEXT/PREVIOQUS (audits/adjustments) or

to INCREASE / DESCREASE an adjustment (setting). Use the
Black [ SELECT ] Button to select a highlighed /con, move 1o the
next line of iext orto answer "OK" where applicable. Use the
Green [ BACK ] Button to exit or escape back.




DIAGNOSTIC AIDS S A A X AT AX I

. —-—— i This audible / visual alert display is shown when the 50V / 20V
COu J 20U DTsAELED i Power is disabled (by opening the Coin Door). PULL OUT THE

CLOSE COIH D E INTERLOGK SWITCH ONLY WHILE IN THE SERVICE MENU

INTERLOCK =l ¢ FOR COIL, SWITCH OR PLAY TESTING WHEN THE COIN

| DOOR IS REQUIRED TO STAY OPEN FOR SERVICE BUTTON

USE! Pulling out the Power Interlock Switch or pressing the

alert display. Initial display presentation is accompanied by 3

audible tones {the bright display warning wift go dim after approximately 30 seconds).

il This alert display is shown momentarily during Game Mode or
| Power-Up to alert the operator of a device malfunction {device or
: RUTO PLUNGER | mechanism doesn't energize or is energized repeatediy).
i - - ' - ! OPERATOR ALERT! works by monitoring any switch activated
S LR (S [T S RS I NSNS B ccvice that has the potential to trap a ball when disabled (e.g. in
SRS R NI, (he Shooter Lane, Scoop or Eject Holes, efc.). This alert can

od with a device (e.g. Ball Trough, Auto Plunger, etc.) is stuck closed (caused by a
switch jam or stuck ball); the game will activate the device a predetermined number of times and if the problem is
still detected, this device or switch will be noted in Switch Alerts and/or Technician Alerts.

i M-':ﬁrHE I‘Fll"ld AR Upon entering the SERVICE MENU, if an asterisk " * * js
. BVE A0 TN displayed after the words "SERVICE MENU," the game has
v T e Ml Cetected possible faulty devices, switches and/or missing

=] AT e S [ = T I inballs. Press the either of the Red Buittons (short-cut fo the
' USE -+ i E TECHNICIAN ALERTS MENU) or continue into the SERVICE
== eeemebisett. MENLU (press the Black Buiton again), select the "DIAG" fcon
and "TECRH" fcon for the Techniclan Alerts information.

NN NNN NN\ CPU DIP SWITCH SETTINGS YA NRNNY

The 8-Pos. Dip Switch [SW1] is on the CPU/Sound Board (between Conn. J3 & J13, lower loft corner)

CPU CEUNTAY SETTING: CPU COUNTRY SETTING: | Fos. ] 5 n CPL COUNTRHY SETTING: | Pos. RBIERE a !5‘ ; 78
ON | & i b -
USA Germany % yI¥iYIvT Russia vivly
CPU COYNTRY SETTING: | Pou. '1‘ ; 345678 e 1 2 24 56 7 8 TP GOUNTRY SETTING:
i oh gl lalal [ ] | [ovlalalalal [ [ F ] :
Australia 2t v b didh Greece o vivivie So, Africa
CPUCOUNTRY SETTING:
<P counthy SETTING: | Pos. REEIEIE G CPU COUNTRY SETTING: | Pot. REEIEIE I ) Spain
Austria (24 Italy on| | [ I4l | [ [ ]
ore| [wlvlwlv[ylrly ore [wlw[¥] [yivwlwvly
CPU COUNTRY SETTING:
sl 1 2 3 4656 6 7 & el 1 2 345678 Sweden
Belgium oN LA Japan ov [A| (Al [&] [ ]
orF|v| |wlv]wlwlriw orr| {w] [w| |wl¥lw
GPU COUNTRY SETTING;
CPU COUNTRY SETTING: eSS 1 2 3456 7 8 Switzerland
: ; oN Atk (A4l [ [ |
Canada 1 Lithuania 2% T Yy
CPU COUNTRY SETHING:
cou country SETTING: | Poe. REEIENEIERCE RS CPU CGUNTRY SeTTING: | Pos. REEIEIEIL I ) Taiwan
Canada2 [2_Jal_alall ]| [Middle East [2|AlAlal"lal | 1 |
Lelaallh 4 WL 4 Yiylw OFF ¥l ¥YIvV¥
CPU COUNTRY SETTING:
©pU GOUNTRY SETTING: izaq.aiﬁa SPU CUUNTRY SETTING: [ Fos. REEREIL I AL ] UK
i on | (alA]l | | oN A
Croatia |t vt viviy Netherlands | 215 51 v vivivis]
CPLISND P8 SETTHG!
CPU COUNTRY SETTING: | Pos. EEEIEIE IR CPU COUNTAY SETTING: | Pok. 4 5 B 7 @ UPDATE CODE
Denmark 2 Al_f [a] ] ] | New Zealand [
off| viyl vIYY|Y oF Yy vlyl (vivlw
[ cPU COUNTRY SETTING: | For. ;‘iﬁq 56 7 E CRU COUNTRY SETTING. | Pus, [LBIE] iq. 5678
P oN L { [ 1] on!| ial (&l T 1 |
Finland ML JINL 4k i di 2 4 Norway ¥l N vivlslv
| 6PU GOUNTRY SETTING: | Por. ILBIES 3;;&;3 CPU COUNTAY SETTING: | Pos, '1‘63 45678
o] |hlh an gyl | [ Al [ ]
France Al Y¥ Il Portugal | = Vil Ivlvly

Note: Siide Dip Switch 8 to Position ON (with Dip Switches 1-7 in the OFF Position) only 1o reboot the game with
the latest version BOOT EPROM installed at U9 on the CPU/Sound Board (S.A.M. System only). Currently, this is
afso the procedure to update your game with the latest soffware code update file. For the latest version, visit our
website. If you have questions about updating your game code, call Technical Stpport for assistance.

3



Pinball Service Menu lcon Tree
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Pinball Service Menu lcon Tree Continued
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Qervice Menu !Introduction

Importani: The Switch Bracket holds the Playfield Power inlerfock. it is located just inside the Coin Door
frame (see pictorial of the Coin Door on the previous page). The Button Switch for the Playfield Power interlock
Switch must be pulied out for electro-mechanical device testing or diagnostic purposes (this is required). I this
button is pushed in, the Playfield Power is disabled while the Coin Door is OPEN.

To get into the SERVIGE MENU MODE review "Function 3: SERVICE MENU" on the next page. After
Power-Up, push down the Black [ SELECT ] Button to begin. Looking at the display you will momentarily see

"SERVICE MENU" followed by the MAIN MENL:

veh i b v

000 SWE 000 HOM. O

SERYICE MENU

F:FIE.':'E 'SELECT' TO I:l:ll'-lTIHI:IE

Use the Red [ </—1/[ + /> } Buttons to mave the selected icon left or right, and the Black [ SELECT ]
Button fto activate the selected Ifcon.

P  EA A

BT PP M T

The MAIN MENU now appears with the "DIAG" /con (GO TO DIAGNOSTICS MENU) highlighted:

P

As the operator views the Menu Screen(s), tha ™e rmeke symbols indicates that there are more leons to select in
each direction. The /con selected will blink. Pushing the Black [ SELECT ] Button will select the fcon and the
Menu Screen will change to the menu selected. Select the Green [ BACK ] Button to move backwards through
the menu levels. Press the Green [ BACK ] Button repeatedly or select the "QUIT" Jeon to completely exit the
SERVICE MENU Mode.

View the SERVICE MENU Icon Tree on the next pages for

a complete overview of all menus used in this system.

The "HELP" lcon provides an explanation of ICON usage or
any other information in the Menu where the “HELP" fcon was
selected (when availabie).

DIAG: GO TO DIAGNOSTICS MENU

AUD: GO TO AUDITS MENU

ADJ: GO TO ADJUSTMENTS MENU

UTIL: GO TO UTILITIES MENU
(INSTALLS, CUSTOM MSG., CUSTOM PRICING,
SET TIME, RESET & USE) ,_

TOUR: GO TO TOURNAMENT MENU (START TOURNAMENT, |
VIEW TOURNAMENT DATA, SIGN MESSAGES) -

»> TO UPDATE THE GAME CODE, REVIEW THE STEPS
ON THE INSIDE FRONT COVER OF THIS MANUAL.

0 AUDITS MEHU

Use both the manual and the display to help customize,
troubleshoot and/or diagnose faults, if any.




Exit Service Menu

In the MAIN MENU and in all SUB-MENUS (where the “QUIT" fcon is present), if the "QUIT" iconis
selected and activated, or the Green | BACK | Button is selected repeatedly (depending on which
sub-menu you're in...), the SERVICE MENU Session will be exited and returned 1o the Aifract Mode.

<IT SERUT ]

PR

Tuming the game on/off will start the Power-Up Routine. Upon Power-Up, the DISPLAY will indicate the :
_ GOUNTRY, FILE VERSION and LANGUAGE(S) installed. LANGUAG EICOUHY: change via Dip Switch. .

The below Problem / Solution Table was designed to answer some common problems frequently asked.

Problem / Solution Table

PROBLEM SOLUTION
Will not enter the SERVICE * Check the Service Swiiches LSREEN. RED (x2) & BLAGK Buttons ] for logse connections or bad ground.
MENU after depressing the + Check the associaled wiring harness tofrom the CPU/Sound Board, Connector J13.
Black [ SELECT ] Button. + Check CPW/Sound Board for possible failure.

glﬁg;‘;“i;g;;;‘:':,%gf:l;;ﬁ:)nalI + Check the Service Swilches wiring harness for poor or no connaction and/or broken wires.
The Green Button in the Altract
Mode will not enter the SERVICE
CREDITS MENU {o add Service
Credits.

+ Check to make surs the Game is not in "Free Play." If the game is set lo Free Play, adding Service
Credits is nol required,
+ Check the Service Switches wiring harness for poor or no connaction and/or broken wires.

+ Check the Dot Matrix Display for loose wiring harness for poor or no connection and/or broken wires.
The Display "blanks out." = Check F1 (3/4A Fuse) on the Display Power Supply Board. Refer to the Yellow Pages (SCHEMATICS &
TROUBLESHOOTING).

fcons “sorolt” along continuously it i i Buttons,
e A BeENL s Check for a stuck switch on gither of the Red Buttons.

The Start and Flipper Buttons |, .00 hormal These switches are deactivated, as th i

; : . \ ey ara a part of the Switch Test,
(o oSt or activae eonsin | gafar 1o the Diagnostics Section (GO TO DIAGNOSTICS MENU, Switch Test),
Can't move selection of fcon with | « Check the Flipper Buttons for locse connections or bad Ground and refer to Section 5, Chapter 2,
the Left and/or Right Flipper Playfield Wiring, #-Flipper Circuit Wiring Diagram,
Buttons, *_This is normal ondy in Diagnostic’s Switch & Aclive Switch Tests (see previous Probiarm},

+ Some functionality of the Service Menu may not have been corpleted during development, If exists, it
Some icons appear non-func- should only be a non-critical function, such as the "HELP" /eon, which will explain the usage of icons.
tional in the MENU or missin When completed, a software update will correct the problem. Software updates are announced via

g Service Bulletins (if critical) and on our website hitpuiwww.sternpinball.com/GAME-code.shiml: view
the Game Code Library Message Board Marques or click Previous Messages for past announcements.

In COIL TEST MENU, the coils

and flashlamps de not firg after | .
pressing the Black [ SELECT } Ensure the POWER INTERLOCK SWITCH is pulled out (see ihe start of this Chapter).

Button,

In the SERVICE MENU, the
volume cannot be adjusted with » The Volume adjustment can only be made when in the Attract Mode {see the star of this Chapter).
¢gither of the Red Butions.

In the SERVICE MENU, the
display seems to lock up, orthe | + If you cannot clear the situation by exiting back one Menu, exit completely out of the SERVIGE MENU,
He p' Display alppsars fo be and re-enier. if the problem persists, call Technical Suppert for additional help.

non-functional.

IF YOU NOTE ANY OTHER PROEBLEMS or
HAVE ANY SYMPTOMS NOT DESCRIBED
ABOVE, PLEASE CALL TECHNICAL
SUPPORT 800-542-5377 (708-345-7700
OPTION #1), SO WE MAY ASSIST YOU.




Go To Diagnostics Menu

To initiate, from the MAIN MENU, select the "DIAG" fcon, The DIAGNOSTICS MENU provides tests for switches,
coils, flash lamps, lamps, sounds and dots in the Dot Matrix Display. Each feature may be tested manually or
automatically after entering the SERVICE MENU (see Service Menu introduction Section).

The [ CYCLING COIL TEST ] /[ FLASH LAMP TEST ] may be used for a quick verification of automatic test
functions. The [ SWITCH TEST ]/ [ SINGLE COIL TEST } /[ SINGLE LAMP TEST ] /[ ALLLAMPS TEST ]/
[ROWLAMPS TEST ]/ [ COLUMN LAMPS TEST ]/ [ FLASH LAMP TEST ] may be used for troubleshooting.

All DIAGNQOSTICS MENU jcons and there usages are explained throughout this chapter in the same order as
seen in the Dot Matrix Display. NOTE: Depending on Game Type, Version, selections made, Dip Switch settings,
location and/or areas, some /cons may appear non-functional or may not appear at all. Some J/cons change
depending on selections (e.g. Selecting and activating the "STRT" lcon [ Start Tournament ] will be replaced with
the "STOP" lcon { Stop Tournament ] ). Icons and/or functions, order and operation are subject to change,

In displays where changes can be made or to perform a function, use the GREEN Button to go [ BACK ], exit or
escape, the RED Butions {0 [ </ -] MOVE BACK / LEFT / DECREASE /[ + / > } MCVE FORWARD / RIGHT /
INCREASE a value orsetting, and the BLACK Button to [ SELECT ] next oras "OK / ENTER / ENERGIZE."

important: Upon Power-Up (Game CPU Reset) or opening the Coin Door walch the Display for any Alerts.x

— e APNERENNENNN This audible / visual alert display is shown when the 50V / 20V
TR IR R s N RS TS MM Power is disabled (by opening the Coin Door). PULL OUT THE
CLOSE COIN DOOR INTERLOCK SWITCH ONLY WHILE IN THE SERVICE MENY
(A S Ty o W] S N il B FOR COIL OR SWITCH TESTING & BURN-IN WHEN THE
0 RESTORE FOIER : COIN DOOR IS REQUIRED TO STAY OPEN FOR SERVICE
N TE— B TTON USE! Pulling out the Power Interlock Switch or
pressing the 'escape’ Green [ BACK ] Button will remove the alert display. Initial display presentation is
accompanied by 3 audible tones (the bright display warning will go dim after approximately 30 seconds).

[l This alert display is shown momentarily during Game Mode or
Powgr—Up to alert the operator of a device malfunctioc? {(device or
. | mechanism doesn’t energize or is energized repeatediy).
It AUTE 'FLUHEEH_ _ i OPERATOR ALERT! works by monitor?ng any switch gcrfvafed
S (S {M NI (NI I c/ovice that has the potential to trap a ball when disabled (e.g, in
W (he Shooter Lane, Scoop or Eject Holes, efe.). This alert can

pp d w (e.g. Ball Traugh, Auto Plunger, eic.) is stuck closed (caused by a
switch jam or stuck ball); the game will activate the device a predstermined number of times and if the problem is
still detected, this device or switch will be noted in Switch Alerts (next page) and/or Technician Alerts,

- o B Upon entering the SERVICE MENU, if an asterisk " * " is
000 VS Q.00 A[]" s} Cisplayed after the words "SERVICE MENU," the game has

" T~ Wl dciecied possible faulty devices, swilches and/or missing
. SERYICE MEHU * pinba, Pross the eithor ofthe Red Buttons (shortut o the
L 1= - - L) - . R TECH ALERTS MENUY) or continue into the SER
!ZJ ;:E T * Tp. I; hl E‘ HFILEF'IT:' MENU (press the Bilack Bution agafn)l select the "DIAG" fcon
and "TECH" fcon for the Technician Alerts information.

CAUTION! Remove all pinballs from the Ball Trough prior to lifting the playfield to it's full upright position

for servicing. PULL OUT the Power Interlock Switch for operaticn. To eject pinballs, select the "DIAG"

fcon from the MAIN MENU to enter the DIAGNOSTICS MENU. Select the "CLR" icon to enter the BALL
TROUGH TEST MENU. Press the Black [ SELECT ] Button. To return to the DIAGNOSTICS MENU, press the
Green [ BACK ] Button. This feature also useful to retrieve a pinball for game testing in Switch or Coil Tests.
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f-'- Go To S8witch Menu

: To initiate, from the DIAGNOSTICS MENU, select the "SW” /con. Swilches are configuredin an 4 X 16
+1]1 { Matrix of Rows [ Switch Drives | and Columns [ Sw. Returns ] with up to 64 possible switches. Dedicated
; Switches are contigured in a 2 X 16 Matrix of Rows [ Dedicated Sw. Drives / Ground ] and Column [ Ded.
Switch Returns ) with up to 32 possible dedicated switches (includes the 8 dip switch positions). The SWITCH
TEST MENU consists of three (3} parts: Switch & Active Switch Tests and Switch Alerts to test alf switches.

Reminder: The Flipper & Start Buttons (parl ol Switch Tests) are temporarily disabled as Service Menu Na vigation Bultons during these
fest(s) so thay can be lested and shown on-screen. Fressinng the Green [ BACK ] Buiton {(Dadicated Switch D-21), Light Green-Black /
Black (GND), wi oxit Switch Test or Active Switch Test. Vg anising SwIch Tl fou il e 1 3030 slchs e skescy e 33 Gosed. ¥

L ; [
p="F Swifch Test ‘ T  SWITCH TEST

; To initiate, from the SWITCH MENU, seiect the "TEST" | : MONE
TEST: lcon. Ensure the Power Interlock Switch is pulled out
amemened (f tESING With the Coin Door open and the activation of
colls is required. Upon entering Switch Test, you will notice that
some switches are already indicated as closed. In the examples,
the 4-Ball Trough Switches #18, #19, #20 & #21 are shown T SHITCH TEST
closed (pinballs at rest in the ball trough), along with the Flipper | Baaal i SELEET
E.C.8. Dedicated Switches D-10 & D-12 (End-of-Stroke |} EEEEEEn e

LeH=-GRY ELK

Switches are 'normally closed’). If the game has more flippers ! i

with E.Q.S. Dedicaled Switches, CPU Dip Switch Setting other il . ARG
than 1-8 OFF or switches stuck closed, more dots will be : ' g
indicated (enter Active Switch Test to reveal the names).

In Switch Test, close sach switch and observe the display (switoh closure is
accompaied by a short aucibla tone). In the example, the Black [ SELECT |
Button Dedicated Switch D-24 is pressed. The Dot Matrix Display will light up
{hightight) the corresponding dot in the on-screen maitrix, display the switch T
n[ame, switch numbegancll the Swiich ﬁrgﬁ é He:‘ium ulrf're coiorf.; Whei)n nolt T T T
closing a switch, the display indicates and the last switch number clogure, . N » +
For the Switch Matr'x Gric and Dodicated Switch Grid, 566 Finch binFront: Br Typical 8witch Wiring & Schematic
Pinball, DR. 4 or escape out of this test and enter Active Switch Test (dascribed
below] to view the names of the switches closed. Note: Pressinng the Green

[ BAC’!:’ i" Button (Ded. Switch D-21), Lt. Green-Black / Black (GND), will exit the
Swilch Test,

g CAUTION! COIL MECHANISMS WHEN ACTIVATED

HOME
LAET Sk, D2y

Column: Row:
Swilch Drive  Biecking  Switch Return
Wire 1 Diede Wira J6 or J12

[ Th€0G4 ) WHT'X“K‘X
o RS

HAVE FAST MOVING PARTS! While performing Switch

. \ - 0. COM. N.C.
Test with the Coin Door closed or open (with the Power Hormallg()mg cgmﬁn Hocoaly Closed
W WG wilc

Interlock Switch is pulled out), DO NOT USE YOQOUR

FINGER to test swiiches which are associated with a coil
mechanism such as a Vertical Up-Kicker (hole with a swifch),
Siingshots, Bumpers, etc..

Tetminab  Terminal  Terminal

I.:Jf"- Active Switeh Test
Fre To initiate, from the SWITCH MENU, seiect the “ACT"

‘AT ¢ lcon. In Active Switch Test, if any switches are stuck
closed (or normally closed from the presence of pin-
bali(s) as in the Ball Trough), the display will flash the correspond- Dedicated Switch Schematic
ing dot{s) in the on-screen matrix, display the name and the
Switch Drive / Return wire colors. If more than one switch is PNK-XX, GRY-XXX BLACK GroundWio
closed, the switch information will change with each switch, This AR N C Com or J13RID
cycle continues until all switches are cleared or until Active ot e en Nomally Open  Gommon ==
Switch Test is exited. In the example, the Black [ SELECT ] 2,43 or13 Toomlch - Suwich

Button Dedicated Switch D-24 is pressed and held down. The
display will cycle and flash each dot, naming each switch which
is closed. To determine the switch number, compare the high- i

lighted dot to the same position in the Switch Matrix Grid at the  [J e - | ACTILE SHITCHES |
beginning of this manual. J ERE ‘s SELECT
S | LaM=GEY ELR
Switch Alerte . I

To initiate, from the SWITCH MENU, select the "ALRT" /con. In Switch Alerts Menu, possible inoper-
able switches are marked with an "X" (OUT OF SERVICE). Mark switches IN or OUT OF SERVICE by
pressing the Black Button while the intended switch is highlighted and change with either of the Red
Buttons. Switches which are determined as "OUT OF SERVICE" by the game or manually, will be automatically
marked as "IN SERVICE" as soon as the game determinas a valid switch closure (after adjusting, fixing or
replacing the switch, then testing/actualing the switch). Note: A Factory Reset will also put the switch back "IN
SERVICE" in which the game will need to redetermine if the switch should be marked OUT OF SERVICE.




Playfield - Rubber Parts Black Jl]. White [_] & Biue [l (Rings Actual Size) 7

over sircle of o, Ser
h with ug St
at¢ 8, ,4‘,1 SQG

9

measured by the
Inside Diameter
(LD.}. Hems 1-9
and 11 are

Measuramonts
are LD- | lngide
Disnension of Ring )

LAALEY ; 2" [.D. Rubber Ring BLACK £45-5348-10
approximately A - -
174" thick, ftems . . 3 |D Flubbe.r_Filng WH]TE 545-5348-60
10, 12-15 are b 2%," 1.D. Rubber Ring BLK - - 545-5348-20 -
approxfmately — =~ = .. - o N )
1-;'{ 16" ""fk b"“‘-’m 5 -2%"LD Rupber Ring BLK 545-5348-09
7325 1D Ring. The . 2%°\D.RUBberRIng WHT  545-5348-59
size is fmpn'nfed onall’ 4 2" 1.0 Rubber F'linq BLACK 2 - 545-5348-08
- ~. Rings except for tems : .. 2"1.D.Rubber Ring WHITE: - 545.5348-58
,f’t‘ 14-15 {7/16" Q.D, & 3/8" 5 13/.1 l. D Rubbear ng BLK 545-5348-219
/b:“}’/ “~. O.D). Usethispagessa LR b o e i N s
. AL I ~. guide to measure rings ... TP ' -
A YA “~. where the size imprint or " 8- - 1’& 1. Rubber H'"g BLK 245834807
. ”/\L ~ mark does not gxist 145" ID Hub_bar Fi_lng WHT N - 545-5348-57
P ,’ ‘5 Size 2w” |.D. 7 114" 1.D. Rubber Ring BLK 545-5348-06
A (Black or White} was _ 14" 1.D. Rubber Ring WHT 545-5348-58
J ”evg.”seg: Cff‘ﬂf?, o 1" LD.Rubber Ring BLACK 1 __545-5348-05
/! 4 D fraqaies. . -1"1.D.Rubber Ring WHITE 545-5348-55
/ vy g -%a"1D.Rubber Ring BLACK 1 545534804
! N %"1D. Rubber Ring WHITE ~ 545.5348.54
VooV Y g The'hDRubber Ring BLK 1 545:5348-18
Voo 1 5. 7hg"1.D. Rubber Ring WHT 545-5348-68
Vo [ %" I D Rubbe: Hlng BLACK 545-5348-03
- Measurements 1 | 1 PR S ; S NAY T sty
LD, | inside i | o A
[3] E (6] Dimension of Ring ) P gD Rubber ng BLk 2. 545-5348-02
by 111 &2 v 4 PS80 b Rubber Ring WHT 545-5348-52
{1 ] 5 3 )D.RubberRingBLK O 545534801
! ! i %" |.D. Rubber Ring WHT 545-5348-51
r G LUDDer F .
;7 1 4 Jhe'OD FubberRing BLK - 12 545534817 -
Note: | Sizes - .- thg OD. Bubber Ring WHT - 545.5348.:67
;arger than 3* 'Note ftarm 14, YHS'OﬂElackﬂmgs famd«fofdgjarewsdracusm
1D curren ”}’ ‘tha BayorWSmkefs nder ihe playhield (Detwesn dracke! & playfiaid).
avaflable in Black | 5 33" Q.D. Rubber Ring BLK 545-5348-19
Only (Nof Used): ~ %" O.D. Rubber Ring WHT 545-5346-69
37" (545-5348-11); . Smail Flipper. BLACKRing - ¢ '
e, 5"('1'}”',' 5 Lol Do) | 5a5-520700
58" (-15); 6" (-16). Sizes No *Small Flippsr, FIED th  edmEn
Show on this page, listed in the .~ (Soft D u.%‘j _ - 545-5207-22
Sa - FParts Table below or are noted with NfU Large Flipper BLACK Rin
‘\f/ P . B (Not Used) are currentiy not available. _LogDuro) ¢ 2 sa55277-00
W ‘“‘*-.._, It e Large Flipper YELLOW Ring ) g
Sse. TTmmmemmmT P 17 {50 Duiro) (use -06 40 Duro) 545-5277-04
N Pl Large Flipper WHITE Ring o
___________ (50 Burey 545-5277-08
Large Fl|pper RED Ring y .
(Soft Dur) 545-5277-22

ttems 1-13 are

[Nr.JRUBBER RINGS

laTy.| SPIPART . |

Outsida
Diameter

I N | RUBBER BUMPER PADS

'Ior_'Y.I' SPIPART Nr. | Ni. | RBR. BUMPER POST SLVS. [GTY] SPIPART Nz, |

A*  Bumper BLK Pad (Lg. w/ grommet) - - 545; 5428 oo D*  Bumper RED Post Sleeve (Tall) 545-5308-22
Htam A arg located on Fipper Assamidios. See next pageﬁ:r E - ftern 3 in RED use 545-6306-22; lem D in WHITE use545-5308
B*  Bumper BLK Pag {Sm. w/ grommet) 3 545 5105 00 | E* - Bumper Post Sigsve {Short)"- ’ " 545-5151-00

tlem 8 are focated on mulliple assemblies. See next page for focation,
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SAM System Circuit Board and BOOT ROM Compatibility Chart

Game Name
World Poker Tour
Pirates Of The Caribbzan
Family Guy
Spider-Man
Wheel Of Fortune
NBA
Csl
Batman
Indiana Jones
Shrek
24
Avatar
Big Buck Hunter
Iron Man
The Rolling Stones
Tron
Avatar L/E
The Rolling Stones L/E
Tron L/E
Transformers
Transformers LYE
AC/DC
AC/DC {L/E)
X-MEN
X-MEN (L/E)
Avengers
Avengers L/E
Metallica
Metallica L/E
Batman (Standard)
Iron Man {Classic)

The Simpsons Kooky Carnival

(RED)

CPU Bd. No.

520-5246-00
520-5246-00
520-5246-00
§20-5246-00
520-5246-00
520-5246-00
520-5246-00
520-5246-00
520-5248-00
520-5246-00
520-5246-00
520-5246-00
520-8246-00
520-5246-00
520-5246-00
520-5248-00
$20-5303-03
520-5303-03
520-5303-03
920-5246-02

. 520-5303-04

520-5337-01
520-5337-00
520-5246-02
£20-5303-04
520-5248-02
520-5303-04
520-5337-01
520-5337-00
520-5303-00
520-5303-01

520-5246-00

/0O PWR DRV Bd. No.
520-5249-00
520-5249-09

- H20-5249-00
520-5249-00
520-5249-00
520-5249-00
520-5249-00
520-5249-00
520-5249-00
520-5249-00
520-5249-00
520-5249-00
520-5249-00
520-5249-00
520-5249-00
220-5249-00
520-5249-00
520-5249-00
520-5317-00
520-5249-00
520-5317-00
520-5249-00
520-5317-00
520-5249-00
920-5317-00
520-5249-00
520-5317-00
520-5249-00
520-5317-00
520-5249-00
520-5304-00

520-5249-00

U9 Pinball Boot
ROM
V3
V3.1
V3.1
V3.1
V3.1
V3.1
V3
V3.1
V3.1
V3
V3.1
V3
V3.1
Vi
V3.1
V3.1
V3.1
V3.1
V3
V2.0
V2.0

AC/DC 1.0
ACIOC 1.0
V2.0
V2.0
V2.0
V2.0
Vi.0
V1.0
V3.1
MNot Used

V3.1
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L0-£186-00S

Odd YOITIVLIN

AVIH IMVYNS ‘ATaW3SSY

| HOLIMS QIH3NIO 3719v0 €  LO-PFES-9C0 «66
‘14 €80 ‘a1 W8/ DNIENL YMNIYHS| 00-2005-509 +86
I SW Hdd .} X 2€-9 ‘MIY0S| 00-9055-L€2 €l
! JJILXQIGLL X QO 8/€ - MOVE - HIAOVdS NOTAN| 60-0005-FS2 Zl
4 HIHSYM 9#| 00-1005-CPC I
! o8/ X QI GLL X QO B/€ - MIVTIE - YIOVES NOTAN| 6L-0005-pSE 0l
14 SW3S Hdd P/l X 2€-9 MIUDS| 00-0025-282 8§
I SIS SN Hdd .8/€ X T€-9 M3IYDS| 00-L025-CEC g
I ONIZ SW HAd .2/l X T€-9 M3IH0S| 00-8165-L£C L
| SANVI 'GY3H IMYNS G30TOW| 00-828/-5V5 9
[4 SW HMH .2/l X 952 M3YDS| 20-1865-LEC §
| 31V1d 103.108d AQO9 HOLIMS| 00-6£59-GES L4
} HIA0Y WIS - HOLIMS JHNLYININ 8N8] 00-6025-081 )
| OYd STAVI MY HIMOT IMYNS ASSY| LO-v8P/-L1S 4
} OYd SNV ‘MY ¥3ddN IXNYNS INIWAT1IM| L 0-6996-G1S }
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Qdd VOITIVIIN
MVYT HIMOT IMVYNS ‘ATGINISSY
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L HIA4WNG YH399Nd]  00-S0LS-GpS 8
i TYOINOI-ONIMIS NOISSIUAWOD|  00-0205-992 L
14 SW3S Hdd .#/L X 28-8 'MIYOS| 00-00€5-2£T 9
4 1IHOVHE ONINIVLIY NOD| €0-E0C5-5E9 §
| 3A3INS N0D| LO-8L08-5v4 14
| ATHNISSY H3ONNTd; 00-80€2-G16 €
| 30013 ON '008-€Z - 1102| (aN-L00S-060 <
I Odd SINWYr INYNS "13MOVHE 110D] 10-5020-6£S b
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00-2086-005
Cdd SNV - ATaNISSY dAVY 1437

W14 IAISIHAY A3H A9NY| 00-0269-0£8

HIHSYM 94| 00-100G-TP2

Odd SNV - S2 # ALNg| S2-+819-0E8 :

SW3S Hdd Wb/l X 2£-9 'M3HOS| 00-0025-2£2

ATENISSY 31D | £0-9559-51%

SINYT - dWYH L4317 - AT9INFSSY A4.L3AId | 00-25P2-0LS
NOILdI¥O530| # 1dvd




00-2086-00%

Odd SANVT - LHOI - AN8WISSY dWvd

W4 3AIS3IHAY O3Y AgNd| 00-0269-0£8

HAHSYM 9#: 00-1L00S-2v2

OHd SIWVT - I # ALNG| FZ-vB18-0£8

SWIS Hdd b/l X Z6-9 'MIUIS| 00-0025-2E2

ATEINISSY JLvD| 20-8559-515
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e 3 | —
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NOILdIHOSIA| #1lYvd [ALD[# W3l

|-
—| |3




003086008

OUd ST - ATEWISTY 13MYd HOvE

QHd SR - T 1Y ENvd o791 reeawraia | F | s Lon
HAIDTE Hod L X B9 K] DO LS E | + | IF
L LSOO AL W G0 @ - MO - PO O TN S THI06 BT L (1]
TAH AP RO AN Zh R B0 c0 e ebE | T []
HAHEVM SR % GO BN I BNE  GOBeue v | 2 | 4
VHId <fF X A WEo%, DU Guksate | £ 7
CHid ST - 1L & ALNET e va g | + 9
aMvIDSIEw.NI o J E | S
[ AW AR X M3BJs| DCwOEwE [P ¥
LHOHS - ATAWIESY BINALINS0E 5 | IR OrEzesis] 9 | ¢
ASEY GWA ¥ ITA005 [AHOF00S4IE] 9 | 2
mm_is.. “TANYA e s.«ﬁnmn L |

ROILJN530|  BIYvd  [WIf Aa




Playfield - Metal Posts & Fin Shank Screws (Actual Size) ¥

“Frontview "'sme V:ewf

‘5
£
=
53
LI
&
-
a
I B ; E
- trem 4 Post can use 516° LD, Black Ring, ftems 6-8 Posts can use /16" 0., Black Ring,
e 545534802 or While Ring $45-5348-52. 545-5348-17 or While Ring, 545-5348-67.
g 3
| Hems A & B Note: Typically used 1o securg Hax Spacers onfo the
ftams 17-15 & 18 Pos!s can use a Black Plavfiald Wood or Back Pariel.
= Sumper Post Slecye (181}, 545-5308-00 Htem C Moig: Quantity 4 on bottorn Cabinet Speaker Gnif (Oly. 4)
L (While, 525-5308-08 of Red, 545.5308-22) ros 6 o S0 S0
© Usually, anty Posts which are in the ball path Rl (/50 requires #6-32 Nylon Stop Nut, 240-5005-00,
ET) reguire a Bumper Post Sleove. feam D Note: Quantins 3iperon the Cof
@ Hermns 12-15 & 18 Pasis are lypically secured Bracket Woidad Assembdy (510 5929.00) :
s mE T&- ¥ . i the Bumper Battorn Assermbly (515-6459-04),
o) By 8 #10-32 Nylon Séop Nut, 240-5203-00 and ! 4 )
< #10 Washer, 242-5010-02 (item 17 Posi uge & : o
It #3-32 Nyion Stop Nul, 243-5102-00; iem 16 i
g Posi use 3 #8-32 T-Nul, 240-5101-00). E
d & &
/ ttams A-D Note: &
The “Fins" keap ;

i IhB SCrew from
i turning inside the

// el

Na
Tap

#8-32 Thread

#6-32 Threa

#5832 Thread S

AY
-z
—tm
w
o
o
-
=
==
Q
&
=
=
|

£
=
§ ttern 18 Posi, for usage
Y on Spinning Disk Asm.,
4 : . see Page 84,
| Nr. [METAL POSTS | SPIPART Nr. | Nr. | METAL POSTS I SP{ PART Nr. |
1 Post[Faslen] #6-32 Thread // Wood Serew  530-5010-02 |12/ PostHex Bass]. ‘NQ.TAP.//110-32 Thread - =* 530-5332-00
2 - Post [Fasten) #6-32 Thread / #6:32 Thread - '530-5012-027| 13  Past [Hex Bs] #5-32 TAP // #10-32 Thread 530-5332-01
3 Post[Fasten] #a 32 Thread 1 #6:32 Thread 530-5008-00 | 14.: PostiHexBs] #8-32 Thréad # #10-32 Thi. ., 530-5332.02°
" 4 Post Brass [Adjusiable, Sliding) ¥3-32 Thvead - /- " 530-5627-007| 15 Post [Hex8s] #6-32 Thread / #10-32 Th, _530 -5332-03
5 Mini-Post Wood Screw (no cut- way) 530-5004-01 |- 16 - Post [HexBs] #8-32 TAP // #8:32 Thiead . . 530-5332:04
6 .Min-Post Wood Screw. "l 1 530:5004-007] 17 Pe #6-32 TAP /f #10-32 Thr. 530-5679-00
7 Mini-Post Machina Ser, V. #10- 324" Thread 530-5005-01 {8 ._Post [HexBa +Groove] #8-32 TAP !f‘ #10 32 Thr . 530-5753-00

(BA MiniPostMS /41092 87 Thiead " 530:-5005-00 "y T iy SHANK SCREWS |_SPIPART . |
8B { Mini-Post Short MS // #10-32 875 Thread 530-5749-00 A #6-32 X 3/4" Fin Shank Screw 237-5921-02
@ Post[Fasten] #6-32 Thread / Wood Screw . B30-5263-01 |y #6-32 X 7!8' Fin hank Scraw E '_ L 237 592104,
10 Post #6-32 Tap # #6-32 Thread" © 1830512700, 5 ot
11 Post|Fasien] #6-32 Thread # #8-32 Thread 530- 5007@0 . C #Eg;: ::'BF;' p?r:jalr::(nss‘.:r:::k s crew - - gg; ggg?gg

‘PlL_I NOT ALL PARTES LISTED ABCVE ARE UBED ON THIS GAME [QUANTITIER PER GAME WILL DIFFER).
COMPARE ACTUAL PART ON GAME TO ABOVE DRAWINGS TO IDENTIFY THE PART NUMBER REQUIRED.




Playfield - Nylon Stop, KEPS, Hex, T-, Flange, Pal* & Wing Nuis* (Actual Qize) +

Nr._| NYLON STOP NUTS* | SPIPART Nr. | @ =
- - y :I'

= N1 #6-32 Nylon Stop Nut, 0406005200
(N2, #6-32 NS Nut (with 14" Hex Body) . 240-5010-00

B ' ST 240510200
. 240-5203-00

.- 240- 5303 01-
240-5316-00

[ nr. [KEPS NUTS* ___I'spipaRT M. |
K 2;K9ps Nut. (wﬂhStarWasnecb-f 040-5008-00
240-5011-00
240-5104-00.
240-5208-00 D A
40-5207-00." K1
240-5318-00

|_SPIPART Nr. | = AN
1240-5004-00" .
A

M4  #10-24 Hox Nut 240-5202-00 T
ftam Hd used with §10.24 X 17 Cariape Boit Square Meck Black (231-5021-00) located in H 1
:he Cabingt for the Sm‘a An'nor Rear flowands Backiban).

"HE 718 Hex Nut 240- 531"7 00

[N, IT-NUTS* |_SPIPART Nr. I

f
40-5200-00: =
S
[ Nr. | FLANGE NUT* | SPIPARTNr. | &
Ft "X 20 Flange Nut 240-5300-00 =
flam F1 used with 14-20 X 1-14 Sq. Neck Carriage Bolt Black (231-5003-0C} focaled in the [+¥]
Cabinel for the Side Armor (Froni) and Fival Hinges, -5
[ - [PaL NUTS® [ SP1PART Nr. | £
P47 Plastic;Pal Nuit'(on Flipper Butions) S40-5003-00" &
P2 Metal Pal Nut (on Flipper Buttons) 240-5003-01
* Not Shown
[ Nr. TWING NUTS* | | SPiPART A, |
FWA e WiRgING T 11240-5001-00-.
w2 # L 0-5100-00
W3 #io2 T 40-521:1-00"
W4 V20 Wing Nut o ~ 240-5302-00
- W5 14?:20 Toggle Wing - S . 240-5324-00.
* Not Shown

NOT ALL PARTS LISTED ABOVE ARE USED ON THIS GAME (QUANTITIES PER GAME WILL DIFFER).
COMPARE ACTUAL PART ON GAME TO ABOVE DRAWINGS TO IDENTIFY THE PART NUMBER REQUIRED.

PIS




Hox Spacers: Playfield Top - Hex 8pacers (Actual Size) +

#6-32
@ E{IJ FA [5] FA

s (m— - - I OF" n
m F 11,.3." iaiiiiaac] . 1‘»’3"_ example of "¢

with Male #6-32 Thread
-end, #5-32 Tap on other.

Take Note:

ltems 1-33 are 4" wide. ltems 34-39 are 54" wide. With ltems 1-3A, 4A,
& & BA (the tap goes ihru the length of spacer). With ltems 7, 8A,9-33 &
34-39, the tap is up o 33" deep on each end. Nofe: [tems 3B 4B 6B

. [Nof Shown) & 8B (Shown as exampfe of all "B" Stylas) all have a #6-32
<l Threaded end, the ather end Tapped (same as ftems 7-33).

£ Hex Spacers Not Usedin current games may no
longer be available. Choose an available size (h’ )
and compensate with washers or other spacers.

X Hex Spacer Nut 1/5" Q.. X 1/4"-20 BO (254-53042-00) (Quty, 2)
{(with Pivot Hingas ltem 28L/R, Page 43, Backbox Parts).
&I Hex Spacer (254-5052-00) {Qty. 4)

liem 42 Hex Spacer 172" X 1/4" #6-32 M/F {Oty. 0) (254-5049-03)
ltemn 43 Hex Spacer 1-1/2% X 1/4" #6-32 M/F {Qty. 1) (254-5049-09)

43 (T

31 ~{26] 27} au»
3 28] |[28] s
3 —[24] [29}- 3" _
F %" ; — 274" —23 @l— 4" Iteﬁ%:):(i {eéﬁp#:é:g)g Oh(nJJ}F

415" NotUsed This Game
F 2"

. "y . — -
IEF — — : 4 @_5%"
23/ W A Standard USA 8 inch Rufer
' 4 Is provided an e back covar.

o i

o
]

23l Nr. | HEX SPACERS | SPIPART hr. | |_SPIPART A, |
ol (T X682 Tap (both ends) - .+ 254-5008-00.] /1€ 254-5008-28.
ISl 2 W' X' #6-32 Tap (both ends) 1 254-5008-16
=0l 3A et X Yt #6-32 Tap (both ainds) #254-5008: (botfr onds), .254-5008-08 .

= K p ldentical to 3A with #6-32 Thread end D54. 5024 03 _ 46 2Tap (bofh ends) _ 254-5008-15
Tl 4A 5 X 14" #6-32 Tap (both ends) 054-5008-02 | fap (5 i DBAB008-31
== . B* Identlcai lo 44 with #6-32 Threadend 254 5024 02” _ - #6 32Tapl(£_}o!h ends) . 254- 5008 -14
SR 5 G X Y 32 Tag (both dade) PBA-5008-04-] 257 3 X Ty [ #6:32.Tap (both'ends) ¢ 7 254-5008-19
BA 74 _ XY #6:32 Tap (both ends) 254-5008-05 | 26 3% X'’ #6:32Tap (bothends) 254-5008-26
6B* [ Identical to 6N with #6-32 Thread end 7 54.5024.05}. 973V, X Yt T #6830 Tap: (bt ends) .- ¢ 254500827
U7 AT X Yyt #6-32 Tap (both ends): ' :#6-32Tap (bothends)  254-5008-25
SA 1% X 4":#6-32 Tap (both ends) #6-32 Tap (both ends) = * . 954:5008-36

8B | Identlcal to 8A with #6-32 Thread end #6-32Tap (bothends)  254-5008-21

O 14X Vi THe-32 Tap (both ends) ¢ o : 11754 -32.Tap (both'ends) "+ - 954.5008-23

10 15hs" ,x_ V4" : #6-32 Tap (both ends) 254-5008-34 | 32 4% #6-32 Tap (bothends)  254-5008-30

113 1% X Va*: #6-32 Tap (both ends). L 954-5008-33.| 133, & 32 Tap (both ends)” " 7. 254-5008-28

12 14" X" :#6-32 Tap (both ends} 254 5{]08 -09 #6- 32 Tap (both sndsj 254-5008-35

1337 1% X Va". #6832 Tap (botf onds) D52 - : - 8, o 254:5018-09°

14 13" X T/&" : #6 -32Tap (both ends)  254- 5003 10__ . 254-5018-06
153 174" XVq" :#6-32 Tap (both'ands) % +254-5008-20 [:37 2% X 32.Tap.(both 6nds) - . " 254:5018-07 "
16 20 xW ._#6 327Tap {both ends)  254-5008-07 | 38 __4" X5f15 #‘f:s -32Tap (both ends)  254.5018-03

47 2% X Vi :#6-32Tap (bothends) . ¢ 254-5008-32°- 39 " #6-32 Tap (both ends) . . 2545018400

18 24" X V" :#6-32 Tap (both ands) 254.5008-18 | 40 4 02 x 5;15 1 #6-32 Tap (both ends) 254.5018-04

p] (D NOT ALL PARTS LISTED ABOVE ARE USED ON THIS GAME {QUANTITIES PER GAME WILL DIFFER).

COMPARE ACTUAL PART ON GAME TO ABOVE DRAWINGS TO IDENTIFY THE PART NUMBER REQUIRED.




Playfield Top - Plashc Posts & Spacers & Metal Spacers (Actual Size) +

o can usa 3yg"

7 0y Black Ring,
545-53148-01 or
{White) Ring,
“ 2 545-5348-51

Lo
ER

— g,
%8 8
canh:se 5 gy
Rubber 3
canuse 9qg" ) @— can use 3;; Sleave -‘Dg &
Black Ring, Black Ring, 545-5348-01 or i ! (Shart), L
545-5348-02 or| (White) Ring, 545-5346-51 3 : A, “; w E
{While} Ring, : 5158-00 g
545-5448.5 = =
[ 12

PLASTIC PART COL: 'R CHART

5=11;
lor | Nr. Color Helght Shown X 83" 0.0. P e 1D
700 i Blagk: ¢ - ."06 Yellow X 15310, 1" 'f)‘.-fn enf-r O.D:.& D
stori is
??easured
ram this
point. =
l yzll
* ltems 1 & 5 come in various colors. The “XX" (the last 5 6] [7] [6z] [o%] [fof] [id
2-Digits In the Part Number), should be replaced with the i i 1
desired 2-Digit number from the above Color Chant (may 4 nems 5 through 17 dimensions are measured from bottom
not be avaitable in every color; oiher colors used in prior to just under the cut-away._item 33 dimension is measured 12 % @
games may no longer be available) Call for availabifity from top-to-top of curve.  See pictorials with flems 11 & 33, en)
X470,
. [14] . . 9 [0 @ @ - 24 [Bp§
.:._yl 3 % . /e ] : 1 [ d IR E ] i /Iif 115,1 w 1/:1"
L ; g‘j & ¥ 0.0. &1,
N 2 "i n
13- 14 & 16 - 25¢ 85 ik G 27 - 31:
Height Shown X34" 0.0, X 175" 1.D. i g £ & Height
X% 00X 20010 A 28] [0 | xiec
0. &iD. g 0 8 DALY S8 v X
11%55" X %' 0.D. X. 147" 10 ' e
_._._.1 (—-—n——\( 3}{4 n
3 ¥ 33%
(¢ !9_ I
. N, 32 dimansion s rensired from #is ol i e e =
?/a 3 1 l/sll
A"
| Nr, iPLASTIC POSTS & SPACERS I SPI PART Nr._| Nr. ] PLASTIC POSTS & SPACERS I SPI PART Nr.

4** 1 Groove .Jewel Plastic F'ost {X}(-Color) 550 5034-XX |
ltems 3 & 4 typleally sec'd by: Post Fastening Ser. #5-32 Top/ #6-32 Bot, (530-5012:02). | - 2'5'
Use Cator Char: above for lasi zdlgﬂs Not ait cofors dre availabte. =

X 78" OD, X 178" 1.D. Pls. Sper. (Gray)  254-5000-05.
X% QD X 75%1D. Pls. Spér (Gray) | 254:5000-08

26 119" X 35" 0.D. X 147" LD. Plastic Spacer (Gray)  254.500(-15
femng 13-26 Only ; Spacers may afso ba Black in color frandam from vendor),

c
.0
*
L]
o
&
——
=
[}
E
(4]
5
a

007-02:

S : Not Shown and Ksted for refergnce oniy ; 254-5000-10: 24" X 3" O0. % 175" LI

T . Spacer (White] 254-5007-05 | 13 516" X Ve X 147%18: 516" X 516" X 1907 -17: 185" X 34~ O0. X 175 1.0
7% %" Solf Retain, Piastic.Spacer (White -264:5007-01. (727 - 74" X 515" 0.0, X 144" 1D, Metal Spacer - 254-5014-03
8% % Self Retain. Plastic Spacer (White) 254-5007-04 %' X " OD. X 144" |D.Metal Spacer  254-5014-00
9% 5" Salf Retain. Plastic Spacer (White): 254:5007-00 |- o¢ g X Bt O, X.144% 1D, Métal Spacer - 554:5014-04
10F %" Self Retain. Plastic Spacer (White) .254-5007-03 ' X g . Metal Spacer  254-5014-01
11% .17 Self Retain: Plastio Spacer (Whits ‘254°5007:06 {4317 13" X 5he" O.D.X " 144° 1.0, Metal Spacer . D54-5074-02

12 _1/@ X' 0D, X.147"1D. Pls. Spa 254-5000-03
18 gt X 3" 0D X 4TEYLD, PIs'_.Spacer{Gray} O84:5000:19:F
14 ¥1g'X %" O.D. X 175" 1.D. Pls. Sper. (Gray)  254-5000-18 | 337 (p :
15. Y& X %" O.D.X 200" I.D. Pls. Spts.(Gray).  :254-5000:02:. Plastic Spacer, 5
16 %" X %" 0.D. X 175" 1.D. Pls. Spacer (Gray) 254-5000- 09 [..=,  Plastic Mounting 254 5054 00
17 %" X% 00X 175"1:D. Pls,  Spacer(Gray) 254.5000-12: 1 4x" . Plastic Spacer, 1. 1300
18 %" X% 0.0.X.175|.D. Pls. Spacer (Gray 254-5000-01 | 70 PlasticMounting'..” . 254- 5054-01
19 3 X%.00.X.17871D.Pls. Spacer (Giay): - . 254-5000-14-
%' X %" 0.D. X 175" |.D. Pls. Spacer (Gray) 254-5000-07

NOT ALL PARTS LISTED ABOVE ARE USED ON THIS GAME {QUANTITIES PER GAME WILL DIFFER),

X 5'15 0.DX. 144" 1D Melal Spacer 254-5001-00

COMPARE ACTUAL PART ON GAME TG ABOVE DRAWINGE TO IDENTIFY THE P/N REQUIRED.
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Playfield Top & Bottom - Small Bayonet Sockets & Bulbs [l (Actual Size) +

LED Bulb
(Bayonet Style)

| Nr.

| BULBS (#44)

| Nr._|BULBS (LED & #455)

[ SPIPART Nr. |

CA wag Bl (replace =XX-wicalor ;
item A Note: Amber (165-5053-03-HF); Green {165-5053-04+4F) Yellow
Fed {165-508-02-HF); Blue (185-5053-05-HF); Otange 165503R07-HF) & 7%« - &

#44'Bulb (Clear) Heavy Filame

[ Nr. [SMALL BAYONET SOCKETS _ | SPIPARTNr. | 10
1 2-Lug Stapls Dovwn Sockat . ol L OFF-8000:00+ 0 1
2 3-Lug Stand-Up Socket (Med Brkt} . B77-5008-00
3  2-Lug Stand-lp Sooket {Mad: Brkt} 0776002400
4 2-Lug Stand-Up Socket (Short Brkt) . 077-5223-00
5 . B-Lug Sland-Up'Sckt, {Short Bracket): = 077-5002:21
6 . 3-lug Staple Down Socket o
7., 2-Lug Laydown Socket -

8 3-Lug Stand-Up Socket [Iall Bracket) 077-5009-00
Nr. | SMALL BAYONET SOCKETS I SPi PART Nr.
9 3-Lug Laydown Socket (3 Lugs Flatke-. o5 by 5

PiB

B LED Madule (WHT) {12.8v 20-25mA} Byat.

A4 ttem B Note: Dittarent Colors may ha available -
1 Red {(112-5023-02); Amber {112-5023-03), Grean (112-5023-04); Blua (112-5023-05},

.10 2-Lug Stand-Up Socket (Tall Bracket)

:3-lig Stand-Up Long Shell Socket
12 2-Lug Stand-Up Lg. Shell Socket iGls)

14 3-Lug SU Lo, Shell Sokt. (45° Brit.)

NOT ALL PARTS LISTED ABOVE ARE USED ON THI1S GAME (QUANTITIES PER GAME WILL DIFFER).
COMPARE ACTUAL PART ON GAME TO ABOVE DRAWINGS TO IDENTIFY THE PART NUMBER REQUIRED.

LGS+ LG Shiell 'Skt (Med.:Brkt.) 7

3-LUg. Laydown Socket: [2 Lugs. Bent) el

112-5023-08

- O77-5005-00
- O77-501300 .
077-5031-00
07750200
. Q77-5085-00
Q77-5082:00




Playfield Top & Bot. - S8mall Bayonet Sockets & Bulbs [l (Actual Size) T Continued

Eveiso

FIVITIISTITITIIINIIIIINIINIRIIIIIIINIRINIININILSY
Playfield Bottom - Large Bayonet Sockets & Bulbs Jli] (Actual Size) t

Parts Identification

| Nr. | BULBS (#89) | SPIPARTNr. | .1  2-LugLaydown Standard Socket . 077-5100-00
‘D - #8% Bulb Heavy Fiament .. - .7 165-5000-ESHF || 127 2-Lug Stand-Up Short:Socket™* -~ -~ . -+ . 077-5101-0
3 2-Lug Stand-Up Long Socket 077-5102-00
w400 2 lug Stend-Up Hav. Mount Socket .-~ |, 077-5103-00
. 5 2-lug Stand-Up Rv. Mn}. Short Socket |~ 077-5106-00
% G0 2-Lug Straight Leg Socket 5 0 T Y L - .077-5107-00

[ Nr. |LARGE BAYONET SOCKETS | SPIPART Nr. |

NOT ALL PARTS LISTED ABOVE ARE USED ON THI8 GAME (QUANTITIES PER GAME WILL DIFFER). —1
COMPARE ACTUAL PART ON GAME TO ABOVE DRAWINGS TO IDENTIFY THE PART NUMBER REQUIRED. P\q



Playfield Top & Botiom - Wedge Base roke{s & Bulbs Jl] (Actual Qize) t

#555 6V
Bulbs
#161 12V
Bulb

JUsT squeaze
he ‘side
arms" of the
socket togethar
and pull away
from the piasiic
o bracksl for sasy
Bulh replacemant,

uclEOyUaP| SHEY

& White

LED Bulb
(Wedge Base)
L
iy
£xa 5
Eags
LY L
Egas
ltem 5a or 5b sockets ara setured to the piayiield or assambly by llam Se¢ gg BQ
Plaslic Brackel or may also be snapped into spacially cul Clear and / or =38
Screened Plastic Plecas or Metal Brackets (used for multiple E E;_:'-.-.
mowiking of sockels when positionsd closely iogelheror & 13 =
in fight aroas). ¥f Plastic Pisces or Maetal Brackets are EE B
used fo mount tem 58 or 5 Sockets, it will be noted on 553
Playfieid Botiom - Miscellaneous Parts and Brackets, 5_8 3

olo
5a onify

R

page parfier in Wis Chaplar,

lern 5 is & soldaness IDC (Inswation Displacement
Contactian} Sockel with 2 buill-in Diode, 1MH4003 {112-5003-00)
{can be replacad with !NAPQT onde 112.5007-00). Hern 5b Socket

5b s Yedow wilh No DHode

[ N | BULBS (#555)

SP!| PART Nr.

Nr. | BULBS (LED & #906) | sPiPART Nr. |

E1a #555 Wedge Base Bulb (Giear) |

E2Es #5565 Wadge Bass Bulb (Multi- Color - 166
Mem E2-E5 Bulb Note: Differani Cofprs avaitable [npt yged in rhrs ame) -

. 185-5002-00

Red {165-5054-02); Green (165-5054-04); Blue (155-5059-03); Yellow {165-5054-08),

112-5024-08

E6 LED Module {WHT} {5¥ - 6.3v) Wetige Base
ftem £6 Butb Note ; _

Note:" Difsron Colrs availabié (e i 0). T
E Red{155-5004-02) Ambaﬁﬁs-sonﬂ&)' Blue (165—5004-05) Yallow (165-5004-06) . . -

Eib #1181 12V Wadge Base Bulb (Clear) 165-5032-00
[ Nr. | WEDGE BASE SOCKETS | SPIPART N | Ne. | WEDGE BASE SOCKETS | SPIPART N, |
1. Wedge Base Socke! (Laydawn) O77-5026-01 ' IDC Snap-Oiv Socket (Biege)) - -~ - 077521600
7 2. Wedge Base Socket [Offset} " 077502800 |IDC Snap-On Socket No 077-5216-01 |
3 Wedge Baso Socket (Laydown Gf) . 077-5030-00 [ Taci S gt HL: Bracket (White) : - 545-5760:18
4  W.B. Socket {Bumpers/Spedial App.)-. - 077-5206:00.7 " | &  Light Reflector {Silver PIst}REF540N 545-5409-01

Pao

Notea lem € Typicaly used with e T (b vt 1t on any simifiar YWedpe Base Sochst).

NOT ALL PARTS LISTED ABOVE ARE USED ON THIS GAME {QUANTITIES PER GAME WILL DIFFER).

COMPARE ACTUAL PART ON GAME TO ABOVE DRAWINGS TC IDENTIFY THE PART NUMBER REQUIRED.




METALLICA L/E PLAYFIELD PLASTICS
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Parts Identification " The Pink Pages

Optional Kits available through your Distributor:

Pinball Location Maintenance Standard Kit (for METALLICA Premium Pinball}............ 502-6002-E3

Standard Kit inciudes : 8 oz. Novus Wax #2 Fine (Red) (675-0003-01), Cioth, Rubber Rings (used above
playfield), Bulbs (Bulb quantities vary and is limited to 25 per type), Fuses (1/per type) and 4 Pinballs. Note:
Quanlies, sizes and contents subject to change without notice.

Pinball Location Maintenance Deluxe Kit (for METALLICA Premium Pinball) .............. 502-6003-E3

Deluxe Kit includes ; Pinball Location Maintenance Standard Kit as described above pius a quantity of Flipper
Rebuild Kits. Note: Quantity varies which equals the same quantity of flippers used in this game.
A THIS GAME KIT INCLUDES ( 2 ) FLIPPER REBUILD KITS A

Plasties*Kit {for METALLICA Premium Pinball) ...covervvrviviriieirnireeriiiriniennerenennes 803-5000-E3

Plastics Kit inciudes: Plastic Sets (830-6187-XX )
Plastics*Kit (for Metallica Pro Pinball ).....eeeeemeeeeeceneeroniiiciiieiriiininciieevinnene 803-5000-F1
Plastics Kit includes: Plastic Sets (830-6184-XX)
Decals*Kit (for METALLICA Premium Pinball) ee..cveivernvvinriienreneecirnvineeniniiininenranna.. 802-5000-E3
Decals Kit includes: Decal Set (820-6917-XX) for Pro/Premium/LE

Decals*Kit (for Metallica Pinball Cabinet and Back Box Pro/Premium).....ccccovmeenenene. 802-5001-E!

Decals*Kit (for Metallica Pinball Cabinet and Back Box Premium 2 /LE)......ccu.eeneene. 802-5001-E3

*Attention: No individual Plastic or Decal can be ordered separately, unless noted otherwise.
Plastics & Decals are subject to change without notice during and / or after production. Ke

Fobs subject to availability and may or may not be included in the plastic sef. All designs, shapes
& pieces used subject to change without notice. Kit contents subject to change. Service
Bulletin{s) will announce any critical changes, if warranted. The last 2-digits shown on plastics or
decals are for reference only.
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P2

Parts Identification . The Pink Pages

METALLICA LE Parts available through your Distributor:

Flipper BUHON ASSY OFANGe...cvriserissieerioriieieieresiseeiermsssierersersrsssssasssonssnasasesnsases 500-5921-37

Leg Assy Assy Sparkle Qilver......oerr ettt 500-5921-98
Front Molding Bparkle SilVer......ceeeeieeeeiriiirieeieieteerecervevcrenren s iesceeeenesnnes 500-6882-02-98
Left Qide Armor Bparkle QilVer. . ue.vveeiiriieriieirierine e arniisnios e seeecnes 535-9596-98L

Right Side Armor 8parkle SilVer.............eeiemvrririiicninnnineiaerentaimniareatreenareseeniens 535-9596-98R
Pivot Hinge Right 8parkle Silvet......eeereerereereenerrirrriniierierirecnrcee s eneneinrnerene 535-7799-98R

Pivot Hinge Left Sparkle QHVer....cooeeverermvmritraritiiiiitiiice e reecsee e reenie e nner e 635-7799-98L
Bottom Arch Sparkle SHver... .. eeeviereeenirie e e .535-0645-98
Metallica LE Mirror Backglags. ... vevevieiirrrrinrrrmmeraniiisisiisiieseesessstnssessnrsensvanesne 830-52E3-00
Cabinet & Back-box Decals sold ag a complete set.......couvrevernnrannverennineneni, 802-5001-E3

part#820-66E3-01 left back-box,820-66E3-02 right side back-box,820-66E3-03 left side
cabinet,820-66E3-04 right side cabinet,820-88E3-05 front cabinet



Parts ldentification " The Pink Pages

METALLICA Premium Monster Parts available through your Distributor:

Flipper BuHon Assy Red......veiiiemiiermrenirioniirinniienimeiienecnomessssssicssiesseansneranne 500-5026-32

Leg Asstj ASSY BIACK....eciieiiiriririisiterensisinsrecsrneseesrnnatisisssnsssssssassosesenerassnsene 500-5921-50
Front Molding Black New Style W/O Hole.....c.cocarnniinininnnciniinnienciinniinnnien 500-6882-02-00
Left and Right 8ide APMMOrS.....ceevrerrevrierenisenirimerasrsosinrorieesssanesesessecsassorneesesneness 535-7297-02
Pivot Hinge Right BIACK........eevsveveveseresesessrrrarsasssesonsssnssncsssssescersesesrncsrorsossasisss 535-7999-01
Pivot Hinge Left Black....cciceevirriiemmnrarmrieniiirere e viiinrase s s snis s eas 536-7999-00
Bottom Arch Wrinkle Black Power Coat.....iveiuiiiieererieerieiianereniarennrnmeaecncerieinns 535-0645-00

Metallica Premium Monster Backglags.....coumvereeriiimriiiiiiiiniiisiinasninicessarerersneaneons: 830-52£3-01
Cabinet & Back-box Decals sold as a complete set.nnenerrieeniieiciiiereneneeceane. 802-5001-E3

Consist of the following 3par’rs: 820-66E3-01 left back-box,820-66E3-02 right side
back-box,820-66E3-03 left side cabinet,820-66E3-04 right side cabinet,820-66E3-05 front

cabinet.

METALLICA Premium Road Case Parts available through your Distributor:

Flipper Bution Assy White.....eeieeeeerriereieiirunmninisessisssnerncisorinsssorssssssansesssaracssnas 500-5026-38
Leg ASSyY ASSY BlatK....c.vevraremrieeeritiiennice s cre e st 500-5921-50
Front Molding Black New 8tyle W/O Hole....coocurierieeremneneeieeiime e £500-8882-02-00 g
Left and Right Gide AfMOS.......vveeerrereerssersseresrsenssasessmssssssnsssessssessensesesesssssensens 535-7207-02
PivOt Hinge RiBhE BIACK. ......v.veverecurecseresessrssessssesesssssssessssrassssssssssessnsssesnssses 535-7999-01 L—g
Pivot HINGe Loft BIACK.....ccererrecrseseerrersesiossssasessasssnsssssssnssssrensasastarasssasasessos £35-7999-00 &
Bottom Arch Wrinkle Black Power Coat.....c.viivvieiiniiiiiiiiiiieiiiieicieiireinecsseensanne 535-0645-00 E
Metallica Premium Road Case Backglass.......cevervivireemiierierririsisinenirnnererriensenees 830-52E2-00
Cabinet & Back-box Decals sold as a complete set....uuuiiiiiiieniuiiinriiecnieionieiiinnne 802-5001-E2

Consist of the following parts: 820-66E2-01 left back-box,820-66E2-02 right side
back-box,820-86E2-03 left side cabinet,820-66E2-04 right side cabinet,820-66E2-05 front

cabinet.

F3



Backbox [ 8.A.M. System ] - Parts []

f BACKBOX PARTS f P
1  Backbox METALLICA™ {No Parts) 1 525-5631-17 Starter - Fiuorescent (FS2 Light) 11-

tlem 1 Note: Chvome -flolaing fs insialled and cannol be crdered separalely:
jpticn {820-6384-00) and High Yoliags Caution (ul) {820-6082-01 & ~02) Decals.

2 g Flate L ' -
y B et Hng: o i it W £ . :
3 D*SP'aY P"“’*“  Supply POB 13 Ballast CU{52-W 122" Core 120v60Hz 13W 1 D10-5015-00
i ; #8"32\)5 8" SHaH Swg %W 2 {23? 7500 | Items 12 & 19 are secured 19 Netn 1 by: #8 X 1:2° SHWH AB (Zinc) (Q1y. 2) (234-5101-00)
>=x CAUTION - VERY HOT™ Decal (820-6266-00)
EU/ UK OnIy Baﬂ'as.r S8 Cora SO0 Hz (010-5015-1)

" PGB Metal b Mounting Plate [VO+CPU] 1  535-9664-00

Items 2 & 5 are secured 1o llem 1 by #B ¥ 172" SHWH AB (Zinc) (Srty thale)
(234 51 04-00% and #10 Washer 7/32" 1.D. X 5° 0. D. X 1M 6" Thick (ty: 1ih0le} (242-5003-00)
i

uoyBOIUap] sped

| Gy (CR2430 VT (000-
" ForUSE Meriory Stick -'nmrmawn. sew lten 30 o e nexf page;

fterns 6 & 7 are secured (o llam 5 by: #8-32 X 28" SHWH Swags ( Zinc) (Oty 10}
(237-5075-00) and 144" 51, Fﬁtn Spacer Whits (Qy. 5 U0 ) Qiy 4 [CPU ]) {254 500? 05]
iizorescent Light Bracket {Leff Shyie) 7+ £3857739.00

-8R, | Fluorescent Light Brokt, (Fight Style) 1 535-7739-01
-7 e BL & 88 are secured to am 1 by #1024 X 1-174" Canlage Bolt Saunse. Nack
{ﬂly Binar (221-5012-00), #10-24 Kaps it {0y, Dpar) {240.6207-00) and
% 8" Relntorced Strapping Tape {Cy. 1 sold in.12% lenglh onty} {628-5040:00),

__._,,,. ek

g Fiuorescent Lamp Holder (Sockst) 9 077-5214-01
Item 3 Is secured o ltems &L and 8K by: #6-32 X 5'8° PPH M5 {Sems} Zinc [Qty. 1/per)
{232 5203 DU] Lock-In Fluas Bulb wlith 'l’eIIWSo kel Clip {0 ] (

0 Fluorescent Tube })

B F
1

Button Hola' Plug {Blk) (Hapg #52- szﬁ-m)
i Aoc 5 '}iOI'B raq-u.\rad n‘ r.rsrnp opt i

PARTS TABLE & VIEWS CONTINUED ON THE NEXT RﬁGE F '
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Backbox [ 8.A.M. System | - Parts [_]

G
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Front View
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& ;. TBACKBOX PARTS

|GTY.| SPIPART Ar.

4 PARTS TABLE & VIEWS CONTINUED FROM THEE PREVIOUS PAGE,

25  Braided Wire [1-1/2 Fest)
 Mom 25 Is secured by: St 369

20R [ Pivot Hingé:Red? (Right Styls) %2\:

Nems 29L-28R are sequred 10 Backbox by C.
[231-5003-00) and 1/4"-20 Flangs Mut (Qty L) {2d0-5300 -0}

Hermns 29L-29A are secured lo Cabinet by

{Black) (Qty. 17per) (254-5042-00), Nylon Spacer {Blark} {Qny 1/par) (242-5084-00),
1/4-20 X 1/2° Camage Bodt Squara Neck (Black) (Giy. 1/per) (231~ 50?2 -0y and

"O0 X112 D X 1.’16 [Biack} {0’(3! '.prel' side, if

Fatl

“Memmory Stick UBBA:1{¥ Genetic) GANB Y.
Meuwry Sud; USB 1 l+ [Genenc] IZBMB

s

o 27'” Clamps [Multnple Slzes] '

Hem 27 secwed by: £9 X 12° SHWH AR (Zing) (Qiy. 1/per) {234-5101-00} For the
following sizes, replace -XX with; %/3" Doubls = -23 {{Hy. B); ‘1!2" Smgle--uﬁ (Qty. 3y
4" Single = 08 (Oty. 4): 1" Single 1% 1-14" Double = -30 (Qty. 1)

: ARE I
29|_ Pwot Hinge Purple (Lsﬂ Siyle)

1 600-5001-00 {7

BC
‘99  Foam 318"
; Item 23 Is sel-adhealve. Lovated bel

128 45 Dot MatieDhspia

'35 040-5000-XX

7EURO ONLY ROHS// 128 X 22 DM PCB
| # EURO ONLY RoHS ¥ Dot Matric Bezel

520-5052-00
520.5052-15

’f‘- m{%ﬁﬁ%ﬁmﬁe #6302 20128 SHWH S
35 Dot Matrix Display Mounting Bracket

3] 35 Is secured to I1em 31 by 3)( 1#2’ SHWH A

4"
7 Spager Hex M 172" Q.0 18420 X 112" TD

NG, 00y,
B 1242 5007 00) Fllbbon Cable, 14 Pin {33")

I !mreﬂo ITtam’35 by. (al come, "31'1_5?.»)('3]3'? ﬂpa:&er Gy { Oty
) e

036-5260-33

3? [ # EURC ONLY RoHS # LED Ribbon Cable Filler PCB

520-5209-00

._Ps‘n) confects the 128 X 32 Dot M_a i
Display Cable:{Wiing Hameéss):

£ Testit out; F It dogsn't work Bropary: et yoh
ﬂ‘lrouuh ymlocal pinbalk digtributor, (SlamP.hba gupmEnivéd cor
{A#5M. REE 50&6002 AJ-AD, Hems 1-42 Only, [28-30 not incluted i |n assambly]]

Take Note:

* An asterisk { + ) indicates item(s) are not noted in the pictorials,

-Paris Identification

Ehea ]

1 EURD ONLY RoHS / LED Display Adapter Hamess

036-8520-00 |

qg Speaker (Shid) 4 x 4" 822 GHM MG
ELE 40608H o

bl e

mySricks

R

Ground Stf'é;; (25 "} [ 2per: rtems 35 & 59] .
KB

2 03 -5004 02

p@r}-(EGd—-&‘nNOi}
4 600 -5006- 25

| Nr | BACKGLASS PARTS

|[QTY.| SPIPART Nr.

Nr. |BAGKGLASS PARTS

..ll*

- Glags (Tempered) 25.906" X 19.187: X125
Metaltica Premium™ Film Art (#E2) 1 830-52E2-00
+Jop Plastic Channel - 28!

50-5038-02:| i Bonorn Fiastic Lift Channe)

- 28

545-6313-01

545 5018- 14
1) (626 509.0-00}

{ASM HEF 1554 00-.&‘3 llemsw_]

Ps




For Backbox Parts see™ g
the previous two pages.

Iterm 117 Shown Broken
View for Clarity

e 30E
{Power OrADN Switch)
is localad under the Cabinal
(Froni Righi) dirsetly balow lhe
Fower Box fin the Cabireth

lem 2 Ordering Nolg:

i Leg cames will Leveler,
Lavalar can be puthased

saparataly. Leg cannot be

ordared WITHOUT Lavaler

{588 Parts Talvs balow, ftem 2).

Take Note:

* An asterisk ( * ) indicates item{s)
are not neted in the pictorials,

Legend Note: ltems noted with a
cyan square ¢ are Cabinet Parts,
ltems noted with a white square [ ]
are Swiiches.

View of 1he Coin
Door {item 17} open.

r. | CAB. PARTS & SWITCHES _]owl $Pi PART Nr.

-

Screened Cabinet METALLICTE (NG Pads) S e L 0R 530515 Py
Black Lsg with Leveler Asm.

2

Hem 2 Is secured by; Lag Bolt Back Plala ($35-5703-00) and Leg Bolt 378" X 16 ¥ 2.1.2°
Hex 58" Hd. (2?p9r] {231-5001-01) Loy Leveler ONLY |, X 3% ¢500-5017-00).

4T Townament Button {Yel. Sq.), w/Sw. + Lamp
Jtam 38 & 47 Includas tha Swilteh & Lamp (No Wirlng; desaider old wiring whars
required). Swilch or Bullr repiacement: U TWIST O LOCK (=TL) »» <
Assembily Parls includicd ; Microswilzh (180-5174-00), #555 Wedge Bage Clear Bulb
[(165-5002-00; If AT i not desirad, use optional Bution Plug Black {500-6566-00).
HAequires 5-Lug Terminal Sirip (055-5204-03) and Diodes, 1144004 {Qy 2) {112-5003-00)
i ‘Dipgle far 5 lecatad on Smtch J

*;'anu WWasher (Zinc),. 187: 1D.X 875" onx 048T T .‘ck'{czny 1

65 Flipper Switch Single Assambly 2 500 6889 01
Assembiy Parte included - Flipper Switch Stack Single (Falinay Corlfact} (1 BC-5160-01)
and Capacitor - Ceramic .05 M4 25 volt (130-5004-00)

Item 65760 are sacurad 1o Cab. hy: #B X 4-1/4 SHWH AB Zing) (Q‘tv Z"ner} (23? =585 00}

4 500-5921-50 §

" 500-6587-06-TL |

&D | Flipper Switch Double Assembly:-.i 500-6890-01

Assembly Parig included ! Flippar Switch Stack Deuble {Pa.l'mey éanracr) {380-5164-01)
and Capagiler - Caramic .05 Mid 25 voill (130-5001-00)
Ilgm 5860 are secured 1o Cab.by: #6 X 1-1/4 SHYWH AB (Zing) {Qty, 2'nar {2A7-5958-00)

P6

| CAB. PARTS & SWITCHES

7ics Rear GlassiChaning] 20-3/85Length’
8 PlasﬂcwChannel 42.5/8" Lg {_Lgﬁ‘!ﬂt)

[oTY.] SPIPART Nr. |
T 545:5038-:00
2 " 545-5017-00.
n35 708700
535-7297-02 |

515-7405-00

40 Front Molding (Black) < NOBUTTONHOLE>  {
tom 10 ncludes: SelAdhosive Foam Rubbor 8" X 16" X 20-3/8° (3'} [626-5001-00)
22

605, 5008 03'_'5
Fackhox Jom the Cabinal,

355-5006-01

aniage Boll Square Nack (Cty. 2) {231-5022-00),

14 Roto Lock Malg (R2- -0055-02) 1
e 14 is secured by: #10-24 X 1- arc
#10-24 Nylon Siap Nul (Gty, 2) (240-5206-00) and
#10 Wagher, 7/32° ID X 1/2' OD X 1/16" Thick {Qy. 2} {242.5003.00)

155 Foto Look Female {on Backbox):

355500602

16 Ball Shooter (Plungen) Assambly 1 500-5146-00-04



,‘,“«o

Cabinet - Par{s i &

o B & 65,
Flippat Butken
and Flip|

ipprar St
k‘:‘:ack] ngle /
m. /

Qwitches [ ] Continued

fosiog) 3

Lamp Cigdas an
Tarnunal Siry
belpw buton(sh,

Entarged aido Gabinat Y
ol Mo 35, 4T and 25 (zsa 25C,
25H & 250, Plumiy Bob Tt Swikch.

OO Switch) Is locaied under the
ot (Frant Fight) directly betow ihe
fhe Cabinat,

tnlmged Ingida Cabmel Viaw of
b 30, Povier Box (304), Service
Qullwl (30E}, Fusa (30} and Fuse
Holder

S

Take Note:

Legend Note: ltems noted with a cyan
square £ are Cabinet Parts. Items nolad
with & white square [[] are Switches.

"! Nr. | CAB. PARTS & SWITCHES

1 PARTS TABLE & VIEWS CONTINUED FROM THE PREVIOUS PAGE.

. kem 17 i goured by
“Afs-20 langer
{242-5000-D0

22 Front Molding Lockdown Asm. 500-6881-00

1
INexn 22 35 secured by: #10-24 X 1-1/4" Carr. Bolt {Cly. 2) (231-5012-00) and
L2l &24 Kaps Nui {Oty 2) f24l3-520 00

 Power Inpm Box Asm. + Univ. Cable 1  515-K360-08
30A: Power Box (Mo Parts) Mounting Frame (535-5922-00)
30B*: Ling Filter {150-5000-00)
30C*: Vansior® TNR156211 KM {Domestic) (150-5001 -00)
orVatislor TRM1SG431KM {Eure) {150-5002-00)
SWITCH:  30D: On/Cff Aocker Switch + Bracket Acsambly (515-7085-00)
30 200 dnct:  Swilch, APEM RZ101CSNBE (180-5001-08) + Bracket {335-8318-000
SUE Service Oullst (3-Frong / US) (180-5008-01] / Intem ational A&
Lina Cord 10' ROJ 3" + Ring Terminal Azrm, {S15-6566-00)
+ Rocessed (Black) Cup (rear of Cabinel) [545-51 22-00)
: Snap Bushing 9/16" (Whilg) (280-5001-01}
Fuse 8 Amp 250V Slo-Blo [Domestic) (200-5000-05)
orFuse 5 Amp 2530W Sto-Blo (Intemational) (Cly. 2) {(200-5003-00)
A0J: Fuse Holder (205-5001-00)

Partg Idenfiﬁcéﬁon |

Uni'wersa.‘ Cabe & Jumper Caps falt volt

variatio so :hs Yaﬂ'ow Pages, Pagey 10 |

i
e 23 |a sosured by: 48 X 1/2* SHWH AB
a aowashar?m*mxwmxm_

- Plumb'Bols Tilt Switch fndivisal Parfs:C

o 258: Bracket for Hanger Wire (S36-5221-00)

25 swiTch:| 25C: Conlact Wire Form (535-7583-01) ,
*| 25H: Hanger Wira (535-5319-02)

. 25W: Flumb Boh w-aghr {535-5029-00) fincludas Thumb. Sorew)

-Item 258 is sacured o Cablnil by; ¥5X 53 SHWH AB; {2ing) (Gly: 4] (234:8002:00) 7 .
26L Slide & Pivat Suppart Brackat {Left} 1 535-5989- 00

26R Slide & Pivot Support Bracket (Right)
ltems 26L & 268 are secured by: #10-24 X 1-1/4" Carriage Boll Squara Meck Black

535-598000-

(3iper) (231-5012-00) and #10-24 KEPS Nut (Mper) (240-5207-00)

Gashy Box:Plastic Bolom ~-545:5090-00
Cash Box Cover (Validator) . 535-5013-03
i - 535-7562-00

WH AB (Green) (om z (234-51 02:0d)

1. . 535-7772-00

PR ~.35 - 040-5000-XX
by 23X 12 SHWHABIch} (Qty, 1/er) [204-6101-00).

j_'.:ForIoﬂbwmg sizas, mpraca-uxx with; 34 Single = -03 (Cty. 9);.1 -1/2* Single 2110 iy 3

36 JZip Cable Tie (Screw Down Sty!e} 4  040-5005-00
Mom 36 is secured by: 46 X 1/2° SHWH AB (ch} Q. 1iper) (234-5101-00)

e : 8l oot G40053:013-102
1 Meters (D!oda inchuded) are oprmna.' a0 werd not mruded in thig Pinball Machine. Omler
without the bracket use G-DOSIOI3-102A. More information or Q57 Caf Techmical Supgport,

P7



Number
P/F
P/F

e e R B L L L A

I O T T S G
O~ h B = D

Playfield Top — Miscellaneous Parts

Description
Playfield Screened w/ Inserts & No Parts

Playfield Complete w/ Inserts & All Parts
Metal Arch Assy. {Pre -BLK-00 ) {L/E-SLV-98)
Instruction Card
Coin Card
Chrome Lamp Reflector
Bubble Level Assembly
Pinball {Steel} 1-1/16"

Shooter Lane Ramp
Playfield Hanger Brackets
Right Metal Ramp
LEFT Metal Ramp
Right Wire Ramp
Left Wire Ramp

Spinner Assembly {Brkt 535-0179-00) (Trgt 515-7088-00)

Sparky Assembly
Hammer Assembly
Snake Head
Grave Marker
Disappearing Ball Assembly

£

SPI Part NR.

e i T = T R N T e e R O T T =

830-5100-E2
505-6005-E2
535-0645-XX
755-51E1-12-¥
755-5400-02-Y
545-5409-01
500-6815-00
260-5000-00
535-8145-00
535-8385-00
510-7453-00
510-7452-00
515-8652-00
515-8653-00
211-5113-00
500-7274-00
511-7481-00
545-7828-00
500-9810-00
511-7475-00






Plo

Plavfield Bottom — Miscellaneous Parts

Number

OO~ b Wby

Description

FUSE CLIP HOLDER
PLAYFIELD SUPPORT SLIDE BRACKETS
LED BOARD
LED BOARD
LED DRIVER BOARD
OPTO AMPLIFIER
MAGNET PROCESSCR BOARD
EDGE SLIDE BRACKET
PIVOT PIN SLIDE BRACKET

o
R = = =N ]1

SPI Part NR.

205-5001-01
535-6862-05
520-6779-03
520-6779-01
520-5331-00
520-5239-01
520-68011-00
535-5988-01
500-5329-03
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ITEM #

arty

PART #

DESCRIPTION

535-0718-00

MIN] COIL BRACKET - ELECTRIC CHAIR

515-9688-00

COIL ASSEMBLY, LEFT, NO DIODE

232-5301-00

SCREW, 8-32 X 3/8" PPH SEMS

MINI COIL ACTUATOR ASSEMBLY - ELECTRIC CHAIR

511-7485-00

b3+



00-1 1B6-005

ASSY LS0d NMOd

; J18vD DIYINID 00-ZYSS-9ED Zta
L |aivr xao s NOTAN - waHsvm|  oo-1soszrz m
b SWIS Hdd b/l X 288 ‘MANOS 00-00£8-2EZ oL

STV e
! -601S MIONNI1d 1504 NMOq 00-rL96-5L5 6
2 -OZ.I&M%WMM@W.N@E&EOO 00-0205-992 g
¢ LOL/Z ‘ONIH-T ONINIVLTY 00-5005-04¢ ¢
{ 3A3315 00 001 b¥S-SPS 9
1 30010 ON - 0051-22 0D QN-£005-060 5
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z 13OVHE ONINIVITY 100D £0-£025-5ES £
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; ASSY 00-ZELLGLS !
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h3>



ITEM NO.| PART NUMBER DESCRIPTION Qry.
1 510-7448-98™* |BOTTOM ARCH, STEEL W/ SPADE BOLTS - SILVER 1
2 510-5794-22 |RIVET ASSY, BUTY #22, JAMES LE / PREMIUM 1
3 510-5794-23  |RIVET ASSY, BUTY #23, JAMES LE / PREMIUM 1
4 240-5303-00  |4-40 NYLON LOCK NUT 8
9] 820-6917-08A |DECAL #8, ARCH CENTER, JAMES LE - E3 1
6 545-5212-04 IMYLAR PROTECT STRIP 7-5/8" 2
7 040-5000-03  |1/4" CABLE CLAMP 2
99* 036-5594-20-D4 |CABLE, ARCH Gl 1

*ITEM NOT SHOWN

“* PREMIUM (E2) USES BLACK ARCH -00

METAL ARCH ASSEMBLY
METALLICA PREMIUM/ LE
500-6005-E2/E3/E3A
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QTY PART # DESCRIPTION
535-8081-04-E3 |SPEAKER GRILL - LOGO HOLES
515-6888-19-E3 |{LOGO -JAMES L E
240-5303-00  |4-40 NYLON LOCK NUT
254-5077-00 [NYLON SPACER

NN [=[=

SPEAKER GRILL ASSEMBLY - JAMES L E/PREMIUM

511-7495-00 %
-0



