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Optional Kits available through your Distributor:

Flipper REDUII Kit (LEft] -..vvveveeereeraoreresseseossemeoeseaseereseseeeesmmeresssemsersesseerereseee 500-6307-10

Flipper Base Plate Kit (Lq;a-ﬂ) ................................................................................ 515-6617-01

Kit includes: Flipper B,ase Plate (Left) pre-threaded with secuting hardware; see the Flipper Drawing for view.
Flipper Rebuild Kit (Righll) .................... teseseersesrrestesatnnerisarssansrassrasarasansessensacesss D00-6307-00
Flipper Base Plafe Kit (Right).................. N eteereserrererrerensuerrsrannrransasarentusarnare 515-6617-00

Kit includes: Flipper Base Plate (Left) pre-threaded with securing hardware, see the Flipper Drawing for view.

Pinball Location Maintenance Standard Kit (for Rolling Stones Pinball) ...................502-6002-B8

Standard Kit includes : 8 0z. Novus Wax #2 Fine (Red) (675-0003-01), Cloth, Rubber Rings (used above
playfield), Butbs (Bulb quan'{irfes vary and is limited to 25 per type), Fuses (1/per type) and 4 Pinballs. Note:
Quanties, sizes and contents subfect to change without notice.,

Pinball Location Maintenance Deluxe Kit (for Rolling Stones Pinball)......cccooveiieies 502-6003-B8

Deluxe Kit includes : Pinball Location Mainfenance Standard Kit as described above plus a quantity of Flipper
Rebuild Kits. Note: Quanijty varies which equals the same quantity of Hippers used in this game.
A THIS GAME KIT INCLUDES { 2 } FLIPPER REBUILD KITS A

Plastics*Kit (for Rolling Stones Pinball) .ouviermrienrnormeniniecnina. rersasssrtiestessitensaranes 803-5000-B8
Plastics Kit includes: inastfc Sets (830-6130-XX)

Decals*Kit (for Rolling Sfiones PIinball) o.ocvveeerneereoneirmeresransreansamssmmaenreremaneranenas 802-5000-B8
Decals Kit includes: ¢ecaf Sel (820-6580-XX)

Mylar*Kit {for Rolling 8tones Pinball)........cocoommiiiiiii e 802-5001-B8
Mylar Kit includes: Pdp Bumper (820-6584-00)

*Aftention: No individual Flastic or Decal can be ordered separately, unless noted otherwise, Plasiics & Decals
are subject to change without notice during and / or after production. Ket)_j Fobs subject to availabilily and may or
may not be included in the plastic sel. All designs, shapes & pieces used subject to change without notice, Kil
contents subject to change., Service Bulletin(s) will annourice any critical changes, if warrarted, The last 2-digits
shown on plastics or decals| are for reference only.
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Securing Hardware for ltems 3 & 5 are
also shown separafed from the Baft
Shooler (Plunger) Assembiy for clarity.

Ball Shooter (Plungerh

Assemble into

Assembly, 500-6146-00-04
em91 1-6) .

Housing i Lhe
followi g order:

RAod Assemby
fsea flam M,
Short Spring
(e flam 2,
Washer
{see ftem 3),
Bushing
(&R flam 4)

‘Washer
{saa flem 5)

Retaining
{E-} Ring
[see Mam 5}

¥asher
{sae flam 5}

latv.| SPIPARTNr. |
1 535-5067-02

| Nr. |BALL SHOOTER PARTS
1 Housing Asm. + Bushings (fterm 4)

and ther

and ther ... Itemn 1 i secured 10 the Cabinet by, Suppon Flate [nol m¢luded with lem 7 or Assembly]
(335-5027-00], #10-32 X 1/2" PPH (Sems) Anc TF (Qly. 3) (237-6033-007, 214 Split Lock
‘ BUTELI'_IFQ@ Wash er {CHy 3 {244- SUOMD} and #G X 1.2 HWH AB (ch} Red f'QI',I ki t234 2001 -02)
see X
Washer i 2 Rod Assembly (w.ifh Biack Knob) - 1. 515-6557-00
[l ,
ey 3 Comp.Spring (Short) (Knob Side) 1 266-5010-00
{see flam 5, Itern 3 is sandwiched onle Item 2 {Front Side) between the knob and by:
‘ waifherﬁ Washer, 38" 1.0 X 58" Q.0 X 116" {280-5010-008
sep o 5), A, :
Ketaining Ring - . 4 - -Bushing, 3/8" 1.D. (Gilite): - 2 280-5010-00
igﬁigz:lrfé ftern 4 is incluced with fiem 1, Housing, (1 @ tha frant T @ the back) as showir.
fsee llem &}. 5 Comp. Spring (Long) [GREEN, 035" 1) 1 26&-5001-04

Nem 5 is sandwiched onlg tem 2 (Rubbor Tip Side} by: Washer, 38" 1D X /8" 0.0 X
1A6" (Ciy. 1/per side) (263-5010-00% and Relaming Ring, 3/8” o Shalt (270-5012-00)

‘6 Rubber[Plunger] Tip (Black 50 Duro) . 1 545.5276-00
Ordering Noter I 500-5146-00-04 s unavailable, order the individual pari{s) aclually required, .. Idenlical 1o S00-6148-00-07
hias Comp, Spring [Drange, .038" 5] (266-5001-07) or 500-6146-00-06 has Comp. Spring [Blue, Joat” @] (266-5001-05).

.' THTTILRL IR R RN R R RN R RN RN A SN
Autoplunger Arm Weld Asm., 500-6091-00 (ltems 1-5),

Autoplunger Coil Assembl

ly, 500-6092-02-ND (items 6- ]
ly, 500-6096-00 (Hems 10-12

msner and Shooter Lane Switch Asse
[ . [AUTOPL. ARM WELD PARTS lQTY.| SPIPART Nr. | Nr. [ AUTOPLNGR. COIL PARTS [QTY.| SPIPARTNr. |
1 - A Weld: Assemibly = RE 515-6526- 00 6  Autoplunger Coil Bracket Assembly 1  515-6527-00

Itern 1 secured to ltem 2 by ﬂalaming ng, '[14" o Sha{ll {Oly 1} {270-5002-00)

Iterns 1 & 6 are secured below the P/F by #8 Xz SH\"-‘HAS (Ze.} {CHy, 91 (234-5101-000

2 Autoplunger Fulerum 1 535-7897- (}0 7 Call Hetalner Bracket - 1  835-5203-03
3  Nyliner, 1/4" {Thomisan #441-FF), - | -2 BAR-5423-00 .| tem7is secured to tem 6 by:: #6-52 X 1#4' PPH MS (Sems) Zinc {Oty. 2) {232-5300-00) -
4  Plungsr & Link Assembly 1 511-5183-00 | 8 Coil, 24-940[ NO DIODE | 1 090-5036-ND
e 4 is securod Lo ltem 1 by: Retalning Ring, 14" o Shal (Oty. 1) {270-5002:00)  GOIL DOES NOT REGUIRE 4 .DIDDE SEE © COIL NOTE BELOW FOR DETAILS.
SR 155X 50 Lo G R00B00) e g Coll Sleve - - 545.5031-00
I _ o R S : (ASM. HEF 500-6092-02-ND), hems 6-9)
5 - Compression {Retum) Spring - 1 Dees 5020-00
S - (ASMREF: 500-6001-00; hems 157 { |, SWITCH PARTS laTY.] SPIPARTNr. |

Retaining thru Cail
(£-} Ring ="
{see lem &)

ftern 3 is also
shown separatad
from the Aulo-
unger Fulerum
for clarily,

Retain ing '
(E-} Ring
(508 e 4)

For Securing Hardware,
<ee the Paris Table above,
under the item desfred.

be

Coil Sleeve

10 Swilch (for Shooter Lane} 1 180-5157-00
Swnch hae a Dioda {1M4004) {(112-5003- 00) Can be replaced wr.‘h (IN4001} {112-5001- 00}

11 . Switch Mounting Brackat: "635-6173-00

K Ilem 1i is secured it Playﬁeld hy #G X 11"2“ SLT HWH AB (Zlnc) {Qty 23 {234-5001-02)

12 Switeh Body Protect Plate 1 535-6539-00
Wem 12 Is secured 19 Hems 10-11 bys #2-56 X 12" Unsiotted Ser. HWH #4 Haad TR3
Blatk (Qly 2) (237-5937-02) and #2-56 Hex Nut [Qty. 2) (240-5301-0)

{ASM. REF 500-6096-00. llems 10-12)

For Securing Hardwarea,
see the Parls Table above,
under the item desired.

Coil Assembly
shown tned
90 ior clarity.

Take Note:

% Coil Note: © NO DHQDE
ON LUGS. Ifraplacing
with a coif of the sama
gauge and turn & it has
a diode an i, remove it
before using.

Q2

Drawings for Major
Assemblies & Ramps



4-Ball Trough Assembly, 500-6318-14-ND (ltems 1-13)

and Associated Parts: See Parts Table Below,
Ordering Note: Identical to 500-6318-24 with exceptions, eee note below Hem 13 {Parte Table).

| Nr. |4-BALL TROUGH PARTS  |QTY.] SPIPARTNr. | Nr. [4-BALL TROUGH PARTS lowl SPIPART Nr. |

1. Ball Trough Outhole Mountihg Bracket {1 515-5580-01 {11 - Net Used Troagh Ball Guide Plate’ - [ -535-7807-00
Item 1 s secured beiow the playfield by: #8 X 1/2° SHWH AB (Zc.) (Qty. 4) (234:5101-00) | ltem 11 15 secured 1o HENAT by: /47 X 5167 144" |, D.SpacerTap Qe 1y -

[ 1254-5074-03) and #2:56 X 12 HWH (Ser] UNS #4HD TH2 BO {Qty, 4) (237-5837-02) -

2  Coil Mounting Bracket 1 535-7330-01
Wem 2 s secured 1o item 1 by #8-32 X 38" HWH Swage {Sr)Zlnc {OTy (237507500 | 12 Dual OPTO TRANS Board Assembly 1 515-0173-00
3 Coil Retaining Bracket o 535:5208-03 .[13 122‘-22' OPTO F:;EC Egg;‘:{;gss‘m)g s Z;th 51 5- 201 74-00
4 S s ane sacure F 75897604
Horn 3 i3 sev.tured 1o tem 2 by: #6:32 X 14 SHWH (Sarr} Zm (Crty DTS04 For individual Hems use : B{Ial OFTO Transmitter| B‘;g.rd (%;{y I)E{ SgD-S?T%O} }
4 Coil, 26-1200 [ NO DIODE 1 080-5044-ND | OPTO Racsiver Boord (Cy: 1} (520:5174-00% OPTG BOB. Tubs Spiacer (Brassy (Cly 3r|:-e:}
COIL DOES NOT REQUIRE A DIQDE. SEE! COIL NOTE BELCW FOR DETAILS, {550-5308-02) and DPTO PUB Rubbet Grommet (Qfy’ Jper) (§45-5518-00) -
; : w4 mAp Ordering Nole: If 500-6318-14-ND i lable, order the individual pard| i d.
5 Coil SIBG‘-’G {Short) (Formost #10-7077) " . { 545"5{}76'01 1 This :s?mw is identical to mﬁ?rﬂma-fg gr 25 a.'ri:?pd'l;rc:r::e%auaﬁfn;{ﬁ??re};nﬁgwf
6 Steel & Nylon Plunger Asmj (3. 5?") 1 515-7309-01 | 101Cv 4per on 5-Bak Trough) and iem 11, required when a Magnet Mech is used in the
7 COITIPI'BSSIDI’! {Return) Spr|r||g Do q - 266 5020 00 . gama {thiz game it is NOT required). -ND means no oiode on ftem 4, Coil, 26-1200
8  Rubber Bumper (Grommet! 1 545-8105-00 ASSOCIATED PARTS A A A v
9 - Micro Switch (Rolier Actuator, Uite-Force) 3 {8 51 19- 02-. mmrug_ﬂﬁﬁ_mhm—‘
liern § requlres: Heat Shrink Tubing 18" a PLI-24 Qty. 1"!per) {605—5006-{?0] . Nr. | ASSOCIATED PAHT(S) Qry. SPI PART Hr.
Switch has a Diode (INA0D4) {112-5003-00). Ean be replaced with (1N4007) 1 12.5001-00). -‘l\IP-PAP Ea" T"::'?hmE“;f;f E’:i; S#‘;‘))??Q —_— (21 ] (Q?%?{zgfgﬂgl OOO‘JI
Swilch Bady Protect Plate S AT, sepured 1o e playlie {8 el (e
10 4 3 S535-6539-00 AP-R SteelBalls (1:1/18%9) ~  © - 7 4.7 260-5000-00

Take Special Note:

ltem AP-A, Ball Trough Enter / Exit Scoop,
535-7329-01 (not included with the 4-Ball
Trough Assembly), is shown floatin
above and rotated slightly for clarity,

| é PLAYFIELD CUT-AWAY VIEW

g See securing hardwarg
under ftems 12 & 13,

For Securlng Hardware,

see the Parts Table above, F -
Ak Rty Of y5-BALL WiTH
PLATE SEE END OF | 0
CHAARTER

aty. 3 %

Item 12, Dual CPTO TRANS
(Transmitiery Board, 515-0173-00,
s mounted on the other side of
1ha Trough Assembly, in line with
Hem 13, Dual CPTO REG
(Receiver) Board, 515-0174-00,
using same hardware,

264200
Q1
NO DIODE

Take Note:
.

L Coil Note: & NGO DIODE ON LUGS. I replacing -~
with a coil of the same gauge and fum and it has a diode o 11‘
remove it before using.

N
For a break-down of parts of Iterms 12 & 13, Dual OPTO -
~

8

TRANS & REC Boards (515-0173-00 and 515-0174-00
sea Sechion 5, Chapler 4, PCBs, Page 103.

Q1 Cable Wiring Harness
036-5508-04
3-Pin Connector
045-5007-03
12-Pin Connecior
£-5007-1

i b3



5-Ball & Trough Assembly, 500-6318-25-ND (ltems 1-13)

and Associated Parts: See Parte Table Below.

Ordering Note: ldeniicfal to 500-6318-15 with exceptions, see note below ltem 13 {Parts Table).

Nr. |5-BALL TROUGHPARTS _ |QTY.] SPIPARTNr. | Nr. | 5-BALL RUGH PARTS _ ]OTY. SPIPARTN
!WW e o :: .- i 7 e R > FRETRAT,

; mesk P

Gt TP
1 535

i

AR L ERRLIR oD ) PN
2  GCoil Mounting Bracket 7330-01
hel_'nl : E_e_c_l._lred to Item 1_W1 2_)_(_3f

epp tagin,

Sy e
LT

"4 Coil, 26-4200 [ NO DIOD
_C'Oﬂ.. DQ_ES NOT ﬂE_QU!FlE_J\ DlO_DE. SE

1] 1 090-5044-ND :
3 COIL NOTE BELCW FOR DETAILS, 1% o i

ﬁ‘%’“‘vﬁ’“ vl Ordering Nole: If S00-6318-25H0 is unavailable, order he individual partis) aciually reguired
R E} ﬁ Be This assembly is ideniical to S00-6318-15-ND, -14 or -24 except for the quantity of tems 9 &
10 (Quy. #per an 5-Ball Trough} amd Mem 11, required when a Magnet Mech. is used in ifie
game (this game it is required). -ND maans no diede on ilem 4, Coil, 26-1200

ASSOCIATED PART S ARE NOT IN DED WITH THE ABOVE ASSEMB

N. | ASSOCIATED PART(S) aty.] SPIPART N,

gﬁ‘;ﬁ“* : i AP-A Ball Trough Enter / Exit SCoop Rev ¢ 1 535.7329-01
# MY £ P gl i AL b . i . "5101-001.
10  Switch Body Protect Plate A 535-8539-00 b sooured to the playfield by: #8 X 1/2° SHWH AB (2inz) (Qty. 4) (204 510):00)

Take 8pecial Note:

ltem AP-A, Ball Trough Enter / Exit Scoop,

535-7329-01 {not inclided with the 5-Ball

Trough Assemibly), is shown floating
ahove and rotated slightly for clarity,

. o
FLAYFIELD CUT-AWAY VIEW

Hi

Seo securing hardware
under ftems 12 & 13.

For Securing Harciware, t
see the Parls Tabie above,
under the item desired.

flam 12, Dual OPTC TRANS
{Transmitier) Board, 515-0173-00,
Is meunied on the ether side of
the Trough Azsembly, in fine with
Item 13, Dual OPTO REC
{Receiver) Baard, 515-0474-00,
uslng same hardware.

Qiy. 4

01

Take Note:
O Coil Nete: O NO DIODE ON LUGS. ¥ replacing e
with a cgil of the same gauge and turn and it has a diode on :'r

remove [t before using, [ T
' ]
For & bréak-down of parts of lems 124 13, buatopto | L4 ¥/f
I
] [E

TRANS & REC Boards (515-0173-00 and 515-0174-00),

see Secfion &, Chapter 4, PCBs, Page 103. 7
Q1 : Cable oavglgh;&tlg{nass
M 6 Ee
045-5007-08
12-Pin Connecior
045-5007-12

PREMIUM



Flipper (Left) Assembly, 500-6543-15-ND (ltems 1-15)
and Associated Parts: White Flipper Bat & Shaft Asm., 515-5133-08-08 (ltems AP-A / AP-B)

| Nt |FLIPPER (LEFT) PARTS

laTy.| SPiPART Nr.

1 Flipper Base Plate (LEFT)

Se
Kem 1is secured below by: #8 X 142" SHWH AB (Zincy 1Oy, 8) (234-5101-00

@ FRP1

Ordering Note ! Individual Part (535-7275-01) is not prethreaded, see Mem FRP1,

2

Item 2 s secured 1o Jlem 1.hy: #6-32°% 38 HWH Sweg
3 Power (EOS / End-of-Strake) Switch

Flipper Bat Bushing, {White Plastic) .25"& 1.0,

1 545-5070-00°

{Ser) Ze. {1y 3) (237-5976:02)

1 180-5149-00

lem 3 ks secured 1o ltem 1 by: #6.32 X 58" HWH Swage (Ser) Zc. (Cy. 2} (237-5976-04)

4  Sw. Plate/Spring Return Brkt. (LEFT)
5  Flipper Relurn Spring

6  Coil Stop Bracket Sub:Assembly

ttem 5'Is secured 1o ltem 1 by #10-32 X 87 SHWH £
(237-5985-00) and #10 SpHl. Lotk Washer {Oity 2) {244-501

7
.8 - Coil Support Bracket. -
. rlern 815 securad to lem 1 by 5 32}(3"8'

9 Coi, 23-1500[ NO DIODE ] BLUE

Spring Washer (17/32" ID X 3/4" X 1"]. . 1

HWH SwapJ (Sar} Zc (th 2)[2375975-00) -

| 1 535.7354-01
1 265-5035-00

wige (?ern Zi0cQt2)

- 535-7356:00
090-5062-ND

COIL DOES NOT REQUIRE A DIODE. SEE © COIL NOTE EELOW FOR DETAILS.

10 - Coll Sleavé
11 Deflector Pad {Bumper)

12  Flipper Plunger & Link Sub-Assy.

For individual items use ; thuer Plunoar (530-5349—01]
. {544-5611-01) ‘and is secured 1o the Plunger by: Eushi
{Qry. 1} {530-5532- 00} and Spiral P 5327 X 34" Lg. (

18 Crank Bar {Pawl)

1
ftem 13 requires: Bushing, .192° 0 10X 312" ¢ UD X, 193 (O‘ty 1}{530—513%0] B

14® Switch Actuator (LEFT) Sub-Assy.
For Individoal items use : Acatord & Spring Brackat {LE

Actualér (White Plastic) (545+5612-00) and is secured to t e Brackei

Rivet, 15" a'X_1/4*% Lg. {Oty:1) (249-6002-00) - :
15 Set Screw: #10-32 X 344" Socket Hd

1 B455388:00
. 1 545-5428-00
1. 515°6304:03

nd Plunger "Figper'Link . -

"1} @E1:601502)
530- 50?0 02

2 237-614

Hom 15 requires: ¥10-32 Nylon Slop Nut (Q1y: 1) Flipper Link Side Only (240-5203-00)
and #10 Splil Lock Washer (Qly 1) Switch Actuator Side $nly (244-5003-00)

Tool required for liem: 15: 5:32" ordmm Allen Wrench

ftem 14@ i5 also shown separaled
frotn lem 13, Crank Bar, for clarity.

Spring Washer
hind Coil
Support Bracket

The differencos botween
the Left & Right Flippers
are:

Coll Sleeve
thru Cail

Left, Q15
NO DIODE

ftiem 1, tem 4 and
Htem 145

The coils may also ghiffer
depending o tha gama.

ASSOQCIATED PARTS ARE NOT INCLUDED WITH THE ABOVE ASSEMBLY.

. 1 515:6308-01

269- 5002_00'

16010 X 2817 0 00 ,__'57' :

[ Nr. | ASSOCIATED PART(S)

[aTv.] SPIPART Nr. |

AP-A White Flipper Bat & Shaft Asm,

1 51551330808

rmwmout Aubber Hrno }
AP-B [Large Flipper RED Rubberfing - .|

1

- BARBIT 122 ]

Flipper Rebuild Parts for Easier Installation; $ave $:
FRP

FLIPPER BASE PLATE KIT {LEFT} ;
inciudes item 1 pre-threaded »+< Securing  515-6617-01
Hardware for ftems 2, 3, 6 & 8.

Feor Securing Hardware,
see e Paris Table shove,
unider the item desired,

Spiral Pin

RS e
FRP cRANK STVLE
2 (LEFTSTYLE)
ASSEMBLY : Includss hems 12,13, 14& 515-7203-01
15 (comes assembled).
FRP | FLIPPER(LEFT)REBUIL:D KLT: . 7
3 _mciudes frems 6 10 AND abo &' FRPZ :
Take Note:
Y Cail Note: © NO DIODE

ONLUGS. |frepfacing
with a coif of the same

gauge and turn & it has
a diode on i, remove it
befora using.

Bushing
fsaa liem 13)

Bushing
(s&a flem 121

Hem 125 Bushing Is also
shown separated irom ifre
Flipper Piunger & Link
Sub-Asseimnbly for Slarity.

Referancs
Sorvice
Braifetin 152
for adififonal
informakion
on Mems 12
& 14

fsee em 15)

#10 Split
Lock Washer =
{s&a fam 15)

Take Note:

"R indicates ltem noled is
securad with rivet(s) as listed.

&

b5



Flipper (Right) Assembly, 500-6543-05-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 Nr,

1  Flipper Base Plate {RIGHT) 1 See FRP1
ltem t is secured below by: #8 X 1/2" SHWH AB (Zinc) (Qly. 81 (234-5101-00)
Ordering Note_: individual Pari (555-7275-00) is nol prethigaded, see lem FR_FI. ’

2 - Fiipper Bal Bushing (Whits Ela;s’gc)'zy 810. 1 545-5070-00
ltem 2 is secured fo lam 1 by: #6-32 X
3 Power {EOQS/ End-of-Stroke) Switch 1 180-5149-00
Item 3 is secured s ltemn 1 by: #6-32 X 58" HWH Swaga (Ser) Zs. {CHy. 2) £237-5976-04
4 Sw Plate/Spring Retirn Bikt; (RIGHT) 1 | 535-7354-00
5  Flippsr Return Spring . 2695-5035-00

. 1.
6 - Coil Stop Bracket Sub-Asspmbly” . 1’ _515:6308-01'

flem 6 is secured 1o Ttem 7 by: #10:32 X 38" SHWH Swage (36m) ZinG (v 2}

{237-5995-00) and 10 Split Lock Washar (Qry. 2) (244-6008-80) - . ¢+
7 Spring Washer (17/32" 1D X 3/4" X 1") A
§  Coil Support Brackst T B

em 8 s secured to'lhem T by: #8-32 X 38" HWH Swage (Ser) Zc. (Qty. 2) (237-5975-00}-

9  Col, 22-1680 [ NO DIODE ] BLUE 1 090-5032-ND |i
COIL DOES NOT REQUIRE A DIODE. SEF © COIL NOTE PREV. PAGE FOR DETAILS, !
10 Col Sleave - - _ .1 545-5388-00
11 Defloctor Pad (Bumper) 1 545-5428-00
12: Flipper Plunger & Link Sub-Assy. - 1 515-6304-03 .

For individua! Neins use : Fiipper Plungar {530-5349-01) and Plunger "Flippar” Link . - -
(545-5611-01) and is secured 10 Whe Plunger by: -Bushing:.16" 8 ID X 281" @ QDX 187

{City. 1 (530-5532-00) and Spiral Fin & /321X 34" Lg. (Qy. 1)-{251-5015°02) -+

13 Crank Bar (Pawl) i
ltem 13 requires; Bushing, 192" 0 10 X 312" 0 OD X 196" (Gty. 1) (530-5139-00)
14@® Switch Actuator (RIGHT) Sub-Assy
For indfvidual itents s : Actuator & Spiing Bracket {LEFT) (536-8048-01):and 8 Switch -
Actuator {White Plagiic) (535-5612-00) and i secured to the Bratkel by:: - .
Rivat, 1/8™2 X 14" Lg. {Qhy. 1) {248-5003-00} T :

15  SetSorew: #10-32 X 34" SocketHd. 2 237.68144.00 |

Hem 15 reguires: #10-32 Mydon Stap Mut (Gty 1) Flipper Link Side Oaly (240-5203-00)
and #10 5plit Lock Washer {Qty, 1) Switch Actualor Side Only (244-5003-00)
Tool required for flem 15 532" orAmm Allen Wrench

Kerir T9® Js alse shown separaied
froirt flem 13, Crank Bar, for clarity.

Supparl
Bracket

i

Coll Sleeve
thru Caill

Right, Q16 |
NO DIODE
' ]

The differences between
the Lefl & Aight Flippers
are:

fteen 1, Hem 4 and
ftem 148

The coils may also differ
daganding on the gama,

ASSDCIATED PARTS ARE NOT INGLUDED WITH THE ABOVE ASSEMELY.

" HWH Swage (Ser.) Zo. (Qty. 3) (237-5576-02) -

Flipper Rebuild Parts f'érE_'asier Installation, $ave $:
FRP FLIPPER BASE PLATEKIT{RIGHT):

Includes Item 1 pre-threaded »+< Sacuring  515-6617-00
Hardware for ftems 2, 3,6 & 8.

 269-5002-00
1, 535:7356-00

530-5070-02
"1 BI57257-00-

| Nr. | ASSOCIATED PARTI(S)

[Qtv.] SPIPART Nr. |

AP-A YELLOW Flipper Bat & Shdft Asm, 1

51551330605

: q En) without Rufther Bing
AP-B | Large Flipper RED Rubber{Ring - § %

545-5277-22.|

bo

For Securing Hardware,
s2e the Party Table shove,
under the item desired,

Spiral Pin

PLUNGER, RIGHT
FRP E’gA(Ns;( STYLE Ballom

o (RIGHTSTYLE) View
ASSEMBLY : includes ltems 12,13, 14&  515-7203-00
153 {cames assembied).
FLIPPER(RIGHT)REBUILD K[ T: - o
Includes -fremsi 6,10 AND above FRPZ. - 500-6307-00

use dmm
o 532"
Allen
Wrench

Bushing
isae flem 13

Bushing

{sae ftam 1‘2)\

ftern 125 Bushing Is aisg Flipper
shown separated from ihe Link
Flipper Fiunger & Link

Sub-Assembly for tlarity.

Rofarence
Sarvice

for additional
information

o flems 12
& 14,

210 Hylon
Stop Nut
{see lhom 15}

#10 Split
Lock Washer
{sea llarm T5)

Take Note:

"R" indicates ltam noted is
secured with rivet{s) as listed.

®
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Ball Deflector Assembly,

|'500-708]—00 (Items 1-7)

ITEM2 JQTY | PARTR DESCRIFTION 2
1 1 53502800 [BRACKET ;
2 2 |S35-500303  |COL RETAINING BRACKET
3 1 [090-5044ND  [COM 261200 - MO DICDE
4 t|5455047-00  |COIL SLERVE :
7 1 [280-501400  |ADJUSTABLE BUMPERISTOR
5 1__|515765300  [PLUNGERASSEMBLY
[} 1| 266502200 |COMPRESSION SPRNG-GONICAL
12} | 4 |23250000 SCREW. 8-32 X 114" PPH SEMS
(7] ] ' [40520800  [Ho32 KEPSNUT i

3300iq ON




Slingshot {Left & Right) Assemblies, 500-5849-00-ND (0Oty. 2) (tems 1-9)

[N |SLINGSHOT PARTS  [QTY.[ SPIPARTNr. | Nr. | SLINGSHOT PARTS loTY.| SPiPART Nr. !
1 Slingshot Brackst A_ssembl_y To 1 tiper 515-5339-01 6  Compression (Return) Spring jper 266-5020-00
- hem 1 Is secured below the piayfield by: 48 X 12" SHWH AB (Zc) (City.3) 034510100} - .7 Shngshot Stack (Blade) Switch - ﬂger 580.5054-00
2  Coil Retaining Bracket pet 535-5203-03 ‘Only ¥ ot the Z Swilches has a DchBUM{J[M} (112 5003001 Note Ba!awmﬂmwmg
Mer 2 is secured 1o ftem 1 by: ¥8-32 X 318" PPH MS (Se“ns} (Oly 2] (232-5301- 00) Lan be replaced with (TAL007) F112-5001- :
3 Coil; 24-910 [ NO DIODE] - ' A4-NI 8  Swiich Body Protect F'Iale nar 535 5045 00
COIL DOES NOT REQUIRE A DIGDE. SEE © COIL NOTF BEL.ow FOR DETAILS, . | 'tems7 & are secured to ltem 1 by: 4532 X 5/8" HWH Swage {2y, 4} {237-5076-04)
4 Coil Sleave 1iper 545-5031 00 | 9® Riveted Arm & Tip:Assembly Aiper 51 5- 5340~01
. .| Forindividuat & ired drl
5 Pluriger & Link Assembly - | tiper ‘E15-5338-00. | -oracychntoarie use requies g r:;;’a‘::; ’ﬁ?é"f}i L (249 500 00

Formdlv!a‘uai Htéms use : Plungar 2°1q. (530—5025 lJ1 L F unger unk(5455293-00} an The Biv. Arm is ‘secured fo ltem 1 by: Hetammg Hm 1¢4% g Shaft(Qty. 1] (270-5002: 00]

’ O:ﬂermg Nafe rf 515-5.340-01 !s unavajfab.re ordsrme indnaduat pan(sj aclually mqurred .

Ordering Nole: If S00-5849-00-ND is unavaafabfe. ordsr the rndmduarpaﬂ(s) actuatty
réquired, This assambly is identical (o S00-5848-02-MD with the sxcapiion of them 3, which
usas a Col, 27-1500 INO DICDE] (090-5004-MD) irrstasd.

by: Retalning Ring, 174" o'Shatt (Giy. 1) (270-5002-00) |-
Ordering Nole: 1t 515- 53800 is urm:aﬂab.fe _orderfhe' Fuei

Take Note:;

Y Coil Note: &) NO DIODE ON LUGS. f rapfacing with a coil of the
same gauge and lurn and it has a dicde on it, remove it before using.

® "R"indicates Hem noted is secured with rivet(s) as listed.

LEFT
SW. 26
{Qry. 2

Swiich Diode Wiring Note:
Calhode Side to LEFT
tgﬂ;}f Short Blade
HT Jumper io
Zrnd Switch)
n Kicker RIGHT
Ancde Side o o Tip W, 27
Middie Lug : (Qly. 2)
(TAN-RED) P
Lu%o{ Long Blade
{BRAN-AED & WHT Swilch Dlode Wiring Mote:
JSurper i \ 11
Znd Switch) ; R . Caihode Side to RIGHT
; : Lug of Shart Blade . SwW. 27
{WHT Jumper lo Kicker
2nd Switoh) T
Anode Side 1o
Middie Lug
_ (TAN-08G) P
Ratainin: 5 . -
n“-::] 2 : - Lug of Leng Blacks
~ (GAN-AED & WHT
Jumper to
2nd Switch}

Piode on
1 Switch Only

b
7
@
®
3
=
6.
&
Re
»~
o
3
g
@

For Securing Hardwate, $¢e the Parts
Taixe arove, under the flem desired.

Rear View

Front View
Slingshot
(Left}

Slingshot
(Right)

b
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Left Control Gate ﬁsm.. 511-5033-00 & Right C.G. Asm. 511-5033-01 (ltems 1-8)

iTEMNO. | PARTHUMBER | DESCRIPTION

qry.
1 SIE-G847-00 GRACKET, ELEC GATE, RAIL MOUNT 1
H UO0-5050-01-ND MINE-COIL WICORE - 32-1250, YELLOW 1
K 535-9577-00 COVER, ELECTRIC GATE 1
b4 242500500 # 8 WASHER 1
5 HO510200 #8-32 NYLON LOGK NUT 1
[ 535537200 REAQUND HINGE #IN 1
| 7 535968200 [GATE - ELECTRIC (MAGHET) 1
! 8 530570201 [CLEVIS PIN W/ RING, 316D X 1072 | 1
i kom & incl, 279-5001-00, Rataining Ring, 316" @
|
‘ 32-1250 32-1250
|NO DIODE NO DIODE
I
1

HH-5033-00

BH-BOE.O
Contro! Gale Confrol Gate
(Left Style) | . (Right Style)
| !
Parts are Identical | 3
Individually. Assemble
as shown for Left and |

Right applications.

i m,
]
1]

Left Control Gatg 8 &
Exploded View |

-
-~ -

L25
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Parts ldentification 3 The Pink Pages

Optional Kits available through your Distributor:

Pinball Location Maintend

Standard Kit includes :
plavfield), Bulbs (Bulb quanti
Quanties, sizes and confents

nce Standard Kit (for Rolling Stones Pinball} .....c.cocoeeeee 502-6002-B8

8 oz. Novus Wax #2 Fine (Red) (675-0003-01), Cloth, Rubber Rings (used above
ties vary and is limited to 25 per type), Fuses {1/per type) and 4 Pinballs. Note:
subject to change without notice.

Pinball Location Maintenance Deluxe Kit {for Rolling 8tones Pinball)................ vaes. B02-6003-B8

Deluxe Kit includes : Pinball Localion Maintenance Standard Kit as described above plus a quantity of Flipper
Rebuild Kits. Note: Quantily varies which equals the same quantity of flippers used in this game.

AT

HIS GAME KIT {NCLUDES { 2 ) FLIPPER REBUILD KITS A

Plastics*Kit {for Rolling $tones Pinball) ......cooieiiiioniiiiiiiiin e, ...803-5000-B8

Plastics Kit includes: Plastic Sets (830-6130-XX)

Decals*Kit (for Rolling Stones Pinball) ...vevveeeneeenns soseserarsroasee vestssesrnnerene rreres. 302-5000-B8
Decals Kit includes: Decal Set (820-6580-XX)

Mylar*Kit (for Rolling S1ones Pinball) .c..eeemerrcrirniiiniiiiiiiiermviiececenee 802-5001-B8

Mytar Kit includes: Pop Bumper (820-6584-00)

*Attantion: No individual Plastic or Decal can be ordered se,barafeiy, unifess noted otherwise, Plastics & Decals
are subject to change witholit notice during and / or after production. Key Fobs subject to availability and may or
may not be included in the plastic set. All designs, shapes & pieces used subject to change without notice. Kit

contents subject to change.

shown on plastics or decals |are for reference only.

Service Bulletin(s) wiit announce any critical changes, if warranted. The last 2-digits
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Parts Identification oo 0 The -Pink: Pages

ROLLING STONES PREMIUM PARTS:

Pivot Hinge Chrome (Leff Style) .....rvrvrrreerrrrririirrririererinrneerersreneineisssissereanes £35-7999-08
Pivot Hinge Chrome (RIGRE SIYIR)...o. e rtrenesaseran e mamnas e san e nasneascacnenesen 535-7999-07
Bpeaker Grill ChPomE. ...levureeiemiiiriirireirieiriererrtrniee s ncie s se s s e asseens 535-8081-04-Ci
Chrome Legs with Leveler ASm. ....eeervrereeeiimirciiiimieiicrcncoreneicieiemereierecresessenssenssees 500-5921-10
White Ceramic Pinball ... e s sesisrsetessses i orssessonsssrsnas 260-5012-00
Front Molding Lockdown ASMh.....mimimimanme, . Eeresssne s S00-6881-00

Front Molding (Chrome) No Button Hole............. . PP b SR TP v 500-6882-02-02
Bracket, Playfield Support Slide......ccomiemmiiriineiiereiiiseritrnieii s ssnseani s 535-6862-05

BHAM BUHON i caviieciiiiiadisnimmererrinttorserensssnsnrssresnsressststerbsnrsssronnonnssrbnonarbnrsss 500-6388-44-TL




Backbox [ 8.A.M. System ] - Parts [_]

"Nr. | BACKBOX PARTS SPIPART Nr. | Nr. | BACKBOXPARTS _ |QTY.| SPIPART N,

1 BackboxRolling Stones™ (Mo Parts) 1 B25.5631-17-B3 Starter - Fluorescent {F52 Light) 1 165-5011-01
- Mem 1 Note: Chrome T-Mofding is instaffed and cannot be|ordered separataly 11 | Starter Bass (Mﬂ] )'6&0'5) [Ol"i Itern 8[..} - : 0?-‘.”52 ;

Fuse Description {820+ 6384-00) and High Voltage Cautlon (JL} (32050& 01} Decals N
..'2" PGB Metal Mounting Plata [Display} =]." 4. oy
3  Display Power Supply PCB
lem 3 ia secured o @ boltom hy #E-32 X A" SHWH &
'4  Plastic Cover [DANGEFI HGH VOLTAG E} >3 CAUTION - VERY HOT® Detal (820-8266-00)
| “ilerns 3 & 4 sire securedto-@ 1op by: 1-1/4" X V67 Plastiq Spader Giay EU/UK Only : Hallasl, 58" CO"G S50 Hz (010-5015- OU‘
- {254-5000-05) and #8-32°% 1-04" SHWH Sor. {ch) (Ony, 2} (237-5975-28). ) 1 4 GI’OU nd EStrap { "} -

5 PCB Metal Mounting Plate [WO+CPU]| 1 535-0664-00 | 15* _Roto Lock Male (on Cabinet)

llem 11 i secuirad to ltem 8L by: #4-40 X 1 PPH M35 tS-ams] Zc {Oly 2} (237- 5813 -(H1)

1274 Ballast Mounting Plate 535..865? 00
13  Ballast CU452-W 122* Core 120v 60 Hz oW 1 010-5015-00
|| nems 12 & 12 are secured to Nam ¥ by: #8 X 1/2° SHWH AB (Zint) (Cly. 2) (234-5121-00)

1« i 600-5006-05 -
,.355-5006-01

Hems 2 8 5 are sacured Lo Hem 1 by: #8 ¥ 1/2" SHWH AR (Zing) {Qy. ihale) . L HOlD

{234-5101-00) and #10 Washer 7(32" 1.0, X 5" O.0. X 1115" [Thick (Cty. 1/hele) (242-5003-00) 1 6 B T N

Wote: Whate a Wire Clamp (item 27) is mountad, 2 #10 Washer i5 nof réquired. - Hem 16 13 sacurad by: -34" CBENTZ
F{B40-5207-00), #10-25 X, - CBSN(231604500) and:

. 6 . O Power Driver PCB [S.AM. Sys.] | 1 JEIELERNE . $10 washer 72710 X 0D X115 @y, suz-@som-ao; ‘Seal S
7 _GPU/Sound PGB [S.A.M. System] 0 17 Lock Mounting Plate 1 535 0072 00
- 7A; BMB EPRON mz?osm-wqusg.;o}ﬁ,@: . Lbok 5/8" Bariel, ¥d'p; '-__Flat Cam | {1 355 5055 00

OrderJng Note: Frogrammad ERROM (965800
78: Coin Cell Batary (CR2430.3V) { E 17 & 18 are sacurad by 48 X112 TR Torx T20 Black (Qty 2) £23? -8173:08) -
_ _Back Vent GrlII 2 1.’2" X 18“

ForUSBMemoryShckhhnﬂanon.seeuamsoa the next page. - . 0
Itemns 6 & 7 are socured to ltem 5 by: #8-32 X 3/8" SHWH Swage (Zing) fQI 10]
{237-5075-00) and 14" SIL. Rin. Spacer While (Qty: 5[ VO | { Gy 4 [ CPU ) (254-5007-08) | - &

8L Fluorescent Light Bracket {! Lofi Siyfe) < BARZTR0-00 |-

- ) Lht BroL " X 21 Button Hole Plug (BIk} Happ rszz1600) 1 500 656600
Eﬁs le &Usgrziieegureﬁo m'ﬁ br(ﬁ:go{;i? ﬁi. ,aml.oe Bo%g?ua?a?\lsg 01 T II‘_em ET.p!ugs nho Acasss Ho.fe :aqw!ed if usmg oplmar BETAbT.fre sl‘gn or Data cabies

. 1Qty 2inen (231-5012-0D), #10-24 Keps Nut (Qty. 2iper) (249-5207-00% and:
44" X 3" Reinforced Sl(appmg Tapa {Qly 1, 5ol in 127 bng only) (&2&-504-0-00:- T

§  Fluorescent Lamp Holder [Socket) 2 077521 4-01

Item 9 i serured to hems BL and 8R by #5-32 X 58" PHH M3 iSame) Zine (Qly. 1/pen) = by : I; .

» . i e s between It & Gles eachslde 33

{232:-5203-00) Lock-In Fluer. Bulb :.u;h Yollow _s_,f;cng Clip (Otw Uper) (545-6271-00) e o It T by # B9 x iR PEL ME Ert: Serni (2inc) (O, Sogis (22830100

10 Flucrescent Tube 24" (F20TECW} © .| 1. 165-50651-00 | aind ltem 24 to teis 2223 by 148 X 48 PPH AR Black'(Qty. 2/per R0
PARTS TABLE & VIEWS CONTINUED DN THE NEXT PAGE. b

Paris Identification
& Location




Backbox [ 8.A.M. System ] - Parts [

s
Bt
i
5
1

Front View

{Broken View)

)
=
©
Juk
=
&
-
&
e
®
——
ral
=
=
)
s
[72]
—
o
=
[=—
AY
hc
w

Qide View

®7 . [BACKBOX PARTS loTY.| SPIPARTNr. | Nr. [SPEAKER PANEL PARTS  |QTY.] SPIPARTNr. |
4 PARTS TAFH.E& wgws CONTINUED FRPM THE PREVIOUS PAGE. 31 _Speaker Panel {Black Wood) 1 525-5515-00
25 Braided Wire (1-1/2 Feet) 1 600-5001-00 | 32 Plastic Shisld (Display. Fiont Coveﬁ) 1 B45-5884-00
ltem 25 is secured by: Staple 5167 (Qy. 23)(631-5000-00) ilem 33 15 secured to inside lfem 31 by: '#6 X 38" SHWH AB (Zinc} [Qty. 8) (234-5008-00)
26* Zip Cable Tie (Screw Down Styls) * ~ 2 040-5005-00 | 33+ Foam3/16" Thick X 14" Wide X 12° 3 @26-5026-00
itern 26 is secured @ inskie bot by: #8 X 162 SHWH AB (Zinc) (. 1ipet) (234-5101 00 Above Hem 33 Is seif-ahesive, Lovaled between hems 32-34. Sold ip 12" Lengihs arly
27  Clamps [Multiple Sizes] 15 040-5000-XX | - . 128X 32:Dot Matrix Display PCB | . | - NNy R
ttem 27 dby: #8 X 1/2* SHWH AB (Zific) (Qty. 1/per) (234-5101-00) For the e -
f:imwfn;e:i:g;. r?prace Xttt O D {g;?é}; 12" SingIeL o6 owa | 34 JTEURD ONLY RoHS /1 128 X 32 DM Pin-LED PGB 520-5052-04 :
4" Single = -08 {Qty. 4}, 1" Single = -09 {Uty1); 114" Double = -3 @y 1) | | MK EURD ONLY RoHS 4 Dot Malrix Pin-LED Bezel 545-6281-00 -
28 Foam 3{1 5" Thn;k X 1,"4" W|de X 12“ ) 3 626 5026 00 ) Ifem..‘ﬂ Is secured.ta Nem 38 by {at comers) 816" ¥ A8 Spacer Gray Oty 4) | o
Aboive Hiem 28 5 self-sdnesive; 175" sirip dn aach side, Som in 122 Longhs e {254°5000- 18] and #8-32 X 1/2" SHWH Swags (Serr) Jing (City. 4) (207-5876-03) —
Pivet Hinae (Laft Stvi ' 35 Dot Matrix Display Mounting Bracket 2 535 8368 01 R
gg]ﬁ l ngt ng: Fﬁ?ghfs é’ ;fe) T :} ggg ;ggg 8[1J ltem 33 Is secured te llem 31 by: #8 X 1/2" SHWH AB (Zanc} {lZI!I',r ‘i.l'pel} {234-5101 -00) %
ltems 29L-25R ave secured o Backbox by: 17420 X 1-1" C.B. 50, Neck (Ciy. 4) 36 Plastic Shield {Dpsplay Back Cover) * .1 830- 6040- 00 o
(231-5003-00) and 1/4°-20 Flange Mut (Oty. 4} (240-5300-00} Item 36 Is sacured 1o Item B by: 152Y X 14" FHex Sp car it6-32 Tap :tQty 4
Items 29L-29R aze securad to Cabinet by: Spacer Hes Mut 1/2* QDL - 14320 X 12" TD (254-5008-03), 3/4* ¥ 1/4" Haw Spacer #6-22 Tap((hy: 2§ (254:5008-04), #6-32 X 14" PPH
{Black) [0ty 1/per) (264-5042-00), Nylon Spacier (Black) (Cty. 1par) (242-5084-00), - MS (Sems} Zinc (Qty, 2){232-5200-00) and #6-32 X 38 FPH (Qty. B) (232-52(H-00).
1/4-20 X 142" Carriage Bell S Nack (Blaft) (Qy. Vpar) (231-5072-00) and
Washer 1" 0.0 ;Tﬁal D.X 1.?1U(:‘;="?Black} Eef; 13§ortid2?é;.l)'ﬂi'fl‘mquimoﬂ oAB- 608700} 37 Ribbon Gable, 14- Plp (32 1 036-5260-32
| Memory Shd( USB 1. I + [Genenr:] 128MB 970 01 23 00 fem 37 (m Prn) conmects the 128 X 32 Dol Matrix D:sp.ray PCB to the CPUSound PCB,
ham 30 1 il vaur garme I ISice SOwE OF (U i

Display Cable (W Wirittg Harmess) . 036 -5d454-01 !

code coplsd Dntc i

3 garm {9 00-98’) =
Fil be downlonded f bsite M :a:gsr DSL or. Fasf Modern fif EURO OMLY RoHS Jif LED Digplay Adapt
r;:ﬁ;:nnm Mot all manm:e‘r:oi IMe(.. oryigtm-clis arg :;rmmlble Mlhornur s{imem 4 isplay Adaptar 036-5520-00

rough you el poba Aroerer (v e berony S Qoartocs copeiviy, | 39 _Speaker (Shid) 4" 80 #MG ELEGGISH 2 031-5004-02
A0 ‘ Speaker Grill (Chmme wA10 Amvork) 2 ' /35-8081 -04

{ASM. AEF. 505-6002-58-98, lars 142 Only, [28-30 not nciudad in assemhlyl} -
tems 39410 arg secured h\r 28 X 127 SHIWH AR (Bléck} (Ol}c ﬂpef,l (234-5101-01)

Take Note: |’ 41 Ground Strap (25" )[Eper Items 35&391 4 600-5006- 25
* An asterisk { + ) indicates item({s) are not noted in the pictorials. 242 - Speaker Pangl Hook Bracket < i . 2 -535-7009-02
[ Nr. | BACKGLASS PARTS Icmf.l SPIPARTNr. | Nr. | BACKGLASS PARTS IQTY.I SPI PART Nr. |
i*  Cless {(Tempered) 25.908" X 19187 X.125' "~ 4 ' . §G0-5038-02 | iv* Bottom Plastic Lift Channel - 26 1 545-6313-01
ti* Folling Stones™ Fiim Art (#98) _ 1 B830-52B8-0 - Plagtic Edging (Left/Right) -~ 18-1/8 27 BAB-5018- 14
iipe Top Plastio Channel -26" | 1" 1" 545.5018:45 | e E,‘;;;’g‘ﬁmim '13-"  Tapl (Doutie su?a),m (. 1) (E255005-00)

(J‘EM REF 515 5450 00 0s, Itemsnr}

Parts ldentification
P 4 & Location




For Backbox Parts see g
the previous two pages.

flem 11: Shown Broken
View for Clariry

oL

llem J0E
{Powear Or/ON Switcft}
is focated wdar the Cabinet
{Fromt Aighi) diractly balow tha
Fowar Box fin the Cabinaf).

. 4

. Hern 2 Crdering Note:
" Leg comes with Levefsr
- Lewveler can be purchasead
separately. Leg carnoi be
orderad WITHOUT Levelsr
(see Farts Tabie befow, ftam 2).

Doer {ltcm 17} open.

Take Note:

* An asterislc { * ) indicates item(s)
are not noted in the plctorials,

fLegend Note: ltems noted with a
Cyan square s are Cabgnet Parts.
Itemns noted with a Whlte‘ square [
are Switches.

View of the Goin

Nr. | CAB. PARTS & SWITCHES Ir.m'l SPI PART Nr.

. | CAB. PARTS & SWITCHES

" 1. Boreened CabinetRoling Stones™ (No Parts)|

3G Start Button (Gresn Round) with Sw. + Lamp |

S
u 3
<2}
Q__
&P
=
==
v
D
=
(=)
b

. Pal Nuit inside cabinet secired by> £8 X 1/2° SHWH AB (ding

2  Black Leg with Leveler Asm.

4 500-5921-50

lem 2 Is secured by: Leg Bolt Back Plate (535-7394-00) and Lag Boll 38" X 16 X 2-1/2°

Hex 58" Hd, (2/per) (231-5001-01) deg Lovelar ONLY (38

58X 39 (500*501?400} o

AT Tournament Button {¥el Sq.), w/Sw. + Lamp 500-6587-06-TL
e 35 & 4T includes the Swilch & Lamp (Mo Wiring; desolder okt wiring wherg
reguired).  Switch or Bulb replacementt; L TWISTU LOCK (+TL} > =i <€
Assembly : Microswirch (180-5174-00); K455 Wadge Basa Claar Bulb
(165-5002-00), if 4T is not desired, use opional Bulton Piug Black (S00-6566-00),

Raginras 3-Lug Tormina! Sing (055-5204-03) and Diodes, TAA0M (O 2) £1 12-5003-00)
inside cabinel under button{s) for Lamp Operation [Diode -'chm!d‘.' !oca!ad ont Swilch )

5  Flipper Button [W}ute} Assembry [Nos witchy.|-
Item 5 s sacured by: Pal Nut for Flgper Butioh (Metal) (Cr: 2iper)

and Washer (Zing), .1B7* ID X 1875° OD X-.048* Thick (Qty. 1

65  Flipper Switch Single Assembly 2 500 6889 01
Azsembly Parlg ingluded : Flipper Switch Stack Single (Pafiney Contact) {186-5160-01)
and Capacilor - Ceramic 05 Mid 25 voll {130-5001-00)
Item 65/D are secured 1o Cab. by: #6 X 1-1/d SHWH AB

6D [Flipper Switch Double Assembly. .~ | . 0~ 500-6890-01.] .

Assenbly Parig inglyded @ Flippsr Switch Stack Double (Falirey Contact) (180-5164-01}
and Capacilor - Caramic 05 Mid 25 voll {130-5001-00)
Item B5/6D are secured 1o Cab. by: #6 X 1-1/4 SHWH AB

Zincy {Qy, 2/per) (237-5959-00)

2lnch (Qdy, 2iper) (237-5959-00)

14 Rolo Lock Male {R2-0085-02) ¥|
Itenm 14 s secured by: #10-24 ¥ 1.3/4" Carriage Boht Square Neck
#10-24 Nyloa Stop Nul {Oty. 2) (240-5206-00) and
#10 Washer, 7/32" 1D X 1/2° QD X 1/16* Thick {Qly 2 (242-5003- 00}

_ [aTv.| sPipART N [P
7 Bear Glass Channsl 20-3/8" Length:: -#1 | 545-5038-00
8  Plastic Channel 42-5/8" Lg. (Left/Rt ) 2 545-501 7.00
9L - Sida Armor (Lafty W/Q Buitton Guard - - 1 -} 53572070
‘9R::| Side Armor (Right) W/O Bution Guard 1 | 535- 7297 02

lterms 9L & 9R aré secured & front & slde by:. Pern Stud 174 X 1° Flangs. Head Bi

. (Giy. 14par) (257-8116-01), 1/a-20 Flanigs Nut (C1y 1/par) {340-5300-0)-and #8.X. m- o0
“Tamper Proo! Black {Qty.

[ "Carr; Bott Black {Oty. h'par) (201-5021-00) and #10 24 Hok Nt (Qtyy

Siper) (237-8173-05); @ féar.{backbox) by] #10-24 X 1* S5, Neek

Vo) {24&5:02-00)

515-7729-00

{3') (626-5001-00)
'|:660-5001-00
777-0004-00
{ BO5- 5008 03

' 355-5005-01

iy 23 (231-5022-00),

{0 FrontMolding (Black) < NO BUTTONHOLE> 4

Item 10 includes: Ssii-Adhesive Foam Rubber 38" X 316" X 20-38
!rems 1¢ warks wr:h rrem 22(nex: page) _Q,M_r

5 'Hnto qpk Female {on Backbax),
16 Ball Shooter {Plunger) Assembly 1

- 1-365-5006-02
500-6146-00-04

PARTS TABLE & VIEWS CONTINUED 01\1 THE NEXT PAGE. &
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Main Playfield Bottom -
Miscellanecus Parts [} and Brackets B

Nr. | THE PLAYFIELD [aTy]

SPI PART Nr. |

L} 101 M
e\ @2 I Wain Wi s

L0586

JIfs] PF
ﬁ\"‘ ll
A\

Hem 3 ls socured
AppHcation Nolde :
page (... Switchas). See the Yelow Pagos, PUEE, Pages y 42 - y 43

by: #6 X 3/d* SHWH AB (Zinc) {Oty. 4) (234-5003-00)
: irad Jor OPTO Transconver Pairs (500-5775-01) listod on the next

Nr. [ MISC. BRACKETS (BELOW) lQ1Y]

SPI PART Nr. |

7 Bracket, Playfield Support Slide

i ¥5-32 ¥&B' SHWH Sm:&(ﬂnc} Wa (Oty. 1/per) (237-5875-03) snd
' 5t

9

11 Bracket, Hole Protect {center up-post) ()
kem 11 securad under i playfield by: €8 X 172" SHWH AR (Zinc)

535-6862-0!

g 7 ig secursd by: #10X 1/2° HWH A (Zinc) (Cly. 2per) (237-5817-00),

535-0289-00
{Cty. 2) (234.5101-00)

Parts Identification



Plagf eld Me’rfal Posts & Fin Shank Screws (Actual Size) T

#8-32 Thread

L #6-32 Thread

] -F:
g ¢
= F
8 L]
i o b
b #8-32 Thread 3 g 4
3 "
@ % g = A
E 2 £} i
o L e .':941 4 Post can use &16" LD\ Blagk Fing, Hters -8 Posts can use 716" 0.0, Biack Ring,
© 3 4 i 54r;‘ -5348-02 or While Ring §45-5348-52, 545-5348- 17 or White Ring, 545-5348-67.
' fteins A & B Note. Tupically usad 1o sacure Hex cers onie the
tiems 1 =16 & 18 Posis can use a Black A & B Playficid Wood or Back Paned, Spe
(ﬂ%‘}'}f;ﬁggﬁ’gﬁ Tatl) ﬁgﬂﬁg} fof| /tem C Note: Quaniity 4 on battom Cabinst Speaker Gt Oty 4]
2 o Usuaily, ohly Posts which are in the ball path {also requires #6-32 Mylon Slop Mut, 240-3005-00).
3 reduirg a Bumper Fost Sleeve. D ftem D Mete: Quaniity Fper on the Coi
3 ltems 12-15 & 18 Posis are lypically secured T e o
o By 2 #10-33 Nylon Stp Nud, 300 and -:_.5:__; in the Bumper Boliom Assembly (515-6450-04).
4 #10 Wagher, M2-5010-0¢ (ttem 11 Post uge a

#8-32 Nyton Stop Nut, 240-5102-00; Rem 16
Post yse & #§-32 T-Nut, 240-5101-00).

#6-32 Thread

=T

=LEEINHIT T EL L

_ #6-22Thread

W jiems A-D Nole:
The "Fins" keep

the screw From

. luming inside the
= wood hofe.
; - 48-32
| = Tap
. w32 &
Tap o
No 2
Tap *

S
3
73
o
®
3
=
=
S
&
=
o
3

E T % - E
5 : ] ;
@ x] = 3 *

T b E § Jtam 18 Post, for usage

" ® on 39;22’22;2"535 Asf.,

[ Nr. | METAL POSTS | SPIPART Nr. | Nr. [METAL POSTS I SPI PART Nr. |
1 Post[Fasien] #8-32 Thread // Wood Screw 530-5010-02 | 12 . Post{HexBase] NO TAP / 10:32 Thread. - :530-5332-00
2  Post[Fasien] #6-32 Thread # #6-32 Thiead .- 530-5012-02 | 13 Post{HexBs] #6-32 TAP 1 #10-32 Thread . 530-5332-01
3 Post[Fasten] #8-32 Thread /f #6-32 Thfead ~ 530-5008-00 |- 14 Post [HexBs.] #8-32 Thread // #10-32 Tht: - 1 530-5332.02
4  PostBrass |adjustable, Sliding] $2-32 Threzd| .~ 530-5621-00" 15 Post[HexBs] #6-32 Thiead /f #10-32 Thr. 530 5332-03
5 Mini-Past Wood Screw mo cut- waay) ~ 530-5004-01 [::16 “'Post [Hex Bs] #8-32.TAP // #8-32 Thread ' {'530-5332-04-
6 Mini-Post Wood Serew . .- ¢4 530-5004-00'| 17 Post[Hexss. varoove] #6-32 TAP / #10-32 Thr.  530-5679-00
7 Mini-Post Machine Scr. // #10-32 .47 ™ read 530-5005-01 | 18 Post[Hx Ba.ssroove] $8-32.TAP 1/ #10-32 Thr. | §30-5753-00

8A Mini-Post MS.// #10-32 875 Thread -| © .. '530-5005-00

8B { Mini-Post Short MS // #10-32 875" Thread  53(-5749-00) Nr. | FIN SHANK SCREWS | SPIPART Nr. I

9 Post{Faskn] #6.32 Thread / Wood Scfew  530-6263-01 | 2 5 ggz.sh{; e . 237592102
Post #6-32 Tap // #6-32 Thread - Bapsiaz00 | B in Stank Serew..; © - [237:5921-04
1? Pos Fesen] #6-32 Trreaa  #6:32 Toiead ggg gz‘ag; gg' © #8GR X1 Fin Shank S 4, 237-5883-00
SOV D seaax 1ns spiral FinSnark Serew . 237-5957-00

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 - Nylon Stop, KEPS, Hex, T-, Flange, Pal* & Wing Nuts* (Actual Size) +

| Nr. [NYLON STOP NUTS* _ | SPIPARTNr. | —
N1 #6-32NylonStopNut =~ = " 240°5005-00 @ "
N2 #6-32 N.S. Nut (with 14" Hex Body)  240-5010-00 T
N3 #8-32NyionStopNut -~ L - 240:5102-00
N4  #10-32 Nylon Stop Nut 240-5203-00 E A
N5 #1024 Nifon Sfop Nut -2 =i 7 040520600 N1

“Hern N used with #10-24 X.1-0d” Gamaga Bokt Squara Hack aaam ;zsrnswzz a0} tocated-
i the Cabinet for.the Foto Lack (Male} (255-5006-01). -

N6  #4-40 Nylon Stop Nut 240-5303-00
N7 * #4-40 (16/8 Stainfess) Nylon Stop Net . - 240:5303-01
N8 5/18"18 Nylon Stop Nut 240-5316-00
[ Nr. [KEPS NUTS* | SPILPART . |
'-'K‘; _ #6 32 Keps Nut (w.'fh Star Wasner) cE .;_240 5008 00
| K2 #6-32 Keps Nut (w.-:h Yy .Hex BOGM ... 240-5011-Q0
K3 #8632 KepsrNut. = L7 - 240-5104-00
K4 #10-32 Keps ”."_‘._ o 240-5208-00
K& #10-24Keps'Nut . = - T 540-5007-00 |
KE  #4-40 Keps Nut 240-5318-00
|
[ Nr. [HEX NUTS* [ SPI PART Nr. < N
H1. #6-32HexNut(No Star Washer) -+ . 240-5004-00 ‘
H2 #8-32 Hex Nut 240-5103-00 - -
‘H3  #10-32Hex Nur= 7. 70 . 240-5201-00 |
H4  #10-24 Hex Nut 240-5202-00 T3 A
Mem He used with #10-24 X 1* Cardage Bolt Square Mack Black [231-5021-00) located in H1
the Cabinet for the Side Armor Rear flowards Bar.*box,l
| HE . #10-32 % 3* Hae Nt . 240-5209:00 |
H6 %-16Hex Nut . } - 240-5315-00
H7 #2556 Hex Nt ELL © 240-5301-00 ! i
H8 %&"-14 Hex Nut 240-5317-00
[hr [TNUTS* [ SPIPARTNr. |
To #BB2TNut % 5T R e T A0 5002-00-
T2 #6-32 T-Nut (w;m S;de cm Oﬁ) 240-5002-01
173 #8:32 Thut i Bt 0A05101900 ¢
T4 #10-32 (B.‘ack Ox.-de)TNut 240-5007-00,
T5 - #10-327 TNt (With Side. CLt QR 1 '8 40-5205-00~
T6 #10-32X5/16"2- F'rongTNul _______ .. 240-5204-00. S
T7 #1024 TNut U 340-5200-00 ;g
Q
i Nr. | FLANGE NUT* | SPIPART N, | e
F1 %" X 20 Flange Nut 240-5300-00 =
ttem Fi used with 14420 X {- 144 3¢, Neck Carrage Boll Black (231-5003-00) localed in the 4]
Cabingt for the Side Armor (Fronl) and Pivol Hinges, -
[ Nr. | PAL NUTS* | SPIPART Nr. | £
P, - Plastic Pal Nut.(an Flipper Buttors) - .- ™ ."240-5003-00 - &
| P2 Metal Pal Nut {on Fiipper Butlons) 240-5003-01
¥ Not Shown
[N, [WING NUTS*_ | SPIPART M. |
W1 #8-32 Wing Nt - .+ 240-5001-00 -
W2  #8-32 Wing Nut 240-5100-00
W3 #10:24 Wing Nut”. . 240-5211-00
W4 14"-20 Wing Nut . 240-5302-00
W5 Y20 ToggleWwing .. . - . 0 240-5324-00
= Not Shown

NOT ALL PARTS LISTED ABOVE ARE USED ON THIS GAME (QUANTITIES PER GAME WILL DIFFER).
Plo COMPARE ACTUAL PART ON GAME TO ABOVE DRAWINGS TO IDENTIFY THE PARY NUMBER REQUIRED.




Hax Spacers:

o sy Playfield Top - Hex Spacers (Actual Size) ¥

Tap E;%'j ;‘fz j ;sf ":j Eﬁmsf.{'&wa “M? _/B... Mj Emm 1..“ M
1 [2] BA] = |

'.'./.1"

ik with Male #6-32 Thread
. e 1-end, #6-32 Tap on othear.

Take Note:

ltems 1-33 [are 1" wide. ltems 34-39 are 5ng" wide, With ltems 1-34, 4A,
5 & 6A (the tap goes thru the length of spacer). With ltems 7, 84A,9-33 &
34-39, the tap is up to %" deep on each end. Notfe: Items 3B, 4B, 6B
- (Not Shown) & 8B {Shown as example of alf "B" Styles) alt have a #6-32

{ Threaded end, the other end Tapped (same as ftems 7-33).

F Hex Spacers Mot Used in current games may no
onger be available. Cheose an available size {+/-)
ngd compensate with washers or other spacers.

BAE 1
¢
M =

[ f 1 oo
(E | AR e
g

#8-52 Thread

1‘)_,:4” P

Hex Spacer Nut 1/5" O.D. X 1/4"-20 BO (254-5042-00) (Qty. 2}
{with Pivot Hinges ltem 29L/R, Page 43, Backbox Paris).
Hex Spacer {254-5052-00) (Qty. 4)

ltem 42 Hex Spacer 142" X 1/4" #6-32 M/F {Qty. Q) (254-50439-03)
ltem 43 Hex Spacer 1-172" X 1/4" #6-32 M/F (Qty. 1) (254-5049-08)

13),;4" i y }

7

f 2 58] o :
; 21/3“ ssia @_3%@" :
.F 2 e ———— @3% .
F %" 307 4 'le{"a“;ﬂoﬂ?é‘ﬁ%% (%;F ‘
. & 214 41/8" 5\'0¥U;e{d This Game] E @‘lﬂ
T v @e
8 ot 4 492“
- E F 23;',‘ oo ﬂqa Juimcd Imm_q:k]l e ens
g
iy | Nr. |HEX SPACERS ‘ | SPIPART Nr. | Nr. | HEX SPACERS | SPIPARTNr. |
= B Ve X" #6-32Tap (both-ends) | . -254-5008-00 {. 197 23" X 14" #6:32 Tap (both ends).: . .. 254:5008-28 -
o 2 % X" #6-32 Tap (both ends) 254-5008-12 | 20 2" X 14":#6-32 Tap (both ends) ~ 254-5008-16
=R 3A Vo XV #6-32 Tap (bothoends) | - 954-5008-03 | 21 - 2%" " X-V4*: #6-32 Tap (both ends) L HD54-5008-08 ¢
=B 3B* | identical 1o 3A with #6-32 Thread end 254.5024-03 | 22 2% X 4@ #6-32 Tap (both ends) - 254-5008-15
S 4A %' X V4" #6-32 Tap (both ends) 254-5008-02 |23 2U" X Va": #6-32 Tap (both ends) *. ..+ | 254-5008-31
=k 4B+ !dentical to 4A with #6-32 Thead end 254-5024-02 | 24 3 X ‘/4_“ : #6-32 Tap (both ends) - 254-5008-14
SB 5 % X U4ei#632Tap (bothends) | - PBAB00B:04 | 25 3T XY #6-32 Tep botirends) - °i-254-5008:19
A ' X 1a":#6-32 Tap (both ends) 254-5008-05 | 26 24" X V4":#6-32 Tap (both ends)  254-5008-26
6B | \dentical to 6A with #6-32 Thread'end| - - DBA'BODA-05 | 27 3l "X Va": #8-327Tap (both énds) *. 1 254.500827.
S 7" XVt #6332 Tap(both ends) | ¢ 264-5008-0871 28 3%" X 14" #6-32 Tap (both ends) 254-5008-26
8A 1% X" : #6-32 Tap (both ends) 254-5008-17 | 29 3% X 14":#6:32Tap (bothends) . | 254-5008-36
8B [ Identical to 8A with #6-32 Thisadend| . .084. 5024 17:] 30 4 X .#6-32 Tap (both ands) 254.5008-21
9 % XWUi#6-327Tap (both ends) | . 254-5008:11°| 31 4% U XYyt #6-32 Tap (boitiends) | . 1254-5008-23
10 154" X V4" : #6-32 Tap (both ends) 254-5008-34 | 32 " XV":#6-327ap (bothends; 254-5008-30
113 1% X 1446232 Yap (both ends) | -'254-5008-33:| 33 --4%" X 147 ¥6-32 Tap (bothends) - | 254-5008-29
12 1% X' #6-32Tap(bothends) |  254-5008-09 | 34 " : #6-32 Tap (both ends)  254-5008-35
13 F 15" XV #6:32 Tap (both erids) *| . .- 254-5008-13. . 35 . "1 #6-32 Tap (both ends) .~ :254-5018-09
14 13" X4*:46-32 Tap (both ends) 254-5008-10 | 38 : #8-32 Tap (both ends) 254-5018-06
184 174" X %":46-32Tap (bothends) | - - 254-5008-20 | .37 % 5" #6-32 Tap (both ends) | 1254501807
16 2° X Uy 1 #8-32 Tap (both ends) 254. 5003 Q7 | 38 "2 #6-32 Tap (both shiols) 254.5018-03
17 2% XY :#6-32 Tap (both enas) | - .. 254-5008-32 | 39 " I#6-327Tap (both ends) ' D54.5018-00
18 2W" X V" #6-32 Tap (both ends) 254-5008-18 | 40 1. #6-32 Tap (bolh ends) 254.501 8-04

NOT ALL PARTS LISTED ABOVE ARE USED ON THIS® GAME (QUANTITIES PER GAME WILL DIFFER).
COMPARE ACTUAL PART GN GAME TO ABOVE DRAWINGS TCO IDENTIFY THE PART NUMBER REQUIRED. 'P[‘



Playfield Top - Plashe Posts & Spacers & Metal Spacers (Actual Size) T

canuse 3/g"

! 0y Black Ring,
545-5348-07 or
{White) Ring,
" A §45-5348-51

o
E
— &
i %3
e 23
can usa Iy g" ) @— can uge 34 Sllllee\::r "ok
Bl.adf. Ring, Black Ring, 5455348-01 or (Shorl}, Rt
5.6348.02 or] (White) RIng, 545-5343-51 545 gt
{wh ite) Aing, 5158-00 g8
545-5348-52 c
# g

PLASTIC PART CisL| ‘R CHART 00 &b ﬁET [4+]

[Nr. | Color | Nr. Color [ Nr. Color | |I=}|  Heignt Shownx %' 0.D. 1517 OD.&LD
00 Black - [-06 Yelow | | .12 FuorBle _ X.153" 1D L SR ikl
-01 Clear -07 Oranga | | ~13 TealGreen sion is i
02 Red -08 (White) -14 - (Gray) | . measured -~
03 Amber -09 Puiple |- | -15 Luminescent frg{;]rm:s @
04 Green - -10 Fluar. Org 216 . Gold - pomt. “
.05 Blue A1 Fluor, Grekin | ¥

* ltams 1 & 5 come in various colors. The “XX" (the fast : i

2-Digits in the Part Number), should|be reptaced '.('viih the | 9 | |1 0'[" I" il

desired 2-Digit number from the abqve Color Chart (may ¢ yams 5 through 11 dimensions are measured from bottom

nol be avaiiable in every color, other colors used in prior to just under the cut-away._flem 33 dimension is measured 12 %
games may no longer be available. )| Cali for availability. from top-to-top of curve,  See pictoriais with flems 11 & 33, X1 oD
X470,
IIIIII@@II|5|2I
M 1 E 1 ;i Py 1 o
o L] | R B P PR . gs1 4| [ |
sl ) e O, & LD,
.'.‘!:. % EE n
g' 13-14 &16-25 g% K 7-3t
.:' Height Shown X %' C.D. X | 175" 1. 128 Reight
X% 00X 207D, | i P
OD.&ID, g o T £y 1 X% oD,
156" X 3" 0.0, X 147" 1. - e IS
3/, n
1S . *
\\\\\\\ e
1” g:::é?ﬁg;:‘:é Jf ?/al' &433dlmenshn s mecsured from this goilns, gk § 1]}( " g .9
- oy 511/2,. B -lé
' [+
| Nr. | PLASTIC POSTS & SF’A_CERS l SPI PART Nr. | Nr. | PLASTIC POSTS & SPACERS | SPIPART Nr. IS5
1%+ . Top Lane Plastic Mini-Lite Hood (XX-Color) . 550-5061-XX | 217 %" X %* 0.D/ X .175"1.D-Pls. Spacer (Gray) 254-5000-11 - -E
2+%  Mini-Jewel Plastic Post (XX-Colot} 550-5052-XX | 22 1" X3%"0.D.X.175"1.D. Pls. Spacer (Gray) 254-5000-04 _g
IR Groo'.re Plastic Pogt: XX-ColorJ 550.5059.)()( 035 145" X 3" OuD. X, 175" )., Pls. Spér. (Gray) 2 254-5000-08 [
. dtgm 3 Oy Lise ParfNumbw(ﬁSGSﬂS&W brwiorsiadt ,;_: » tem 23 Only : Add the Iotter * N * brcukeraruraffifavadab!ejar g for cofor Black, ()
A% 1-Groove Jewel Plastic Post|[XX-Color) 550- 5034 )()( 24 114"X %" 0.D.X 175" |.D. Pls. Spor. (Gray}  254-5000-05 =
i 4 ypicall Post F #6-32 Top/ #6-02 1202, u u 3 s
e Cotor Chott ahbefor it S e ok o catra e avsrogie. M0 | 257 114X %" ODX 1762 L. Pls: Sper. (Gray) . 254-5000-08 Y

i | ftems 13-26 Only 1 Spacers may aiso be Black in eolo] {tanderm from véendor).
:;:“ “Belf Retain. Plastic $pa “ [ Mot Shown and listed of reference onty : 264-5000-10; 272 X 5 0. X175 1.
16 Self Retain. Plastic Sp 213 56" X 1 X 1477 16: 16”X 516" X 190" 17 133" X 3" 9.0, X 1757 1.0
© %" Self Retain, Plastic. Spat
g¥ , tastic Spaer (White) ____254 -5007- 04: 28 %" X" 0D X 144" D Metal Spacer  254-5014-00
9+ %" Self Retain; Plastic Spaper (White).. . .. . 254-5007-00: | 29. ¥45"X §yg" O.D, X' 144" |.D. Metal Spacer ... * 954501 4:04
10§ %" Self Retain. Plastic Spager (White}  254-5007-03 | 30 % X ¥1¢° O.D. X .144" L., Matal Spacer  254-5014-01
1 . <35 ;
12 ‘fz" 254 5000 03: 32 1 X5"OD X 144"LD. Melal Spacer 954-5001-00
14 3f1s">< 3/5"0D X. 175“| D. 2% (DuatLocking).
16 %' X %"0D.X.175"1.D, Plastic Mounting ~ 254.5054-00
17 %' X% 0D XA75 1D 2 Plastic Spacer, 1,18% om0 1
18 %' X% 0OD.X.A78ID.Pis, gpacer (Gr Plastic Mounting:*. 254-5054-01

ltemns -1 Nota: Use Cofor Chart above for fagt 2. d:gits Not alt cofors are ava:!ab!a 26 11515 X %" 0.D.X.147" .D. Plastic Spaoer {Gray:- 254-5000-15
er (White) = 787 V4" % %167 0.0. X.144"1.0. Metal Spacer - 254-5014-03
15" Self Retain. Plastic Spa
1 i 254-5007-0811: 31 114" X Sig! Q0. X 144" |.D. Metal Spacér. | 254-5014-02 .
_ 354503814
15 W™ X %" 0D X 200" |D. Plastic Spacer, 5"
19 %' X %" 0.0:X 175"1.D. Pls- Spacer{Gr ORAIB00014"

%' 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).
plz COMPARE ACTUAL PART OGN GAME TO ABOVE DRAWINGS TO IDENTIFY THE P/N REQUIRED.




Playfield - Rubber Pari,'s Black [, White [ | & Blue [l (Rings Actual Size) +
15)

Cutside
Diameter

items 1-13 are

measured by the
Inside Diamefer

(+0.). ftems 1-9 [Ny [RUBBER RINGS lQtY.| SPIPART Nr. |
3" 1.0, Rubber Ring BLACK 545-5348-10

Measuremenis
Brg LD- { fhsfde
Dimensivr of Ring )
by 17 & 2

approximately 1
1/’?;][3”-,;5;(_ erm)s, 3" 1.0. Rubber Ring WHITE  545-5348-60
10, 12-15 are 2 299’4" | D F!ubber Hlnq BLK i . B45-5348-20
approximately i LN T
1?;{’; n‘”‘;ﬁ;;fé ;gﬂg 3 2‘/2 |.D. Rubber ng BLK 545-5348-09
size is imprinted on aff 4 2", D HUDDET Flmq BLACK .2 - 546-5348-08
- ~. Rings except for ftems . 2"4D: Rubber Ring WHITE® . | | 545-5345-58"
TN 14-15 (7/16"OD. & /8" 13/4" .D. Rubber thg BLK 545-5348-21
/’b‘ T - T~. 0.D.). Usethispageasa Tt e ONY
AR\ ~._  Quide to measure fings i . lD Rubber Ring BUK - 545534807
. .y ¢ ~. wihers the size imprintor 6 - —
RS S mark does not exist ¢ - 1%'ID.Rubber Ring WHT = . % 545-5348-57-
P % Size 2w I.D. _ 1'%"L.D.Rubber Ring BLK 1 545-5348-06
S (Béiizrogsﬂ/gﬂ%m*zgg . 1%" 1.D. Rubber Ring WHT . 545-5348-56
7 A s B N . ", '__ . .
. 2 Ring Size +- va" 8 .D: Rubbsr Ring BLACK _545-5348-05

AYED, Rubber Bing WHITE: -~ | © 545-5348-55

’
K LD ifrequired. : .
; ooy, 9 %" |.D. Rubber Ring BLACK 2 545-5348-04
! N\ U 7 %'ID.Rubber RngWHITE  545-5348-54
VoV Y g LD Rubbér Ring BLK | - 545-5348-18
Vo (. The' LD, Rubber Ring WHT -~ 545-5348-68 -
‘1 '; | 11 %" 1.D. Rubber Ring BLACK 545-5348-03
Mealsll;re?'nenés | : T A LI N s
D. : \ ) R AL T 4 -
II] E El Dimension of Ring ) ) St LD, Rubber Ring BLKC - 5. 545-5348:02
by 11" & 172" . ! % 84" LD Rubber Fing WHT. . . 545-5348-52
! ,’ ]‘ 13 3" 1L.D. Rubber Ring BLK 4 545-5348-01
!} & 7 g 1.D.Rubber Ring WHT  545-5349-51

.o OD, Rubbst Ring BLK 35, 545.5348.17 -

S Note: / Sizes - i3 OD. Ribbor Ring WHT - 545-5348.67
i largar than 3" {:g;anm 14; rﬁa o%ﬂ::emmm{w#mm'?ww%am E
w» [.D. currently yonal Sookels up playtei ot & playoldy:
- available in Black g 3" 0. D Rubber Ring BLK 545-5348-19
% Only (Not Used): ' 3" OD.Rubber Ring WHT 545-5348-69
=] 3'4°(545-5348-11); -7+ Small Flipper BLACK nm LT
= T R s L it 545520700
%‘7 5%" (~15); 6" (-16). Sizes Not 0. "grq Flipper HED ng . Bane207.20
& Shown on this page, listed in the ;" (Soft Duro) . o Base20722
= Parts Table below or ara noted with NAU Large Flipper BL ACK ng
o P Tmme—— {Not Used} are currently not avaitable. (80 Duro) 545-5277-00
= RN RN, AT e Large Flipper YELLOW Ring
Sl Tmmme—menet - e 17 {50 Durg) (use -06 40 Duro) 545-5277-04
e -~ L pper WHITE Ring 545-5277-06
i Large Flipper RED Ring i
i (B0 Dy 2 545527722

| Nr. | RUBBER BUMPER PADS Nr. |RBR. BUMPER POST SLVS. [QTY.] SPIPART Nr, |

- A¥ Bumnper BLK Pad {Lg. w/ grommel} 2 : D¥  Bumper BLACK Post Sleeve (Tall) 3 545-5308-00-85
Mlom A o locad'adan FlipperAssemblies. Sog nex!paoe B Ioc.sﬂ.fon | Hem D in REL use 545-5208.22: item D in WH.'TE uge _54'5 5308- 08 _ o
B* Bumper BLK Pad {(Sm. w/ grommet) . E* - - Bumper-Post Sieeve (Shor) Lo - B45-5151-00 -

lem B are localed on multis assamblies. S5ee next pape far location.

Pi3



Playfield Top & Bottom - Rubber Parts Black . White [ ] & Blue [l Continued

- -la el
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Playfield Top & BoHorw' - 8mall Bayonet Sockets & Bulbs [l (Actual Size)
' a

LED Bulb
{Bayonet Style)

uoKeayHUap| SHEd

| Nr. | BULBS (#44) l SPIPART Nr. | Nr. |BULBS (LED & #455) | _SPIPART Nr. |
#44 Bulb (Clear} Heavy Filament - . - 1688000-44-HF (| B LED Module (WHT) (12.8v 20-25ma) Byni. 112-5023-08
. PO r Diffiar -
o s sg,gg,g;p;ggm:;gﬁgggfgggg) HM T | o 0 S s s
Red (165-5053-02-HF); Blue {185-5053-05-HF); Orange (165 07-HF) :
| Nr. | SMALL BAYONET SOCKETS | SPIPART Ni. | 10 2:LugStand-Up Socket (Tall Brackef) . 077-5005-00
4 ‘2-lug Staple Down Socket - - T p¥ 00000 | 11 A-Lug Stand-Up Long Shell- Socket” -+ 077-5013-00
5 3-Lug Stand-Up Socket {Med. Brki) .  077-5008-00 | 12 .“2 Lug Stand-Up Lg. Shell Socket (Gis), e 077-5031-00 .
3 2-Lug Stand-Up Socket (Med.Brkt) |~ . 077:5002:00. | 13 -Liig 80 Lg. Shell Sckt. (Med, Brkt) - ~: 077601200
4 2-Lug Stand-Up Socket {Short Brkt. ) ~orrs2z00 (.14 3Lug S:ULg. Shell Scki. (457 Brkt) - ,,.977.-5035-00
5 2-Lug “Stand: Up Sokt {ShOl‘t Bracket} YT 07 P-6002-31 [ S 130G Laydown Socket {2 Lugs Bant) © - QF7-5032-00
§  3-Lug Staple Down Socket _ 077-5001-00
7 . 2luglaydown Socket ¢ ol - . O77-5003-00: -
8 3-Lug Stand-Up Sockel (Tall Bracket} 077-5009-00
Nr. | SMALL BAYONET SOCKETS | SPI PART Nr.,
&  3-Lug Laydown Socket (3 LugsFlay)y |~ & 077-5006-00 .

NOT ALL PARTS LISTED ABOVE ARE USED QN THIS GAME (QUANTITIES PER GAME WILL DIFFER).
COMPARE ACTUAL PART GN GAME TO ABOVE DRAWINGS TO IDENTIFY THE PART NUMBER REQUIRED. PIS-



Playfield Top & Boi.i- Small Bayonet Sockets & Bulbs [l (Actual Size) 1 Continued

Playfield Bott

Parts Identification

b,

| N, [BULBS (#89) | SPIPARTNr. | ! . 2luglaydownStandard Socket 077510000
D #89 Bulo Hegvy. Filament. T 550008 HE | 2 2-Lug Stand-Up Short Socket £ T L 077-5101-00
3 2-Lug Stand-Up Long Socket o 077-5102-00
4 - 2-Lug Stand-Up Rev. Mount Socket - . - 077-5103-00
| 5. . 2-Lug Stand-Up Rv. Mnt. Short Socket _077-5106-00
; ~-6.  2-Lug Straight Leg Socket e T arT-s1eT-00

[ Nr. | LARGE BAYONET SOCKETS | SPIPARTNr. |

| NOT ALL PARTS LISTED ABOVE ARE USED ON THIS GAME (QUANTITIES PER GAME WILL DIFFER).
Pib COMPARE ACTUAL PART ON GAME YO ABOVE DRAWINGS TO IDENTIFY THE PART NUMBER REQUIRED.



JITI LT TETT POVER REQUIREMENTS X AT I IRL T

andinsure

A

This game must be connected to a properly grounded outlet to reduce shock hazard
proper game operation. See the Yellow Pages (Schematics & Wiring),

“a

Normal Ling:: .

Domeslic
use an 8ampe 250v Slo-Blo Fupe.

: AV OPERATION

for rransformer connecrrons required for Normaf H.fgh and Low Line conditions.

MAX OPERATION

CURRENT: 2.8amMP

CURRENT: 8aAMP

High Lire:

| | WATTAGE: 940w

Export S MA)( OPERATION
use 2x Sanp 250v Sto-Blo Fuges. CURRENT: 1.8AMP CURRENT: 5aMP | 8ampr  Fhgfeod
{*Ergland & Hong Kong use an Sawe 260v 88 Fusa.} WATTAGE: 41 2W WATTAGE: 1 .I 45 1832“"* gr?:?::-gf

" Lowine:

Export Japan Only
use an 8amp 250v Slo-Blo Fuse.

“AVG OPERATION

' ""'i;-';_;c @ 50H2: 1 60Hz

_MAX OPERATION

CURRENT:

WATTAGE:

2.6amMP
264w

CURRENT: 8AMP
WATTAGE: 812w

N\ NN NN N GAME DIMENSIONS XN XXX\ TRANSPORTATION

The overall Front f Back
Height dimensions include t
added 1" with the Leg Lev-
efers turned all the way in.

* PLEASE NOTE: '
The TOURNMENT PLAY|
Sign or betaBRITE Color |
Dot Display will add up io
4% " to the overall Back
Height for a total of 795",

Ceiting Height Requirament: g
D An additional 114" is
required for the rofation ()
of the Backbox to the upright |
position. =
The complete Back Height
required with Sign or Dot
Display and rotation: 81"

Front Height

Leg Length
30546"

Back Height *

EERE TRASORT

=
&

& | ...
URE BACKBGOX
f.‘\

To reduce the possibility of damage,
cbhserve ALL precautions whenever

transporting the game.

Read & follow the rext page on

How to Secure the

: Backbox for Transporting.
Remove the legs and secure the
E game within the fransporting vehicle.

SAVE AND RETAIN ALL
PRINTED INFORMATION
INSIDE THE CABINET !

m The Cabinet is designed (o give

the recommended 6.5° pifeh to
the Playtield when ali four {(4)

Legs are installed with the Leg

Levelers turned alf the way in.

With the Leg Levelers turned all
the way out (not recommended),
an additional 194" should be
added ta the respective Back or
Front Height dimensions.

k\\ \\m \\‘?;\\\\\\\&\

B3 EEm

Helght 56" Wldlh 31
Depth 31"

Approx. UnboxedWel ht:
he 260lbs. (+/- 10) 9

Boxed Weight:
S0

CAUTION

At feast 2 people are
required to move and
maneuver this game,
Use proper moving
equipment & extrerne
care while handiing!




- | g

ol Asch
¢Sk Sar clandy

\m,

For Proper Operation of
this Pinball Game, < 4 >
Pinballs must be installed

in the 4-Ball Trough!

bl bbbl bbbl <UicK REFERENCE FUSE CHART

BACKBOX FUSES

HO POWER DRIVER BOARD
iy RED LED iz GFF c.‘?ocﬁ. !r-o a‘uso} _

Backbox Fuses*|
Cabinet Fuses,
Playfield Fuses and
Cabinet Switches

*Nole: The CPU/Sound PC
dogs not have fuses.

W{h REDLED STATUS INDICATORE fif an

g

Yo install pinballs, rolf inio the
bafl trough from above the playlield.

Inside Coin Door

L
Pldylield Power
ariock Switch

3-Button Switch Set:

US { Canada ! Japan :
B Amp 250v Slo-Blo Fuse

Internaticnal -
8 Amp 250v Slo-Blo Fuse

¥ Cabinet Botiorn [Pyl




How to Secure the Backbox for Transporting
For more Backbox details & part numbers, see the Pink Pages (Parts Identification & Location, Backbox ...).

Step 2.

Carefully pull{the
Backbox forward into
the "dewn" position.

Ensure Gables do nnt
Step 3. bind,ﬂri_nch ar are heing
pulled fight, Hand-Feed
out with Backbox so
Cahles are nat tight.

The top of the Backbox will

rest an {he Pinball Side Armor.
Strap or tie down the Backbax
to keep from "bouncing” duwing
transport.

e

R

P21 I I TN 77 0770772207 7777777
Leg Leveler Adjustment

Attach the four (4) Leg Assemblies tq cabinet corners with the eight (8) leg bolts provided .

“%

% Cabinst Leg
Z
[ Startadjustment with the leg levelers {urned all the way ;
in. ?
2
7
View the bubble in the level provided on the right side 5
wood rail. :
7
bble L e Adjust the front or rear levelers as necessary 10 cause "*"'v;:
Bubble Level the bubble to float batween the two (2) black lines.
et toe.
Shooter Lane. R Use a pinball to roll down the center of the playfield for
“1199_2 gen side-to-side leveling. ng__frg;e;ﬁr
: YOUR PLAYFIELD PITCH IS NOW AT 6.5° AS fewayn
. REQUIRED FOR PROPER GAME PLAY!

Note: For custom agjustment greater than >6.5° can be achieved by turning out the rear feg leveler(s), however, it Is not recomimended.

FAPTTITINIRITININIGRNIRRRITITIITNRIGA IR RRIRIIIIZIS
Easy Access Service System - 2 Pogitions
With the front molding & glass removed, carefully lift the playfield (fake care when using the Bottom Arch to hoist).

Position 1
When lifted high enough, the Playfiefd Support
Slide Brackels (Fig. 1A) can be seep and can clear

the cabinet front (Fig. 1B). At this time, pull the play- Fig- 1A
field toward the frant of the cahinet, checking that the }
mechanical components clear the cabinet front, then =

rest the playfield on the Playfield Support Slide
Brackels at the front channel of cabinet (Fig. 1C);

. Supporl Stide Brackeln

Position 2
With the playfield at rest, hold the sides & pull toward
the front of the cabinet {approx. 6 to|8"), until
resistance is felt from Edge Slide Brackels siopping
against the Sfide & Pivot Support Brackets located
on either side of the cabinet (Fig. 2A}. At this time,
swivel the playfield toward the Backbox, then rest on
the top edge (Fig. 2B & 2C).

Fig. 28

Siida & Phrol‘S.

Suppon Brackels N

2




“044u] NUBL IINNIEG

Qervice Switch X4 Set

The 4-Button Service Switch Set p
functions available for your use: 1:
2: VOLUME[-]/[+]and 3: SERY

To access any of these three (3) fun

rovides access for three (3)
SERVICE CREDIT, Flashlamip Testing,
ICE MENLU, the Playfield
¥ Qeorvico Switch X4 Get ¥ Power interlock
Switch must be

Pushing the iifiiimn BUTTON first,

Access & Use

If Coil &

bulled out.

ctions you must first open the Coinh Door (see pictorial above) with the
Game in the Attract Mode (not already in any Function or Menu stated below} and then folfow below.,

<4 Function 1: SERVICE CREDITS MENU

Pushing the Green [ SERVICE CREDIT ] Button first, adds a
Service Credit per push (wilf 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, determinas this, however, it can be ¢changed from
04-50; for details see the Adjustments Section,

Note: Once your credits are added, this menu will automatically exit a few
il seconds after the last bulton depression or when the Green [ BACK ] or Black
. [ SELECT ] Button /s pushed. This function is disabled if Standard Adjustment

36, Free Play, is set to YES. The Service Cradits are Fmited to ihe Credit Limit in addition to any paid credits present in the game (a.g. If the

Credit Limi is 30, with 8 paid credits present, p

A F
Pushing either of the Red [ VOLUME

nfy 22 Cradits can be applfied.).
Pushing either RED BUTTON first.

VOLUME MENU A

unction 2
] 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 dowin

Note: The volume can be ot balwaon D-63;
button depression or when the Green [ BACK

Pushing the BLACK BUTTON first.

or depress the 2nd Red [ + / > ] Buiton until the desired volume is achieved.

Dnce your adjusimanis are made, this menu wifl avtomatically exit a faw seconds afler the fast

] or Black [ SELECT ] Button is pushad.

« 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, Usethe Red [ </-] or[ +/ > ] Butions
y {0 move LEFT / RIGHT, NEXT/PREVIOUS (audits/adjustments) or
¥ to INCREASE / DESCREASE an adjustment (setting). Use the
Black [ SELECT ] Button 1o select a highlighed fcon, move to the
next line of text orto answer "OK" where applicable. Use the
Green [ BACK ] Button to exit or escape back.



YL DIAGNOSTICAIDS S A F A AT H V4 4

i il This audible / visual alert display is shown when the 50V { 20V
SOl £ 2OU DISABLED Power is disahled (by opening the Coin Door). PULL OUT THE
CLOSE COIM DOOFR | INTERLOCK SWITCH ONLY WHILE IN THE SERVICE MENU
OR FULL INMNTERLOCE SHITCH
ESTO FOHER

FOR COIL, SWITCH OR PLAY TESTING WHEN THE COIN
T0 F DOOR IS REQUHRED TO STAY OFPEN FOR SERVICE BUTTON
USE! Pulling cut the Power Interlock Switch or pressing the

‘scape’ Green [ BACK

]

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

]

|
D

RUTOD PLUNGER

JICE MALFUJMCT IDN

also appear if a switch assodiated with a devic

alert display. Initial display presentation is accompanied by 3

Bl This alert display is shown momentarily during Game Mode or

| Power-Up 1o alert the operator of a device malfunction (device or
L mechanism doesn't energize or is energized repeatedly).

L OPERATOR ALERT! works by monitoring any switch activated

| device that has the patential to trap a ball when disabled (e.¢. in
& the Shooler L ane, Scoop or Efect Hoies, elc.). This alert can

e (e.g. Ball Trough, Auto Piunger, efc.) 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 gwitch will be noted in Switch Alerts and/or Technician Aleris.

0,00

i

. SERVICE |
- TO RS

d "TECH" Jcon for the Techni

| us

HDW. O

1ENU *

S5 000

CPU COUNTRY SETTING:

81 2 345678

an Alerts infor

QUC VNN RN CPUDIP SWITCH SETTINGS W1 L1 R

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

CPU COUNTRY SETTING:

M1 2 345678

B pon entering the SERVICE MENU, if an asterisk " * " is
 displayed aiter the words "SERVICE MENU," the game has

| detected possible faulty devices, switches and/for missing

! pinballs. Press the either of the Red Buttons (short-cut to the
s TECHNICIAN ALERTS MENU) or continue into the SERVICE
i MENU (press the Black Button again), select the "DIAG" fcon
mation.

CPU COUNTRY SETTING:

oN on [alATAl ¢ 1 [ | i
USA orf [y |wylyly [vivlvl Germany OFF rvivlrivly Russia
CPU COUNTRY SETTING: CPL) COUNTRY SETTING: | Pos. [k -0 P SN - - T 2 - | LPU COUNTRY SETTING:
Australia Greece [ nﬂnﬂ <l So. Africa
CPU COUNTRY SETTING:
cpuc:g::;a:ms: cpucoui;:ranl\fsenma: l:: 12 3 E &G 7B Spain c?glvl‘lvlv[‘lvlvlv
Kdkdk 2 Y ore [y vlwl [WIW|¥I¥

CPU COUNTRY SETTING:

31 2 3 45678

Denmark

oN |Al [ [AI] | |
or) ww vy

New Zealand

cPU counTRY SETTG: | ros. RIEIEIEIEICER: CPU COUNTRY SETTING: | Pos. REEIEICICICIEAE:) Sweden on |alal (4l 1 | ].
Belgium [2Ll_lA Japan on Al Al LAl | | oFF v (vivivl¥
ot |y]| |v|v|viv|ww oft] [wl |w| |¥lwlw
oY1 2 3456 7 &
CPU COUNTRY SETTING. | Pos. REE LI IR Y1 23 4 5 6 7 8 Switzerland | Ald
Canada1 [ot alal | [[I | | Lithuania [ a[a] Tafal | | o [wlwl| T [wlvl¥l¥
OFF YivyFviyviy OFF A 4 yyvy
i1 2 34567 a
CPU COUNTRY SETTING: | Pos. |E] 2&;1; 6 78 CFl) COUNTRY SETTING: | Pos. ﬁéf‘ifs‘ﬁ;s Taiwan FAFY
oN ) : oN I/
Canada 2 L AN 2 Middle East [ A L Ak
CPU COUNTRY SETTING:
[N S 1 2 3 4 5 8 7 8 a1 2 3456 7 8 UK
i on| TAlAl |4 oy A
Croatia oFF || y! [wvlvlw Netherlands OFrlevl vivivv|v
CPUSHD POE SETTRG:
SPY COUNTRY SETTING: | Pos. TTIIFRENC L -] MGl 1 2 3 4 56 6 7 B UPDATE CODE

[ A
oflwiwlwy| lvivly

LPU COUNTRY SETTENG:

L2311 .2 245678

CPU COUNTRY SETTING.

I8 1 2 3 4 5678

i on |4l [A] [ ]I ]| | oN
Finland = vl vviviviy Norway rEakd
CPU COUNTRY SETTING: Pos. GPU COUNTRY SETTING: | Pox. ’1‘ ﬁ ﬁ ﬂ rs‘ E ﬁ 8
ON FAFY oM | f
France | NI FNIvIve Portugal i Rivivi*vivly

Note: Siide Dip Switch 8 to
the fatest version BOOT EPF
also the procedure to update
website. If you have questio

FPosition ON (with Dip Switches 1-7 in the OFF Position) only to reboot the game with
tOM installed at U9 on the CPU/Sound Board (S.A.M. System only). Currently, this is
your garme with the latest software code update file. For the iatest version, visit our
NS about updating your game code, calf Techinical Support for assistance.



Service Menu Introduction

Importanit: The Switch Bracket holds the Playfield Power Interlock. 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 pulled out for electro-mechanical device testing or diagnostic purposes (this is required). If 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. After
Power-Up, push down the Black [ SELECT ] Button 1o begin. Looking at the display you will momentarily see

"SERVICE MENU" followed py the MAIN MENU:

GAME HAM
A0 00 =Y'5, 000

SERYICE MENU

FREZS '"SELECT' TO CONTIHUE

Use the Red [ </—]/[ +/>|] Buttons to move the selected Icon left or right, and the Black [ SELECT ]
Button fto activate the selected fecon.

R

o
=
e
=
-
c
[+]
=
Q
.Q
=
.
[+ 4]
&L

GO TO DIAGHOSTIC

As the operator views the Mgnu Screen(s), the MoRE it gymbols indicates that there are more jcons to select in
each direction. The /con selgoted will blink. Pushing the Black [ SELECT ] Button will select the /con 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" icon to completely exit the
SERVICE MENU Mode.

View the SERVICE MENU lcon 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" lcon was
selected (when available).

DIAG: GO TO DIAGNOSTICS MENU

AUD: GO TO AUDITS MEN

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,
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 diagngse faults, if any.

G0 TO TOURMAMENT PMEHLU




Service Menu Go To Diagnostics Menu

e ooy

|

|

= MEHL
T0 initiate, from the MAIN MENU, select the "DIAG" Jcon. 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 Iniroduction 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 ] /[ ALL LAMPS TEST]/
[ ROW LAMPS TEST ] /[ COLUMN LAMPS TEST ] /[ FLASH LAMP TEST ] may be used for troubleshooting.

All DIAGNOSTICS MENU foons and there usages are explained throughout this chapler 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 |fcons may appear non-functional ortmay not appear at all. Some fcons change
depending on selections (e.g. Sefecting and activating the "STRT" Icon [ Stari Tournament ] will be replaced with
the "STOP" fcon [ Sfop Tourpament | ). feons and/or functions, order and operation are subject to change.

In displays where changes ¢

n be made or 1o perform a function, use the GREEN Button to go [ BACK ], exit or
escape, the RED Buttons tg

[</~]1MOVE BACK/LEFT /DECREASE /[ + /> ] MOVE FORWARD / RIGHT /
, and the BLACK Button to [ SELECT ] next oras "OK / ENTER / ENERGIZE."

This audible / visual alert display is shown when the 50V / 20V
| Power is disabled (by opening the Coin Door). PULL OUT THE
| INTERLOCK SWITCH ONLY WHILE IN THE SERVICE MENU
| FOR COIL OR SWITCH TESTING & BURN-IN WHEN THE
TO RESTOFE FOHER | COIN DOOR IS REQUIRED TO STAY OPEN FOR SERVICE
—_— ™ BUTTON 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 e E This alert display is shown momentarily during Game Mode or
OPERATOR ALER . Power-Up to e the operator of a device ma!%ncﬁon (device or
AUTD PLUHGER | mechanism doesn't energize or is energized repeatediy).
- - " | OPERATOR ALERT! works by monitoring any switch activated
(] S =y (ST S [ S N[ B clovice that has the potential to trap a ball whén disabled (e.g. in
) R i the Shooter Lane, Scoop or Eject Holes, etc.). This alert can
{e.g. Ball Trough, Auto Plunger, ete.)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 gwitch will be noted in Swilch Alerts (next page) and/or Technician Alerts.

S FII'1E Upon entaring the SERVICE MENU, if an asterisk " * * is
I'-.Jl.'.l.l:ll:l SYS. 0.0 H displayed alter the words "SERVICE MENU," the game has

D_H' detected possible faulty devices, switches and/or missing
EEH'@"IEE r1EHu #* pinballs. Press the either of the Red Buttons (short-cut (o the
ne - - WA TECHNICIAN ALERTS MENU) or continue into the SERVICE

MENV (press the Black Button again), select the "DIAG" Icon
and "TECH" fcon for the Tec formation. :

g CAUTION! Removel all pinballs from the Ball Trough prior to lifting the playfield to it's full upright position

hnician Is

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

fcon from the MAIN MENU 1o enter the DIAGNOSTICS MENU. Select the "CLR" fcon 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 retrisva a pinball for game testing in Switeh or Coif Tests.

&
2
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@
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=
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-‘- Go To Switch
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enu

To initiate, from the DIAGNQSTICS MENU, select the "SW" icon. Switches are configured in an 4 X 16

=

P, Switches are configured in
Switch Returns ] with up 10 32 possi
TEST MENU consists of three (3} pa

2 X 16 Matrix of Rows [ Dedicated Sw., Drives / Ground ] and Column [ Ded.
le dedicated switches (includes the 8 dip switch positions). The SWITCH

Matrix of Rows [ Switch D:ges ] and Columns [ Sw. Returns ] with up to 64 possible switches. Dedicated

rts: Switch & Active Switch Tests and Switch Alerts to test ali switches.

Reminder: The Flipper & Start Buttons (part of Switch Tests) are temporarily disabled as Service Menu Navigation Buttons during these

tasifs) so they can be tested and shown on-si
Black (GND), will exit Switch Test or Aclive §

"‘- Switch Test

To initiate, from the SWITCH
TEST: /eon. Ensure the Power Int
st if t05$1iNG with the Coin Door
coils is required. Upon entering Swi
some switches are already indicated
the 4-Ball Trough Switches #18, #19,
closed (pinbails at rest in the ball tro
E.C.S. Dedicated Switches D-10 & D
Switches are 'normally closed'). If th

In Switch Test, close each swilch and observe the display (switch closure is
accompanied by a short audible tone). In theexample, the Black [ SELECT ]
Button Dedicated Switch D-24 is pressed. The Dot Matrix Display will light up
(righiight) the correésponding gof in the on-screen matrix, display the switch
aturnr wire colors, When not
closing a switch, the display indicates NONE fnd the last switch number closure.
For the Switch Malrix Grid and Dedicated Switch Grid, see Find-lt-In-Front: Dr,

name, switch number and the Switch Drive /

below) to view the hames of the switches clos
{ BACK ] Button (Ded,. Switch D-21), Li. Gree
Swilch Test.

CAUTION! COIL MECHANI

A HAVE FAST MOVING PART

Test with the Coin Door clos
interlock Switch is pulled out), D O

FINGER to test switches which

mechanism such as a Vertical Up-Kig

Slingshots, Bumpers, elc..

ﬁ-"'- Active Switch Test

: To initiate, from the SWITCH
HLT lcon. In Active Switch Test
wamemnned ClOSEA (Or ROrmally closed f
bali(s) as in the Balf Trough), the disp
ing dot{s) in the on-screen matrix, clis
Switch Drive / Return wire colors. If

soysougel()

closed, the switch information will change with each switch, This
cycle continues until all switches are cleared or until Active
Switch Test is exited. In the examplg, the Black [ SELECT ]
Button Dedicated Switch D-24 is pressed and held down. The

display will cycle and flash each dot,

is closed. To determine the switch ny
lighted dot to the same position in the
beginning of this manual,

"I Switch Alerts

To initiate, from the SWITCH
able switches are marked w
pressing the Black Button v

&

1 MENU, select the "TEST"
erlock Switch is pulled out

ch Test, you will notice that

ugh), along with the Flipper
-12 (End-of-Stroke

e 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),

Finball, DR. 4 or escape out of this test and enter Active Switch Test (described

rorm the presence of pin-

vraen. Pressinng the Green { BACK ] Button (Dedicated Switch D-21), Light Green-Bilack /
switch Test. .

ed as ‘closed”, ¥

SHITCH TEST
HOMHE - -

open and the activation of

SHITCH TEET
SELECT
LAZT Sk, -2

LGH-GRY ELE.

as closed. In the examples,
#20 & #21 are shown

................

........
................

EWITCH TEST
HOHE
LAST 2. D-2Y4

Typical Switch Witing & Schematic

d. Mole: Fressinng the Green ioolumn. g ow:
n-Black / Black (GND), will exit the A f:ﬁﬁ%‘? Wiro-teor 113
ar

SMS WHEN ACTIVATED

S! While performing Switch N.O. COM. NC.

ed oFropen (W."fh the Power Normaligﬂm: csozzi?cﬁn gaﬁn;ﬂy Closed

NOT USE YOUR Teminal  Tenainal  Tetminal

are associated with a ¢oil Sne e e

rker (hole with a switch), B

isou"‘*t;jj(‘ﬁ

c & switches 07 f’é.»«t; **
e i, S ReRT T

} MENU, select the "ACT" %t g, o m@;

it any switches are stuck  ~FiXpvarhgtie Colt I T pyriva Wit

lay will flash the correspond- . Dedicated Qwitch 8chematic = -
play the name and the

ore than one swilch is

PNIO, GRY-XXX LACK Ground Wie
alGNOY———=0 J2P1i1, J3 P10
Dedicated Switch N.O. COMm. ar 413-P10

Input Wire

Mormally Open  Common
J2, I3 0r 413

Switeh  Switch
Terminal Tarminal

ezl e had donn The o tosed ¥

aming each switch which
mber, compare the high-
y Switch Matrix Grid at the

ACTIVE SWITCHES |

*SELECT a

LGH=GRY ELK
MENU, select the "ALRT" /con. In Switch Alerts Menu, possible inoper-

th an "X" (OUT OF SERVICE). Mark switches IN or QUT OF SERVICE by
vhile the intended switch Is highlighted and change with either of the Red

Buttons. Swilches which are determined as *OUT OF SERVICE" by the game or manually, will be automatically

marked as "IN SERVICE" as soon ag
replacing the switch, then testing/acty
SERVICE" in which the game will neq

the game determines a valid switch closure (after adjusting, fixing or
uating the switch). Note: A Faclory Reset will also put the switch back "IN
od to redetermine if the switch should be marked OUT OF SERVICE.
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:él Go To Coil|Menu
L

. § To initiate, from the DIAGNOSTICS MENU, select the "COIL" lcon. Coils #01 — #16 are typically High
CojL Current Colls (aithough Low Current Coils may be used in these positions & will be noted). Coils #17 -
~meremes #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 [ </~ ]G0 BACK
[+/>] GO FORWARD, and|the BLACK Button to [ SELECT ] ENERGIZE the coil (solenoid) or flash lamp.

Single Coil Tegt TROUGH IR-HICKER

¢ To initiate, from the COIL MENU, select the "TEST" . #1

i lcon. Ensure the Power Interlock Switch is pulled out ¢
wemmned i t€8tiNG with the Coin Door open. Upon entering -
Single Coil Test, you will notice the #1 coil is shown. The Dot

Matrix Display will indicate the coif or flash lamp hame, coil Tgpical Coil Wiring & Qchematic

(sofenoid} or flash lamp numpber and the Coil or Flash Lamp

Power Line / Drive Transiston Control Line wire colors. To -
determine the "Pin-Outs" fram the I/O Power Driver Board, the lfg PCB Vo - ”f’j"“;
Coil Voltage Gauge-Turns (elg. 23-800) or lamp type (e.g. #89 0F  transistor Power %@:;V_ﬁ
#8906 Buib), view the Coils Detailed Chart Table at the beginning : Driver PRl

of this manual or for more on troubleshooting and diagnosing, =

see the Yellow Pages (Schematics & Wiring). I: 0]

. . #1 Trough  YEL-VIO
: il Cycling Coil Test E Up-Kicker PH[GH
: To initiate, from the COIL MENU, select the "CYC" fcon. I gg;:! 27991 :SWER
O Ensure the Power Interlock Switch is pulled out if %\?% e i

-t testing with the Coip Door open. The test pulses each - s ;&gﬁ it

regular cail or flash lamp sequentially (eycling} on the Playfield o Power Voltage Supply 50¥DC
and in the Backbox (if coils or flash lamps are used), The Dot
Matrix Display indicates the game infarmation you will find in Single Coil Test.

FITFFIATITTIETTRIIRITIIAIIINIITTIINLIIIIIINIRIRIINS
G0 To Flash Lamps Menu

B2l | To initiate, from the PIAGNOSTICS MENU, select the "FLASH" fcon. The two tasts allows the technician
to easily spot any birned-out flash lamps and replace them, Unlike Single Coil Test, which tests aff coil
(solenoids), including flash lamps, Single and Cycling Flash Lamp Tests, test only the flash lamps
used in the game. Flash Lamps are typically used in positions #25 - #32 (although Flash Lamps may be used in
any position and will be noled).

Diagnostics

Remember, use the GREEN Button to go [ BACK ], exit or escape, the RED Buitons to [ </~ | GO BACK /
{+/5] GO FORWARD, and(the BLACK Button to [ SELECT ] ENERGIZE the flash lamp.

FLASH LAMF TEST
FLASH: HHE%E{ FLASHER

ORG BL

] | To initiate, from the FLASH LAMPS MENU, select the
"TEST" icon. Ensure the Power Interlock Switch is
pulled out if testing with the Coin Door open. Upon
entering Single Flash Lamp|Test, you will notice the first Flash

Larp is shown. The Dot Matrix Display will indicate the fiash Bulb Types used for Flagh Lamps
lamp name, flash lamp numbler and the Flash Lamp Power Line /
Drive Transistor Confrol Line wire colors, To determine the "Pin-
Quts" from the /O Power Driyer Board or lamp type (a.g. #89 cr
#906 Bufb), view the Coils D¢tailed Chart Table at the beginning
of this manual or for more on|troubleshooting and diagnesing,
see the Yeliow Pages (Schematics & Witing).

Single Flash LEmp Test

#906 Bulb #89 Bulb
(Wadge Base) {Bayonel}
165-5004-00 165-5000-8%-HF

Cycling Flash Lamp Test

To initiate, from the FLASH LAMPS MENU, sclect the
"CYC" lcon. Ensurg the Power Interlock Switch is pulled out if testing with the Coin Door open. The
tost pulses each flagh lamp sequentially {eycling) on the Playfield and in the Backbox (if flash lamps are
used). The Dot Matrix Display indicates the same information you will find in Single Flash Lamp Test.




13 | Technician Alerts continuegd from previous page.

mmmed SCOTING," Ball Search is start

in the Plunger Lane or "held” on the flipper, no Ball Search will "%

be performed. The game will perform

— T HHICIA H':E'Fi L.

M, i During game play, a pinball can get trapped or stuck. ' g
TECH If after approximately 15 secqnds of inactivity or "no |
/i

BALLS MI3SING
__FF FOR TEOUGH TEST )
one Ball Search in an attempt to "find” or free-up the pinball.

ad. Note: If the pinbalf is

It the game does not see a switch clogure (indicating the pinball has not been found), the Dot Mairix 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 Compelition Mode; Balf 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

Note: This detection and compensati

nlay and will compensate for the lost pinball. Game play will appear normal,

on will happen with every pinball, if each suffers the same fate of a ball trap.

If ali balls get trapped, the game cannot be played or started until the situation is rectified.

Important: Determine where the pinball is! Do not add pinbafl(s) until it is determined the pinbali(s) are indeed

missing and not just stuck. The most

common places for a pinball to be stuck is in device holes (ejects and VUKSs)

or ball troughs. Determine that all devices are functionally properly. Check around plastic pieces and ramps to

see if the pinball got jammed or stuck,

When the found pinball ¢r a replacem

ent 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 (revig
¢oil operation. If a pinbail was added,
not operate correctly.

NOTE ON DEVICE MALFUNCTION
ALERTS MENU, if the following is dis
detected a "device malfunction." Che
(coil and/or swifch).

% Knocker Test

soysougeiq

knocker. To return 1o the DIAGNOSTE
FACTOID: The knocker got it’s name

VIZEZ T AT LI It diiiiieeiniiiridd

2w the previous page) to cycle the pinballs and to check proper swilch and
and the originally stuck pinball has freed i at a later time, the game will

B EeHETAN ALERT — (o2
DEUICE PALFUMCTION

RUTO PLUMGER

While in TECHNICIAN
played, the game has
ck ihe device indicated

|USE -+ T0 YIEW OTHER ALERTS

“Knocker' is sounded. The knocker sound is used to alert the player if he/she has received a special,

HHD% To initiate, from the DIAGNOSTICS MENU, select the "KNO- CKER” lcon. The digitally masiered
CRE replay or a credit from the Match Award feature. Press the Black [ SELECT ] Button to activate the

CS MENU, press the Green [ BACK ] Button,

from the ’originat knocker’ (20th century pinball games), which

used a coif and when energized (fired), the plunger would strike a wood panel inside the cabinet.

provided to allow the technician a sim
speakers if rewired or replaced.

Upon entering Seund / Speaker Test
Matrix Display indicating the first opti
sound(s) in this test. Press the Red |
through the available music and/or sq
[ SELECT ] Button to play the option

Speaker Phase Testing
Connections 1o each of speakers are

SOUND .~ SPEAKER TEST
MUSTIC: F;*Fllll‘"l FLAY

SELECT' TO FLAY

I_'_ll’lllll’lll’ll lllll”lllll’llll!llllll’l’l
Sound / Speaker Test I

To initiate, from the DIAGNOSTICS MENU, select the
"SPKR" icon. This system p’toduces true digital sterea
sound from Backbox & Cabinet Speakers or "Mono” on
the Cabinet Speaker (when used by itself). This Menu is

T

ple method of testing the _
SOUHC LFPEAKER TE

MUSTC: F?#H:LIH FLAY"
SOUHD #1

, You wili notice the Dot :
n of available music and/or
+/>] Button to cycle
unds, and press the Black ~ i
shown in the Dot Matrix Display. Press the Green [ BACK ] Button to exit.

FLAY IMG

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 prof

erly 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.



. .I Speaker Phase Testing continued from previous page.
i ]

% If the sound is not balanced or doesn’t sound correct, check the speaker wiring.
*PH

k

RV TR REY,

1. Check each speaker for polarity markings.

If the speakers have polarity markings, verify
e e D that the Backbox Speaker’s RED-BLK Wires
(%  cHa-—Jie ] RERBLK ' and the Cabinet Speaker YEL-BLK Wire(s)
@M R REB-WHF —r_j-r J are connected to the negative (-} terminal.
s S YELBLK Jad e 2. Disconnect the speaker output Connector
qus ©  CHB-—[30 = RN ) J10 {AUDIO) from the CPU / Sound PCB (in
ﬁi& YEL-WHT BACKBOX BACkBOX | the Backbox)and connect a 1.5-volt battery
[ CHB+ —fao|—"F—1 LEFT RIGHT across each speaker pair one at a time while
e e o ey SPEAKER  SPEAKER | opbserving the speakers.
ACPU/Sound PCBA i o i
CABINET BOTTOM 3. Make sure the positive (+) battery terminal
SPEAKER is connected to the pesitive lead [ J10, Pin-2,

CH A+ ] (RED-WHT) or[ J10, Pin-4, CH B+ ]
(YEL-WHT) each time. As thg connection is made, check speaker cone movement; proper connections are
indicated by outward movement.

YZZ 2T IE I iiiiiisiddiidiiiiniiniigisd

Begin Burntin

To initiate, from the DIAGNOSTICS MENU, select the "BURN" icon. After selecting this fcon, press the
ELUF Black [ SELECT ] Button to begin (initiate) the Burni-in Test. Ensure the Power Interlock Switch is
pulled out if testing with the Coin Door open (required for coll function). Upon entering Burn-In Test, the
ame will exercise all CPU 1D Functions: Dot Matrix Display Test, Coil Cycling Testing, All Lamps Test and
gound! Speaker Test. Prass the Green [ BACK ] Button, 1o 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, Chapter 5, GO TO RESET MENU (via the UTILITIES
MENU}, Reset Faciory Settings. & CAUTION: Performing a FACTORY RESET will reset all other information
as well (read the Utilities Section (GO TO RESET MENU), for more information). -

Diaénosfios

; [| | To initiate, from the DIAGNOSTICS MENU, select the "DOT TEST" lcon. After selecting this fcon the Dot

TE:T Matrix Test immedigtely begins. The Dot Matrix Display will immediately and continuously illuminate and
== ¥ cyele each of the 5 Tests for 1 pass each. To return to the DIAGNOSTICS MENU, press the Green

[ BACK ] Button.

liluminates 1 vartical column of dats, |
1
i

tuming it off & illuminating the next column, |
untit each column has been individually It,
whila the other columns are off.

ltuminates 1 horizontal row of dots, tuming itoff& | _>
iluminating the next row, until each row has been |
inclividually lit, while tha ather rows are off.

Tegt 3 Test 4
. lHuminates all the dots,
: Hlumma;es all the dots, except for one row
1 except for one column -} from tap to bottom. -’
from lefl to right. E

lluminates 1 v

tumning it off & ituminating the next cofumn, |
until each column has been individually t, |
while the other columns are off.

12,

[lluminates all the dots 3
in both the rows

Iternating even & odd, B
: and columns.
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'wiTicke’r Dispenser Test

. To Initiate, from the DIAGNOSTICS MENU, select the "TIX" Joon. This Menu (lcon) will anly appear if
' TI:‘:g Standard Adjustment 56, Ticket Dispenser, is setto YES (Default = NO*). *Nole: Some games
wamILY shipped from the factory with| a unique Dip Switch Setting will default to YES). To view and/or change
your selting, see Adjustments Section| (GO TO ADJUSTMENTS MENU). Please remembey, if you install an
optional Ticket Dispenser, and your defaulf setting is “NO," you will have to resel it back to "YES" if a Factory
Reset is performed.

After selecting this /con, the Ticket Dispenser Testwill start. With the Ticket Dispenser properly inslalled,
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 becalse Coil #33, Aux 1: Ticket Advance (Enable) is always ‘energized’. With a
Ticket Metar 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 and/or clear tickets in Escrow, if necessary. To return to
the DIAGNOSTICS MENU, press the|Green [ BACK ] Button.

3
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(Note) Switches 17, 50, D-7, D-13, & D-15 are used on the Preminm mndel
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SWITCH TEST |
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SWITCH LOCATIONS
{Switch Matrix Grid : previous page}

D B M B S SN G G el W B BN S M e mm W SOW

Typical Switch Wiring & Schematic

Switch Return
Wire J6 or J12

s SN NE
wieh S Sty
Termiral  Temnlnal  Tennkal

Dedicated Switch Qchematic
PNK-XXX, GRY-XXX
GN-

T ; nal

* Typical Switch Wiring & Schematic
.. With 8witch Diode on a Terminal Sirip (DOTS)

Ll

H 3 5 .
——-mmnlﬂ-:—-l-_—m-u-—_—u—uw——-———.——-—_-“.—_m.—".—-“-

XXX = l,hm
See Malrix Grid for codor
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‘Lﬁ X N LAMP LOCATIONS
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See Matrlx Grid for colos
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= N a 3 > {Lamp Matrix Grid : previous page}
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COILS DETAILED CHART TABLE

High Current Ceils G

Drive
Antastar

Druenr
[Hitpul PCR

FPuwyre Line
Colar

Power Ling
Cannectinn

Fawar
Yol

Crive Teanzislor
oot Line Calar

High Current Cails Group 1 Tantor Outp FCB | Cowr . Gamniciion  Vomeae Gomtren Lins Lotor Lame Conatcr of Bulb Tyg
#1 | TROUGH UP-KICKER Q1 YELVIO | J1029/10(50vDC| BRN-BLK | J8-P1 |oso-sou
| #2 |AUTO LAUNCH a2 YELVIO | /10Pai10|5ovpc] BRN-RED | Ja-pa |ososoosnb |
#3 {CENTER LOCKUP (UP) as| ® [TYELVIO |J10-P010[50vDC| BRN-ORG | J8-PA |o0s0uenb
#4 |CENTER LOCK UP (LATCH) as P':":r YELVIO | J10-Pei10|sovnc] BRM-YEL | Je-Ps %1
#5 |MAGNET {LEFT) Qs | Driver | VIOYEL | Ji0-P8 |50vDC] BRN-GRN | JB-PB 090507
#6 |LEFT CONTROL GATE as| ¥ YEL-VIO | J10-P9/10]{50vDC| BRN-BLY J6-P7 aTm_*(;
#7 [MAGNET (RIGHT) ar VIO-YEL | J10-P8 [sovDc{ BRN-VIO | J8-Pa |ososorsad’
#8 | SHAKER MOTOR (OPTIONAL) Qs RED-WHT | J17-F7 [1evac] BRAN-GRY | J8-P9 50252700

D T. Coatral
Liae Conneci

Cod GA - Tura
or Bulb Type
. o)

RIGHT FLIPPER (50V RED/YEL)

Low Current Coils Graup 1

Drivy

naistor

Tra

Lrwies
{hatput PCEH

#9 [LEFT POP BUMPER Qg YELVIO | J10-P9/0}sovDc] BLU-BRAN | J&-P1
E-TEA
#10| RIGHT POP BUMPER Q10 YELVIO | J10-P9/10{50vDC{ BLU-RED | J8-P2 |0sososand’
#11| BOTTOM POP BUMPER at1] ® | YELVIO |J10P0/0]s0voe] BLUORG | J8-P4 |scocosnh’
170 )
#12
o2 . BLU-YEL | Je-Ps
#13|LEFT SLINGSHOT aiz| Driver | vEL.vIO | J10-P9/10]50vDC] BLU-GRN | J8-PE
#14| RIGHT SLINGSHOT aéd| ¥ | YELVIO |Jo-Porolsovoc| sLu-eiy | JeP7
LEFT GRY-YEL-3A
FLIPPER (S0V IllEDNEL) a5 Fuse-RED-YEL J10-P8/7 50, DC

or e Cannecl @

O.T. Cantrol

| #17| LEFT UP / DOWN POST

#18| MICK MOTOR RELAY ( EFT) ais BRN S1P1 20000 VIQWRED | J7-P3 | ssosooech
#13| MICK MOTOR RELAY (RIGHT) a1s| 4 BRN JE1 [20v00 VIO-ORG | J7-Pa | ss0s00e0n
#20| FLASH: BACKPANEL (RIGHT) aze| 110 | orG | uerw [wvod viovEL | aree |1ES0%
#21| FLASH: BACKPANEL (1LEFT) G21 | Driver ORG J6-P10 |20vDQ VIO-GRN | J7-P7 N ot |
#22| FLASH: RAMP (LEFT) a2 ¥ ORG JE-P10 | 20vpe] wvio-BLU J7-P8 T |
#23| FLASH: UPS Q23 ORG | J6P10 |20voq] VIOBLK | J7-po | eskeam |
#24| OPTIONAL (g.9. COIN |1.‘|ETER) 024 RED Jigra.g VIG-GRY | J7-P10 | CONMETER

Lew Current Coils Group 2
FLASH: RONNIE '

13river
Crglieat BCED

#25 ” Qs

#26| FLASH: POP BUMPER Qzs ORG

#27| FLASH; CHARLIE Q27 A ORG JE-PID [20vDC] BEK-ORG | -J§-P3 |tsssomes
#28] FLASH: KEITH azs) 270 [ ore | sep10 [aved BixveL | sera 4
#26] FLASH: BOTTOM ARCH (x2) Q29| Drtver | ORG | J6P10 [20vbC BLK-GRN | dJe-P5 | 1e5s000%s |
#30{ CENTER UP / DOWN POST axl ¥ BRN JiB1 {20vDG BLK-BLY J6-PE | 090503040
#31| FLASH: ROCK STAR a3 ORG | Je-P10 j2ovDd BLK-WIO | J8-p7 |tess000e0
#32| RIGHT UP / DOWN POST P BRN 771 |20vod] BL-GRY | sepe |sos.

I3

(Note) Coils #5, #7, #17, #29, #30, & #32 are used on the Preinm model.
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~ Typical Coil Wiring & Schematic

# Trough
BLK Up-Kicker

YEL-VIO
HIGH
OWER

———-—-_ﬂﬂ--1

L“"-“—”—-“_ﬂ_—ﬂd

Telez] = Celor of Mini-Mars o« Fiash Lamp Bub.
= Coils / Flash Lamps sbove Playfield.

= Coils / Flash Lamps below Playfield.
= Colls f Flash Lanps on Back Panel,

Coll G24 s Optional,
Feither 3 Cain Mgy, Tokan

apong

por il
Support lor o infonra-
Sion, T00-542-5377 o
1-P08-345: 7700,
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a
To initiate, from the MAIN ME
purposes and for evaluation ©

[#1 —#13 ], » Standard Aud

available). For more informat

MENT MENU). Try the "DUM

DATE & TIME in the UTILITIE

Audits which are named Prop
upgraded during production; ¢
corrections, as necessary. Ay

All AUDITS MENU fcons and
Dot Matrix Display. NOTE: D
and/or areas, some fcons ma
operation are subfect to ch

In displays where changes ¢3
escape, the RED Buttons 10
audit in the group, and the Bl

y appear non-functional or may not
nge.

Go To Audits Menu

P R S S

O TO AUDITS MEHU

feon. The AUDITS MENU provides 99 Audits for accounting
The Audits are divided into 4 groups: » Earnings Audits

#+ ]and

_ ded as an alternate access to Tournament Audits (*if data is
on on the TOURNAMENT MENU, review the Tournament Section (GO TO TOURNA-

U, select the "AUD"
i Garne Programiming.
ts [ #1 — #59 ], » Feature Audits (Programming Lise Ondy) [ #1 -
T AUDY feon provi

P AUDITS TO USB" feature o create a text file of your audits. Don't forgel to set the
S MENU. See the Ulilities Section (GO TC UTILITIES MENU), for more information.

rietary are also for Future Expansion or Programming. Game code may get
tomnpare all Audits in the Dot Matrix Display with the manual and make any
dits are subject to change (with or without notice).

there usages are explained throughout this chapter in the same order as seen in the
epending on Game Type, Version, selections made, Dip Switch settings, location
appear at all. feons and/or functions, order and

n be made orto perform a function, use the GREEN Button 1o go [ BACK ], exit or
{</~]MOVE BACK/LEFT /[ +/>]MOVE FORWARD / RIGHT to view the next
ACK Button to [ SELECT ] the sub-menus.

.E;'e: Earnings A

':E' To initiate, from the
audit number (in thi.
display until the nex

FITIPTI I TS A IFAGRTINIIINIZINIRIISIINF
dits [ #1 - #13 ]

UDITS MENU, select the "EARN" /con. The Dot Matrix Display will indicate the
group), audit name and the audit total or value. The current audit will remain on the
audit is viewed or when this sub-menu is exited.

#1  TOTAL PAID CREDITS [ 0]: Total number of Paid Credis.

#2 FREE GAME PERCENTAGE 0%; : Percentage value is ‘Total Free Plays’ (Standard Audit 15) divided by
"Total Plays’ (Standard Audit 16).

#3. AVERAGE BALL TIME[ 0:00 é: In seconds, the average ball time is derived from the total play time divided
by Standard Audit I, Total Balls Played.

44  AVERAGE GAME TIME [ 0:00]: The average game time is expressed in minutes and seconds.

45 COINS THROUGH LEFT SLOT[0]: Totai Left Coin Slot’ Dedicated Switch (D-1) closures.

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

47 COINS THROUGH CENTER SLOT[0]: Total '‘Center Coin Slot' Dedicated Switch (D-2) closures.

48 COINS THROUGH FOURTH SLOT[0]: Total *4th Coin Slot’ Dedicated Switch {D-4) closures.

49  COINS THROUGH FIFTHSLOT [0]: Total '5th Coin Slot’ Dedicated Switch (D-5) closures.

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

#11 TOTAL EARNINGS [ USD 0.00} + Total cash value accumulated since the last Factory Reset occurred
(reveiw the Utilities Section (GO TO RESET MENU), Reset Coin Audits).

#12 METER CLICKS [0 ]! Tota! number of money clicks accumulated.
Based on the country’s lowest coin denomination used for the game credt.

#13 SOFTWARE METER [0]: Continuing total of Meter Clicks.
This audit cannot be reset; the dispiay shows ihe constant addition of Meter Clicks.

22
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#10
#11

#12

#13
#14

#15
#16

#17
#18
#19
#20
#21
#22
#23
#24
#25
#26

$27

23

Qtandard Audit

To initiate, from the AUDITS

display until the next audit is

TOTAL BALLS PLAYED[O]:

number (in this group), audit

FINTIETITITIIR LS RNITAINIIZIRILNIS
[ #1 - #59 ]

ENU, select the "S.PL" fcon. The Dot Matrix Display will indicate the audit
hame and the audit total or value. The current audit will remain on the
riewed or when this sub-menu is exited.

Total number of Regularand Extra Balls.

TOTAL EXTRABALLS[01]: Total number of Extra Balls awarded.

EXTRA BALLS PERCENTAGE
"Total Plays’ (Standard Audi

[1g°)% ]: Percentage value is 'Total Extra Balis’ (Standard Audit 2} divided by

REPLAY 1 AWARDS [ 0]: Total Awards (Credits, Extra Balls or Scores)for Leve! 1.

REPLAY 2 AWARDS [0]: Tot

| Awards (Credits, Exira Balls or Scores) for Level 2.

REPLAY 3 AWARDS [ 0]: Total Awards (Credits, Extra Balls or Scores) for Level 3.
REPLAY 4 AWARDS [ 0] : Total Awards (Credits, Extra Balls or Scores) for Level 4.

TOTAL REPLAYS [0]: Total

wards (Credits, Extra Balls or Scores} for exceeding Replay Score Levels.

REPLAY PERCENTAGE [ 0% J|: Percentage value is Total Repla?zs’ {Standard Audit 8) divided by "Total
a

Plays’ (Standard Audit 16).

TOTAL SPECIALS [0 ] : Total
SPECIAL PERCENTAGE { 0%

Plays’ (Standard Augdit 16},

TOTAL MATCHES | Bf]\l: Total
Generated Match Nu

(GO TO ADJUSTMENTS
HIGH SCORE AWARDS [0 ]:

High-Score-To-Date scores

HIGH SCORE PERCENT [ 0%

"Total Plays’ (Standard Audi

he percentage reflects replay fotal awards for exceeding replay score levels.
wards (Credits, Extra Balls, or Scores) for making Speciafs.
: Percentage value is "Total Specials’ {Standard Audit 10} divided by "Total

redits awarded for matching the last two digits of the score with the Syslem-

mber at the end of the game. Percentage of Match Credits is adjustable from 0% to
10% or OFF by Standard A

iustment 19, Match Percentage, f enabled (review the Adjusiments Section
NU), Standard Adjustments).

Total Awards (Credits, Extra Balls, or Scores) for exceeding the

% I}Dercentage value is "High Score Awards’ (Standard Audit 13} divided by
B).

TOTAL FREE PLAYS [0]: Tolal Free Credits for Aeplays, High-Score-To-Date, Specials and Maich.

TOTAL PLAYSJ, 0]:
Total Free P1

0.0M-1.99M SCORES [ 00 ] :
0 and 1,999,990 points.

2.0M-3.99M SCORES [ 00

2,000,000 and 3,999,99%';:

4.0M-5.99M SCORES [00 ] :

This total
ays’ (Standard

is derived by adding the sum of 'Total Paid Credits’ (Earnings Audit 1) and
Audit 15). Note: Free credits are not recorded in the Audit until actually used.

Total number of games the Player's final score was between

Total number of games the Player’s final score was between
hints.

Total number of games the Player’s final score was between

4,000,000 and 5,999,990 ppints.

6.0M-7.99M SCORES [ 00 ] :

6,000,000 and 7,999,990 p

8.0M-9.99M SCORES[00 ] :
8,000,000 and 9,999,990 p

10.0M-12.49M SCORES [ 00
10,000,000 and 12,499,99

12.5M~14.99M SCORES [ 00
12,500,000 and 14,498,99

15.0M-17.49M SCORES [ 00

th?I number of games the Player’s final score was between
oints.

Tpttal number of games the Player's final score was between
oints.

+ Total number of games the Player’s final score was between
points.

: Total number of games the Player’s final score was between
points.

: Total number of games the Player’s final score was between

15,000,000 and 17,499,999 points.

17.50M-19.99M SCORES [ 00
17,500,000 and 19,999,99

]: Total number of games the Player's final score was between
points.

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.

25.0M-29.99M SCORES [ 00 ] : Total number of games the Player’s final score was between
25,000,000 and 29,998,999 points.

Standard Audits 28-59 continued ¢n the next page.
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. J gtandard Audits Continued
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5.P

08 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.

49 40.0M-49.99M SCORES [00]: Total number of games the Player’s final score was between
40,000,000 and 49,899,990 points.

430 50.0M-74.99M SCORES [ 00 ] : Total number of games the Player's final score was between
50,000,000 and 74,399,990 points.

431 75.0M-09.99M SCORES [ 00 ] : Total number of games the Player’s final score was between
75,000,000 and 99,999,990 points.

435 100.0M-149.99M SCORES[ 00 ] : Total number of games the Player’s final score was between
100,000,000 and 149,999,990 points.

33 150.0+4M SCORES: Total number of games the Player’s final score was 150,000,000 points and over.
$34 AVERAGE SCORES [ Ql_] : 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).

435 SERVICE CREDITS [ 0|] : Total ‘Green [ SERVICE CREDIT ] Button’ Dedicated Switch {D-21) clesures 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 Credlits, for how lo delete credits.

436 BALL SEARCH STARQ’ED [0]: Total number of times the game performed a Balf Search.

#37 LOST BALL FEEDS[0]: Total number of times the game added a pinball to Ela when it could not find a
pinball after Ball Search Srew'ew the Diagnostics Section (GO TO DIAGNOSTICS MENU), Technicians
Alert [ Pinball Detertion J)

#33 LOST BALL GAME STARTS[0]: Total number of times the game started with a pinbail missing from the
ball trough at the start of & ?ame (review the Diagnostics Section (GO TO DIAGNOSTICS MENU),
Technicians Alert| Pinball Detection J).

#39 LEFT DRAINS[0]:

tal ‘Left Quilane’ Switch (24) closures.

#40 CENTER DRAINS [0? . Total number of times the pinball had drained when the last switch closed was not
the ‘Left Qutlane’ {24) or the 'Right Outlane’ Switch (29).

#41 RIGHT DRAINS [ 0] : [Total ‘Right Outfane’ Switch {29) closures.
#42 TILTS[0]: Total Tilt Pendulur' Dedicated Switch (D-17) closures.

#43 TOTAL BALLS SAVED { 0&: Total number of times this feature was used. This feature is adjustable from
0:01-0:15, AUTO or NO BALL SAVES (review the Adjustments Section (GO TO ADJUSTMENTS
MENU), Standard Adj. 48, Ball Save Time). This feature is enabled af the start of each pinball and fs
disabled as soon as a predetermined number of swilches are "closed” or the allocated time has expired.

#44 LEFT FLIPPER USED|[0]: Total 'Left Flipper Button’ Dedicated Switch (D-9) closures in Game Mode.
445 RIGHT FLIPPER USED[0]: Total 'Right Flipper Button' Dedicated Switch (B-11) closures in Game Mode.
#46 0-1MINUTE GAMES|[0]: Total games in which the fotal game time was between 0:00 and 1:00 minute.
247 1-1.5 MINUTE GAMES [ 0] Total games where play time was between 1:00 and 1:3¢ minutes.

#48 1.5-2 MINUTE GAMES [ 0] Total games where play time was between 1:30 and 2:00 minutes.

#49 2-2.5MINUTE GAMES [ 0]: Total games where play time was between 2:00 and 2:30 minutes.

#50 2.5-3 MINUTE GAMES [0]: Total games where play time was between 2:30 and 3:00 minuies.

451 3-3.5 MINUTE GAMES [0]: Total games where play time was between 3:00 and 3:30 minutes.

452 3.5-4 MINUTE GAMES [0): Total games where play time was between 3:30 and 4:00 minutes.

#53 4-5MINUTE GAMES [0]: Total games where play time was between 4:00 and 5:00 minutes.

#54 5—6 MINUTE GAMES [0]: Total games where play time was between 5:00 and 6:00 minutes.

#55 6-8 MINUTE GAMES [ 0]: Total games where play time was between 6:00 and 8:00 minutes.

#56 8 ~10 MINUTE GAMES [0]: Total games where play time was between 8:00 and 10:00 minutes.

#57 10-15 MINUTE GAMES [ 0 ] : Total games where play time was between 10:00 and 15:00 minutes.

#58 15+ MINUTE GAMES|[ 0]: Total games in which the total game time was 15:00 minutes and over.

#59 RECENT REPLAY PERCENT[0%]: Percent ﬁ}qured with programming thresholds for a determined
number of games,| The % reflects replay total awards for exceeding replay score levels.




FEFEFTINIIZIIGE
Feature Audits

GAH

e

audit number {in this group), &
display until the next audit is v

YZZ22772 282280721227 7204204824800880ii
#1 - #+ ]

To initiate, from the AUDITS MENU, select the "GAME" lcon. The Dot Matrix Display will indicate the

sucit name and the audit total or value. The current audit will remain on the
iewed or when this sub-menu is exited.

Feature Audits Definition: Programming Use Only. The proprietary information Total number of limes a feature

was started, awarded, iit, played and/d
certain modes or features are tracked
determine the lighting and/or completi
CURRENT FEATURE AUDITS.

Feature Audits are subject 1o chang
To export all audits to your memary sti
then enter the DUMP AUDITS TO USE
UTILITIES MENU (see the Utilities 5S¢

r completed {awarded); also, the total number of Switch Closures during
(a predetermined single/multiple variations of switch closures are used to
on of the feature stated). SEE THE DOT MATRIX DISPLAY FOR

e (with or without notice). View Feature Audits on the Dot Display only.
ck {creating a text file), perform the following. Enter the AUDITS MENU,
3 Note: The "DUMP” Icon can also be accessed in the USB MENU via the

ction (GO TO USB MENU) for details).

IIIIIIIIIIIIIIIIIIII[lll!l{llllll[lIII(IIIIIIII!III

"T AUD" Jeon provided as an
information on the TOURNA

AURE yeny)
[[IIIIIIIIIIIIII
5 Dump Audits To

To initiate, from the USB ME
DUHR Data Dump {download}. A(

alternate access 10 Teurnament Audits (if data is available). For more

IENT MENU, review the Tournament Section (GO TO TOURNAMENT

TP 2710012040000l
USB (Memory Stick)

NU. sclect the "DUMP" fcon. Follow the on-screen prompts t¢ perform a
ated text file will be created on your USB Memory Stick.

“AUDIT DATA DUMP
INZERT USE MEMORY STICK

I3
DUHP AUDITS 10 USE

the CPU/Sound Board (S.A.M. Sys
available and is free of errors, a da
Date & Tima is set prior to selecting
date of 20XX_01_01; see the Utiiti
detaifs).

Step 2 Press [ SELECT ] 1o save th
[ SELECT ] again to continue or { |

Step 1 Insert your USB CompatiblT Memory Stick into the USB port on

em). 1f the Memory Stick has space
ed file* is generated (* ensure your

y or the dated file will have the default
bs Section (SET DATE / TIME) for

AUDTT DUMP
COMPLETE

| PRESS 'SELECT' T0 CONTINUE |

> file to your Memory Stick. Press
1K ] to exit or escape at any time.

Step 3 Remove the Memory Stick and insert into your PG or Mac to save

the file (which can then be copied,
restart between the three types of

Note: The "DUMP" lcon can a
(see the Utilities Section (GO 1

brinted or emailed). The audits are numbered sequentially witirout a number
yudits (Earnings, Standard and Feature).

Iso be accessed in the USB MENU via the UTILITIES MENU
0 USB MENLU) for details).

2D
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0 10 AUDITE MEHU

| 5

~ STAHDARD AUDITE

" EARNINGS AUDI

"GROOSE EARNINGS or STANDARD AUDITS

GO TO AUDITS MENU: EARNINGS AUDITS [ #1

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

Perform the below steps 1o review the|audits, Enter the SERVICE MENU, then enter the EARNINGS AUDITS or
STANDARD AUDITS MENYS. For alidit definitions or summary, review the Audits Section (GO TO AUDITS
MENU). Try the "DUMP AUDITS TO YSB" Feature to 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,.

Step 1 Press [ SELECT ]
Prass | \3:40H 1o exit for
escape at any time.

Step 2 Press[>]. Gotothe
"AUD" fcon.
Press [ SELECT ].

Step 3 Press|> 1 Gotothe
"EARN" or "S.P.L" lcon.
Press [ SELECT ].

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

E

A R e

ARNINGS AUDITS [

Auclit Number TEARHINGS AUDIT #1
Audit Name . TOTAL PAID CREDITS ™ .
Audit Result 0 __ .

#1-#13]V

Ny, EARNINGS AUDIT
A RES - NAME
TOTAL COINS THROUGH
PAID CREDITS 8 | FOURTH SLOT
FREE GAME COINS THROUGH
PERCENTAGE 2 | FFTHSLOT
AVERAGE 10| 1Q7AL
BALL TIME COINS
Ml AVERAGE TOTAL
GAME TIME EARNINGS
5 | COINS THROUGH 12 | METER
LEFT 5LOT CLICKS
o | COINS THROUGH 13 | SOCTWARE
RIGHT SLOT METER
> | GOINS THROUGH
CENTER SLOT
STANDARD AUDITS [ #1 - #59 ] A 4

YOuUR

OTANRARD AUDIT
NAME

NE STANDARD AUDIT
' NAME

YOUR
RESULY

OTANDARD AUDIY
NAME

RESULT
TOTAL o7 | B0~ 990N 41 | RIGHT
BALLS PLAYED SCORES DRAINS
TOTAL o | 100M- 12494 4p | TUTS
EXTRA BALLS SCORES
EXTRA BALL o3 | 1250 1450M TOTAL
PERCENTAGE $CORES 43 | BALLS SAVED
4 | REPLAV oa | 150M- 17430 44 | LEFT FLIPPER
AWARDS SCORES USED B
- | REPLAYZ o | 17.5M- 10554 45 | WIGHT FLIPPER
AWARDS SCORES USED
o | FEPLAYS og | 20.0M-20.50M 45 | L= 1 MINUTE
AWARDS SCORES GAMES
REPLAY 4 25,0M - 29.99K 7= 1.5 MINUTE
7 | AWARDS 27 | $CORES 47 | GAMES
5 | OIAL og | 300M-38.35M 28 | 15 -2 MINUTE
REPLAYS SCORES GAMES
n REPLAY og | 4%0M - 40.99m 4g | 2725 MINUTE
PERCENTAGE SCORES GAMES
TOTAL 50.0M — 74.90M 2.5-3 MINUTE
10 | speciaLs 30 | scoRes 50 | GamMES
SPECIAL 31 | oMo S 99m 1 [ 3= 35 MiNUTE
PERCENTAGE SCORES 51 [ GAMES
TOTAL o | 10000 - TA959M o | 3:5- 4 MINUTE
MATCHES $CORES 52 | GAMES
HIGH SCORE 150.0M+ 4 -5 MINUTE
13 | AWARDS 33 | SCORES 53 | GAMES
Ml HIGH SCORE M AVERAGE 5 - 6 MINUTE
PERCENT SCORES 54 | GaMES
TOTAL SERVICE % - 8 MINUTE
15 | FREE PLAYS 35 | CREDITS 55 | GAMES
TOTAL BALL SEARCH 6 | &= JNHIRUTE
A plavs M STARTED 56 | GAMES
17 | 00N - 1soM LOST BALL 10— 15 MINUTE
SCORES FEEDS 57 | GaMEes
1a | 2OM- 350K B 05T BALL g | 15+ MAUTE
SCORES =N GAME STARTS S8 | cames
40N - 5,990 LEFT RECENT
19 | scorEs || 132 | orains 59 | REPLAY PERCENT
o0 HOM - 7.99M 40 CENTER Fiote: Audits are subject i change {with or without nolize).
SCORES DRAINS

2o




@j Standard Adjustment 18, Game Pricing, confinued.

S I L] - L]
5P USA & International (non-Euro) Standard Pricing Select Table
CPU/SOUNDPCB . COUNTRY COIN MECHANISMS (SWITCHES) - .- ~PRICING SCHEME - - ISR
DIP SWITCH SW1 SETTING COINS THRU ... SLOT: Wumber of Plays {Credits} for Price Amount Shown * [EREUIELIC]
SETTING ~~ = OPTION(S) LEFT  #:CENTER -&RIGHT: See "Appendix J* for Coin Cards Examples & infol . [LEIRTTU
Pos. q 5 ] Detoun Highiighed # UMITED STATES DOLLAR#1 8 1
on usai 10,95 e /- 50001y
orr|w[w[v[v[v[¥]vl¥|  usa2 1/0.50 20075 | 3100 [ReSIENchy
USAIZ 1/0.50 @gﬁﬁaﬂdm ?:ae;_( isg;amv' 755-5400-02-¥
HIGHLIGHTED usald 1/0.50 Ry Sty il 7555000 02.Y
= F¢ y 3
actory Default USAlS 0.25 | 1.00 | 0.25 1/0.50 [ 2/1,00 TS SACIEY
USA/6 ) Pt iiicd
= Nat Shown on Coin USA[7 1/0.50 | 21,09 ’
cé,,‘é ’ USA[8 1/0.50 ] DR 7555400-00.Y
usalg | Mmoo [ SRR 7555400-07-Y
USA i 1/0.75 2150 ] / 755-5400-11-Y
Pos. "WEEN]  ouitiglioned AUD / AUSTRALIAN DOLLARG /[ $AUS|
ouAl_lAla AUSTRALIAL] | 50 | 1.00 | 2.00 i 2ot
orr| ¥ v v|w|v| AUSTRALIA? . . y 1/1.00 T it Side)
Pos. a 5 6 7 B TR P . CAD /f CANADIAN DOLLARS {f [ SCAN ) P—
[on |k CANADA 1 ;
p vIvv[¥ ¥ [¥] | 25¢ ddor] 0.25 | 025 | 1.00 | 2.00 ;| 1/0.50 2/0.75 3M.00
on] [a] [ala CANADA2 FE R 7555005y
orrlv] [v] | IWlwiv] [doltar door] | | 100 |°. .| 2.00 11.00 | 3:2.00 | -
| Pos. | 1 5 6 7 8 SILLTLFLFL HRK  GROATIAN KUMA # [ kuna] e
Oh | |dld] |& 4
Pas. a 5 6 7 e DKK # DANISH KRONER /11 Kr 1
oN | & A DENMARK 1 1 5 10 20 13 25 753-5402-00-¥
orr | |wlw| |wiw|wlw] DENMARK? 12 [ 2 | 3 [ 47 | 59 [ 710 {2-Sided)
Fos, a 5 6 7 5 BECULTITTT o JPY #f JAPANESE YEN Jf [ ¥1 .
on |4 |4 |A& JAPAN 1 1100 BT E T 755-5408-01Y
ol v |v| [vlv[v] Japanz || 190 |- . .| 100 17100 200 ] o R
Pou. 4 5 B i Default Highfighted LTL Jf LITHUANIA LITAI o’f[Lt] S— g
on [a Al [&a BN 755541800
pree v Yiviy LITHUANIA 1 2 5 1/2 R PR sty -.E_
Fos. . 5 7 B T o e  LOKEN i Middle East currancy used to buy token /| TOX . %
oN AlATAl A Bl B T 755 -3916-00-
oFF v |v|v|w| MIODLEFAST | | token | .- PR 11 B AR (< Siic1) xS
Fos. ¢ &5 & 7 8 BT T NZD /f NEW ZEAL AND DOLLAR #[ $HZD | <L
on A NEW ZEALAND 1 1 o e 11 I 75:-5406-00- .
off W iwiw|¥| [WwiwlnEw ZEALAND 2 L 11 3w ] SR (Side?)
= 4 2 ;Y DefauHighlightad GIANKRONE /TKri
on | |A] (& NORWAY 1 1410 SRR LRI 755-5403-01-Y or
orelw) [w| |wlw|viw] NORWAY2 10 5 20 1110 kT I O -02-Y / (2-Sided)
NORWAY 3 1/20 ENAECRE NP 755-5403-03-Y
NORWAY 1720 EZO R R (2-Sid:c)
Pos. : 3 = DemEult Highlighked ¥ LEFT SWITCH CANEE WIRED Trx Bal L RUB ”HUSSM" HUBLE l,f” Ruhle] ) _
oN | & PP Y Ce e : 755-5411-00-¥
o[ [viw] | [wlwlw] BUSSIA 10 5 1 /5 . IR (2-Sided)
Fos. 4 5 6 7 8 BTILLL T ZAR / SOUTH AFRICAN RANG #/ [ R | )
A 1/2.00 DRI TLRRF P  755-5405-01-Y
050 | 1.00 | 2.00 | 5.00 11300 T T _
SEK Y ;SWEDJSH KROMOR 4 [ krll
1110 215 320 755-5404-00-Y
h 5 [ 10 - -.
CHF / SWISS FRANCS /1 $£)
1l PR TN TR 755-5405-00-Y
1 2 8 111 a2 |53 T | o5 :
o TWD /f TAIWANESE DOLLAR /1 TWD |
R LU 755-5412.00-Y
1 - 10 110 [
| Pos. ; : G ¥ 5TH COIN SLGT NOT AVAILABLE WITH CUSTOMPRICING ¥ PB #f UNITED KINGD DSHiE] .
2 e UK 1 LEFY _ GENTER 3= RIGHT - iaeaT 1.00 7200 e T 307-00
orF |w Yy v|Y UK 2 4/1.00 R S 407-0)
ATTENTION: UK 5TH UK 3 0.50|21.00] ~ 3M1.50 - 5/2.0¢ 071
COIN SLOT TIED TO 6TH UK 4 0.10 | 0.50 | 1.00 | 0.20 | 2£ 1/0.30]2/0.60|. - 3/0.90 41.00 070
CHANNEL ON ELEC. UK 5 A 141.00 3/2.00 ST e 4074
COINMECH UK ¢ Gain Onty 32,00 RO jags

= Faciory DefaJrJr [HIGHEIGHTED | = Not Shown on Coin Card

Standard Adjustment 18, Game Pricing, continued on the next page.
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SLOT

.
518 Euro 1-12 Summar
CPU/SOUNDPCB .- COUNTRY COIN MECHANISMS (SWITCHES)
DIP SWITCH SW1 - SETTING COINS THRU ...
SETTING “.. - .OPTION(S) LEFT _ CENTER: ©:RIGHF
8 1 2 3 46 6 7 8 UL
on [SIE|E[BIEIL]IG W Euro 1
off [ s|E|T|T]1iN]GIS Eure 2
Eurg 112 arg &l tinge for EUl’O 3 E
COMETES wsing the Eune. Euro 4 !
(HIGHUGHTZD 1|
= Faclory Default *M‘Eﬂiog 0.50 | 1.00 | 2.00
{ HIGHLIGHTED | Euro 8 i
= Not Shown on Coin Euro 9 !
Card Euro 10 !
Euro 1t
Eura 12

For a different Euro Pricing Schy
Euro 1-12 or CUSTOM* for new setting (refe

Pok._ Dafaut Highlighted

on |k AUSTRIA

orf| |wiw|w|v|vv|w Euro 8 0.50 1.00 2.00

Pos. - H Default Hi hligh‘ha:lﬂ__‘

ON| A& BELGIUM

e [v| [vivlv[v]¥]¥ Eurg 1 0.50 1.00 2.00

i1 2 3 456 7 B0 LN

oN k| [A FINLAND

or| [v] [v[¥[v[¥[¥] Euros 0.50 | 1.00 | 2.00

Pos. d 6 B i DeLzult |

oH Y || FRANCE

o vl | WIYI¥I¥]  Euro 10 0.50 | 1.00 | 2.00

Foa, : : 2]  Deteult Highightea

oMl | | & GERMANY 1

oFF Yiy\v viv| GERMANY? 0.50 | 1.00 | 2.00
L GERMANY 3

Pok._ ] D fault Highllghted

Alalald

o Tivlvlsl EeeCe || jo.so | 1.00 | 2.00

Pos, 9 : ;¥ Defaull Highlighted

on A ITALY 1 -

orr [w[w|w] [wl¥v[vl¥] maLY? 0.50 0.50

Pog, ;P Cefaudt Highlighled

o A _|NETHERLANDS

o lwlv] Wiwwvl¥l  Euro3 0.50 | 1.00 | 2.00

E Detaull Highlighted

| ON | & & PORTUGAL .50

orf| |wlwi¥| |v|¥]¥Y Euio 1 -

L2M 1 2 3 45 6 7 B RGN

ov | & A SPAIN

o [w| [wl¥| |¥l¥l¥]  Furos 0.50 | 1.00

= Factary Defaui!

For the associated Coinﬂge Card required if the Factory Default Seliing was changed, view on-line at:
http://www.sternpinball.com/coinagecards.shtml

You can download and
AS

TROBRIGHT:

rint the replacdment card, Adobe® Reader 5.0 or higher reguired
SOLAR YELLOW #65 FROM WAUSAU

— i Standard Adjusfmenfllﬁ. Game Pricing, continued.
’ E y & international (Eurc) Standard Pricing SQelect Table

. . PRICINGSCHEME .
Number of Plays (CredHts) for Prica Amorin? Stigwn *JUISEI]

BN Raguires SPI

- Sae."Appendix J" lor Coin Cards Exampies & info! LI
EUR # EUROPEAN UNION EURQS #[ €]
1050 | - IR 755540101
[1/0.50 [2/1.00]  3/150 YOI 7555401-02Y
1/0.50 3/41.00 IR 5ssdm-0sy
143,501 2/1.00 31 .80 6/2.00 755-5401-04-Y
11/0.50 [31.00{ - 4{1.50 7/2.00 755540105
2/0.50 PSRRI IR 7555 4(11.06-Y
171.08]2/200] 34300 5/4.00 755-5401-07.¥
1/1.60 312.00 R 755-5401-08-Y
1/1.00 241.50 3/2.00 735-5404-09-¥
1/1.00 3/2.00 FEX 755-5401-10-
111,00 X R 755540111y
1. 12, 6/3.00 9/4.00 755.5401.12.¥

me (other than Facitory Default listed below), scrofl through Standard Adjustment 18;
ence above Euro 1-12 Summary). Keep the Counlry Dip Switch Selling

g sarma as fistad balow.

EUR # EURQPEAN UNION EURCS #[ € 1
755-5401-08-Y
1/1.00 2M1.50 3/2.00 -
ST 755-64D1-01-Y
' . 5401 -08-
1/1.00 3/2.00 -
755-5401-10-¥
1/1.00 3/2.00 7/3.00
s |- R 755 5201-00-Y
10.50 | 211.00(- 3A.50 755-5901-02-Y
1/0.50 1 2/1.00 31.50 755-5401-03-¥
IR 7 55-5401-02-
1#0.50 - T _ SRR 755.5401-01-¥
1/1.00 X T DR 755-5401-08-Y
. ’ 4407-03-
1/0.50 31.00 |- .o _
Lo NN 755-5401-01-Y
1/0.50 Tl e
1.00 | 3200 | .

E]@HDGHTED = Not Shown on Coin Card

APE|

S’fnks on site). Use Yellow Card Stock:
PRODUCTS (Stock #22731)

#19 MATCH PERCENTAGE: Set between 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 Aw
Adjustment 20). Set to OFF, no Match Animation Feature is shown.

#20 MATCH AWARD: Set to CREDIT, TICKET* or TOKEN*, Factot?/
not shown if OFF is insialled in Match Percentage (Standar

ard (Standard

Default = CREDIT. This adjustment is
Adjusiment 19).

*Note: f TICKET vr TOKEN is selecled, the game will reduire an cptional Tickef or Token Dispenser and then 024 Option [Standard Adj. 55) must be changed accordingly.

#21 BALLS PER GAME: Set betw

Standard Adfustments 22-36 conti

30

een1-10. Factory Default = 3. Setthe number of balls per game.

nued on the next page.Standard Adjustments continued.
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#22 TILT WARNINGS: Set between 0 -3, Factory Default = 2. Sst the number of Plumb Bob Tilt Switch
closures before the ball in play is tilted. Each closure generates an audible alert and/or display alert.

#23 CREDIT LIMIT: Set between 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 ;'Jqlayer may receive a High Score Award (Standard
Adjustment 25) and enter their 3 Initials or 10-Letter Name (Standard Adjusfment 36). Setto NO to
disable this featurg. The following Standard Adjustments 25-37 are not shown if NO' is instalied.

#25 HIGH SCORE AWARD: Set to CREDIT, TICKET* or TOKEN*. Factory Default = CREDIT. Set the type of
award to be given to the player when the appropriate Grand Champion Score or High Score # - #4
threshold orlevel is acheived. If awarding a CREDIT, TICKET or TOKEN is prohibited in your area, instal
NOin Allow High $cores (Standard Adjustment 24). This adjustment is nof shown if NO is instafied in
Allow High Scores (Standard Adjustment 24),

*Note: If TICKET or TOKEN is selected, the game will require an oplional Tickef or Tokan Dispenser and then Q24 Optien (Standard Adj 55} must be changed accordingly.

#26 GRAND CHAMPION AWARDS: Set between 0~ 5. Factory Default = 1, Set the number of High Score
Award(s}) (Std. Adj. 25), awarded for exceeding the Grand Champion Score G{Siandard Adjustment 31).
This adjustment :'Es;aotshown if NQ is installed in Allow High Scores (Standard Adjustment 24).

#27 HIGH SCORE #1 AWARDS: Set between 0 -3, Factory Defauli = 1. Set the number of High Score
Award(s) (Std. Acy. 25), awarded for exceeding the High Score #1 (Standard Adjusiment 32).
This adjustment L::lngi shown if NO is installed in Alfow High Scores (Standard Adjustment 24).

428 HIGH SCORE #2 AWARDS: Set between 0~ 2. Factory Default = 0. Set the number of High Score
Award(s) (Std. AdJ. 25), awarded for exceeding the Righ Score #2 (Standard Adjusiment 33),
This adjustment is|not shown if NO is installed in Allow High Scores (Standard Adjusiment 24).

#29 HIGH SCORE #3 AWARDS: Set between 0- 1. Factory Default= 0. Set the number of High Score
Award(s) (Std. Ad]. 25), awarded for exceading the High Score #3 (Standard Adjusiment 34).
This aajustment is|not shown if NQ is installed in Allow High Scores (Standard Adjustment 24).

#30 HIGH SCORE #4 AWARDS: Set between 0 - 1. Factory Default = 0. Set the number of High Score
Award(s) (Std. Adj. 25), awarded for exceed i:&g the High Score #4 (Standard Adjusiment 35).
This adjustment is|nof shown if NG is instafled 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 éhampion Score level a player needs to exceed
to earn the High Score Award QStandardAd;usrmenr 25). Ascore higher than the default, cannet be
reset by Standard Adjustment 37, HSTD Reset Count. The Grand Champion Score will revert to the
Factory Default Score ONLY if a Reset Grand Champion is Hoerformed 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 Batlery 1$ expired or removed, This adjustment is not shown if NO is instalied in Allow High
Scores (Standard Adjustment 24).

#32 HIGH SCORE #1: Set between 1,000,000 - 1,000,000,000. Facto% Default = _ ,000,000. Set the desired
High Score #1 level a player needs to exceed fo earn the High Score Award JSfandard Adjustment 25%.
Ascore higher than the default, will be reset by Standard Adjustment 37, HSTD Reset Count. The H‘i‘%
Score will revert to|the Factogy Defauit Score ONLY if a Reset High Scores is performed in the RES
MENU (via the UTILITIES MENU) or if the game is without ;;ower for more than 12 hours after the
CPU/Sound PCB Coin Geill Battery is expired or removed. This adjustment is pot shown if NO is
installed in Allow High Scores (Standard Adjustment 24).

#33 HIGH SCORE #2. Set|between 1,000,000 — 1,000,000,000. Factory Default=__,000,080. Set the desired
High Score #2 level a player needs to exceed .. (continued in Standard Adjusiment 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 definition above).

#35 HIGH SCORE #4: Setbetween 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: Setto 3 INITIALS or 10 LETTER NAME. Factory Default = 3
INITIALS. When sptto 3 INITIALS, the player is allowed only 3 inttials to input, When set to 10
LETTER NAME, the player is allowed to enter 10 initials to iriput. This adjustment is not shown if NO js
installed in Alfow High Scores (Standard Adjusiment 24).
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Standard Adjustments 37-50 continued on the next page.
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#45

#46

#47

#48
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#50

Standard Adjustments continued.

HSTD (HIGH SCORE TO DATE) RESET COUNT: Set between 100 — 9900 or OFF {fnpremenfs of 100).
Factory Default = 2000. Set the number of games between "automatic resets" of High Scores back to
the Factory Defaults for ONLY Standard Adj). 32 - 35, High Score #1 — #4. The High Score will revert to
the Factory Defauit Scores when the number of ’%ames slated s reached. Reset High Scores can be
performed in the RESET MENU {}/fa the UTILITIES MENU) anytime or if the game is without power for
more than 12 hours after !f;e CPU/Sound PCB Coin Cell Battery is expired or removed. This adjustment
is not shown if NQ is instatled in Allow High Scores (Standard Adj. 24).

FRE}I:EIPLAY: Setto YES or ND. Factory Default = NO. When setto YES, no coins are required for Game
ay.
LANGUAGE: Set to ENGLISH, GERMAN, FRENCH, SPANISH or ITALIAN. Factory Default = ENGLISH.

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

PLAYER LANGUAGE SELECT: Setto YES orNO. Factory Default = YES. When set to YES, after the
player presses the Start Button (1o start a game with adequate credit ), the player has the option to
choose a language b}/ Bre sing either Flipper Button before game start {options of languages instalied
are shown on the Dot Dis ’{a y). Note: If setto NO or if only one langauge is installed and the sefting is

setfo YES, the game will start immediately after the Start Button press. Language(s) available are
dependent on game destination from the factory. Other languages may be available on-iine for
download and installed onlyour game. With the rc}z:rer dip swiich installed, the a’ar;ga tége option(s) can
be changed. For more information or help, calf Technical 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 Ulilities Section, Enter Custom Message.

FLASH LAMP POWER: Set to NORMAL, OFF or DIM. Factory Default = NORMAL. When set to DIM, the
Flash Lamps impulse Jaow ris reduced by 25% and when set to 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: Set to|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 decreasedpy 12.5% of the normai Eulse rate. This adjustment is provided to compen-
sate for Low Line or High Line voltage conditions where the solenoids (coils) appear to kicking foc weak
or foo hard. Adjust as required.

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

GAME RESTART: Set to YES lor NO. Factory Default= YES. When set to YES, a new game may be
started during any ball after the first ball is completed d(.ff credits alfow). Pressin%the tart Button during
the first ball will add additiopal players (up to 4, if credits altow). When set to NO, the game disables the
Start Button after the first ball until the final ball is in play.

BILL VALIDATOR: Set to YES or NO. Factory Default = NO. When set to YES, in Game Attract Mode an
‘Insert Bill Animation” is shown in the display (or just the absense of the Coin Animation). When set to
NO. an “Insert Cein Animation” is shown. (This adjustment will appear when implemented).

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

BALL SAVE TIME: Set between 0:01 - 0:15, AUTO or NO BALL SAVES. Factory Default = 0:05. When
setto NO BALL SAVES this feature is unavailable, Set between 0:01 through 0:15 (single increments)

for the ball to be sent back jnto play If the time set is not met (per baif). Set to AUTO to automatically
adjust the Ball Save Timer based on the average ball time.

TIMED PLUNGER: Set to OFF or0:01 - 1:00. Factory Default = OFF. The plunger will “Autoplunge’ the
ball (at the time setj when the ball is at the beginning of play, waiting for the player.

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

|
Standard Adjustments 51-63 conﬂr}ued on the next page.
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@‘J Standard Adjuslfmenfs continued.
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#51 COINDOOR BALL SAVER: Setto YES orNO. Factory Default = NO. When set to NO, this feature is not
available. When get to YES, this feature allows the Coin Door to be opened during game praP/; the ball
will drain but the game will be placed "on hold", When the Coin 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 requiarty at exact times of the day where players can be on the game.

#52 COMPETITION MODE: Setto YES orNQ. Factory Default = NO. When set to NO, this feature is not
available. Set to YES, this feature will equalize random game features and global score values durin
multi-player games bg _lpredetermmed competition rules set by programmmt?_. If an Install Competition
was made via the INSTALLS MENU (which automatically changes this setling to YES), and this setting
was changed back to NO, the Competition Mode will be tuned OFF (cancelled).

#53 CONSOLATION BALL: Setto YES or NO. Factory Default = YES. When set to YES, the EXTRA BALL
(lamp insert, location varies) will be Iit on the last ball in play, if certain programming criteria is met.

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

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

#56 TICKET DISPENSER; Set to YES or NO. Factory Default = NO. This adjustment is re%ufred on}{y for
%ames which have an optional Deftronics (DL-1275-2 PCB Style, SPI Part Nr. 515-7275-00) Ticket
ispenser installed, Unique GPU Sound Bd. Dip Switch Setting required, changes the Default to YES.

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

ame-over Aftract Mods, press the Left Flipper Button and hold it in for approximately oné second.
he followin me%a e will ﬁpé)ear on the display for aiz]rommately 10 seconds: 'COMPETITION MODE

READY ... PRESS START NOW'. If a game is started (either by pressing the 'START bution for a
regular game, or by pressing the "TOURNAMENT START' bution for a tournament game) while this
message appears on the display, then competition made will be enabled for all players during the game.
General rules are ¢overed in the Instruction Card. Other Hinis and/or Rufes can be made known on this
game either visually (the Dot Display or Flashing Light inserts) or can be audible.

#58 TEAM SCORES: Setto 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 weff as the combined score for BOTH TEAMS fo
enable Team Play (Doubles). {This adjustment will appear when implemented).

#59 LOCATION ID: Set between 010 9999. Factory Default = 0. This adjustment allows the operator to assign
a location identification number to the audit print-out sheet. (Wil not be affected by a actory Reset.)

#60 GAME ID: Set between 0 to 9999. Factor%/ Default = 0. This ad}ustment allows the oEerator to assign a
game identification number to the audit print-out sheet. (Will not be affected by a Factory Reset,

#61 TIME FORMAT: Set tg 12-HOUR or24-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.

#62 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 ¢oin (30 = approxiamately 1/2 second).

#63 LOST BALL RECOVERY: Setto YES orNO, Factory Default =NO. Setto YES, at the start of the 5th
consecutive ball search {with no scoring between searches), the game will consider anly 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. Setto NO (1o suppress ihis adjustment behavior} for the game to perform the "ball search”
indefinitely until the lost balls are found or replaced.
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STANDARD ADJUSTMENTS [ #1-#63 1Y

ANDARD N STANDARD liSA YOUR
AD | DEFA . ADJUSTMENT NAME DEFAULT SETTING
1 REPLAYTYPE AUTO 32 HIGH SCORE #1 ... 000,000
2| T REPLAY PERCENTAGE 10% 13 HIGHSCORE#2 | _ 000,000
3 ¥ REPLAY AWARD CREDIT 34 HIGH SCORE #3 __,000,000
4 { REPLAY LEVELS 1 35 HIGH SCORE #4 _,000,000
5 ¥ AUTQ REPLAY START __,000,000 36 HSTD INITIALS JINITIALS
8] ¥ DYNAMIC REPLAY START | _ 000,000 37 HSTD RESET COUNT 2000
7 } REPLAY LEVEL #1 _..000,000 38 FREE PLAY NOC
8 f REPLAY LEVEL #2 . 000,000 39 LANGUAGE ENGLISH ]
9 1 REPLAY LEVEL #3 ...000,000 40| PLAYER LANGUAGE SELECT YES
10 { REPLAY LEVEL #4 __,000,000 41 CUSTOM MESSAGE ON
11 £ REPLAY BOOST YES 42 FLASH LAMP POWER NORMAL
12 SPECIAL LIMIT 1 _ 4 COIL PULSE POWER NORMAL
13| I SPECIAL PERCENTAGE 10% 4 KNOCKER VOLUME NORMAL
1 SPECIAL AWARD CREDIT LH] GAME RESTART YES
i3 FREE GAME LIMIT 5 a5 BILL VALIDATOR NO
16 EXTRA BALL LIMIT 5 A7, MUSIC VOLUME 1
17| % EXTRA BALL PERCENTAGE 25% 48 BALL SAVE TIME .05
18 GAME PRICING USA 10 49 TIMED PLUNGER QFF
19 MATCH PERCENTAGE 9% 5¢) FLIPPER BALL LAUNCH QOFF
20 MATCH AWARD CREDIT 51| COINDOQOR BALL SAVER NO
2 BALLS PER GAME 3 52 COMPETITION MODE NO
22 TILT WARNINGS 2 53 CONSOLATION BALL YES
a3 CREDIT LIMIT 30 54 FAST BOOT YES
| 24 ALLOW HIGH SCORES YES 55 Q24 QOPTION COIN METER
25 HIGH SCORE AWARD CREDIT 56 TICKET DISPENSER NO
26| GRAND CHAMPION AWARDS 1 57 PLAYER COMPETITION YES
27| HIGH SCORE #1 AWARDS 1 58 TEAM SCORES NO
28| HIGH SCORE #2 AWARDS 1] 59 LOCATION ID 0
23| HIGH SCORE #3 AWARDS 1] &0 GAME ID 0
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 RECOVERY YES
Factory Defaults Seltings are subject to change during production (aspecially Standard Adjustments 2, 4, 5. 13, 16-17, 10, 31-35 & 47).
1 Not ali Standard Adjustments are shown. Dapending on the setting (whether Factory Dafault or if changed by the operator), associated
adjustiments do not appear, if nof requirad. Nofe: if Game Dip Switch other than USA is instaliad, different Dafaults will appoar.

HETINITITATTTIINTTTITITANAAZRATISIITANIIIIIZILLIILY

Feature Adjustiments [ #1 —~ #+ ] -

To initiate, from the ADJUSTMENTS MENU, select the "GAME" jcon. The Dot Matrix Display will indicate

GHHE: the adjustment number (in this group), adjust. name, adjust. sefting and comment line. The current

g
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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, an]\échanges you make to your adjustments will
revert back to the Factory Default seﬂinﬂs if Lou periorm a Factory Reset or update your Game Code.
See Uiilities Section (GO TO RESETS MENU and GO TO USB MENU),

View the Coils Detailed ChartMenu to see if this game is Shaker Motor Enabled. /f it is, set the options
in the Feature Adjusiment 4s seen below. (typically the last one).

SHAKER MOTOR (OPTIONAL) : Set to NONE, MINIMAL USE, MODERATE USE or MAXIMAL USE.
Factory Default = MODERATE USE. Sef to any of the varying “.. USES" if an QOptional Shaker Motor Kit
(SPI Fart Number 502-5027-00) was instafled correctly in this pinball machine. See the assembly (kit)
on the last ﬁage of Blue Pages (Major Assemblies). Also see Shaker Motor Coil {Q8) in the Coils
Detailed Chart Table at the begining of this Service Game Manual or the beginning of the Yellow Pages.




Service Menu

1N}

gasily customize your game

time is needed to be accural
a complete Factory Reset aF

Go To Installs Menu

TO UTILITIES MEHU

1o initiate, from the MAIN MENU, select the "UTIL" con. The UTILITIES MENU provides ways to quickly and

ith Installs (pre-sets for game Standard & Feature Adjustments), set-up a Custom
Message (shori-cut to Standard Adjustment 41, Custom Message), set-up Custom Pricing (short-cut to

Standard Adjustment 18, 1o the Custom Pricing Sub-Menu), set-up the Date and Time (required if the date and
for data dumps and for fournaments), reset certain particular game data or perform

d to downiocad game data, update or backup game code in the USB MENU.

All UTILITIES, 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 on Game Type, Version,
selections made, Dip Switch|settings, location and/or areas, some Icons may appear non-functional or may not
appear at all. Installs (Adjustments), Icons and/or functions, order and operation are subject to change.
If in doubt use the Factory|Default Settings (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 { </ -] MOVE BACK/LEFT /[ +/ > ] MOVE FORWARD / RIGHT to view the next
audit in the group, and the BLACK Button to { SELECT ] the sub-menus.

FITTIITIIFIIEITIITRIIFITININIIAITIIIRNIAISININILIIINS
B 1Go To Installs Menu

IHST

To initiate, from the UTILITIES MENU, select the "INST" /con. The INSTALLS MENU provides 13
Installs to vary Game Play Difficulty (sef with Feature Adjusiments} or Game Play Type and Insiall
Factory (restores alf adjustments o Factory Defaults).

For detailed customization or to 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, Chapler 4, GO TO
r completing ons or more of the Installs in this chapter, go back to the

e which Standard and/or Feature Adjustments have changed (Feature
Adjustments and/or setlings 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 sefting is a Factory Default or not. If the

ADJUSTMENTS MENU. Aft
ADJUSTMENTS MENU to s

settings are not to your fiking

perform one of the following:

1.:  Manually change the $tandard & Feature Adjustments Settings (perform this task in the ADJUSTMENTS
MENU, see the Adjusttments Section).

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

Factory Defauit Settings.

Multiple Installs 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 will remain as set.

For example, if you want a 5-BALL Game set to EXTRA EASY: Select and activate the "5BAL" icon first (which
will typically change any Feature Difficulty Adjustments to HARD), then select & activate the "X EZ" icon 1o
change back the Difficulty Adjustments to EXTRA EASY. However, if the “X.EZ" icon was selected & activated
first, then the "SBAL" Icon was selected & activated, the game will be set to a 5-BALL Game sef o HARD.

Remember, use the GREEN Button to go [ BACK ], exit or escape and the BLACK Button to [ SELECT ]to

INSTALL your new setting(s).

1 Install Extra Ea

8y

{ To initiate, trom the INSTALLS MENU, select the “X.EZ” icon. The Dot Matrix Display will indicate the
INSTALL EXTRA EASY. Follow the on-screen prompts to perform the Install. Set the Game Play
Difficuity level.

Instalis Menu continued on the next page.
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Installs Menu continued from previous page.

ll';_-'.'-ﬁ Install Easy
==l To initiate, from the INSTAL

E@%Y INSTALL EASY. Follow the

..... rereenet JEVE.

“a w1 Install Medium (Nor
L1 To initiate, from the INSTAL
FALC INSTALL MEDIUM. Follow
e |SVE,

| :--'“'i Install Hard

Ao—=tt To initiate, from the INSTAL
HARD INSTALL HARD. Follow the
Aotk 3 (7218

=

HHD

Install Extra Hard

To initiate, from the INSTAL
INSTALL EXTRA HARD. F
Difficulty level.

% Install 3-Ball

| Lo initiate, flrom ﬂ|1|

' atrix Display wi
JERL EH 1 on-screen prompt
(Factory Default is 3 Balls per game,

| Install Competition

To initiate, from the INSTAL
INSTALL COMPETITION. §
Set the Game Play Type to

Install Director's Cu

1 To initiate, from the INSTALL
1T INSTALL DIRECTOR’S CU]
-4 Set the Game Play Type to

Install Home Play

Set the Game Play Type to

Install Novelty

A sxEdEEER This setting is re
Set the

Install Add-A-Ball

£21 To initiate, from the INSTALL

~: INSTALL ADD-A-BALL. Fo

:InsiaH Factory

returned to the Factory Defaults (as

perform a complete Factory Reset, (
the "RESET" Icon, then select the "FA

Factory Settings).

fl

To initiate, from the INSTALL
INSTALL HOME PLAY. Follow the on-screen prompts to perform the Install.

1 To initiate, from the INSTALL
¢ INSTALL NOVELTY. Follow

Game Play Type to “Restricte

el FHEFREREEE Thig getting is re
Set the Game Play Type to 'Restricte

To initiate, from the INSTALL
2 INSTALL FACTORY. Follow
and Feature Adjusiments v

LS MENU, select the "EASY" lcon. The Dot Matrix Display will indicate the

an-screen prompts to perform the Install. Set the Game Play Difficulty

mal or Factory Settings)

LS MENU, select the "FACT" fcon. The Dot Matrix Display will indicate the
the on-screen prompts to perform the Install. Set the Game Play Difficulty

LS MENU, select the "HARD" /con. The Dot Matrix Display will indicate the
> on-screen prompts to perform the Install. Set the Game Play Difficulty

LS MENU, select the "X.HD" /con. The Dot Matrix Display will indicate the
cllow the on-screen prompts to perform the Install. Set the Game Play

or 5-Ball

2 INSTALLS MENU, select either the "3BAL" or "SBAL" icons. The Dot
indicate the INSTALL 3-BALL or 5-BALL depending on choice. Follow the
5 10 perform the Install. Set the Game Play Type to 3 Balls per game

not including extra bails earned by the player, if any).

LS MENU, select the “COMP” fcon. The Dot Matrix Display will indicate the
rollow the on-screen prompts to perform the Install,
‘Tournament” Rules. Programming varies and is subject to change.

t

LS MENU, select the "DCUT" /con. The Dot Matrix Display will indicate the
I. Follow the on-screen prompts to perform the Install.
programmer’s choice.  Programming varies and is subject to change,

.S MENU, select the "HOME" icon. The Dot Matrix Display will indicate the

Home" Rules. Programming varies and is subject to change.

1S MENU, select the "NOV" icon. The Dot Matrix Display will indicate the
the on-screen prompts to perform the Install.

commended where local laws restrict certain game features, ko
d" Rules. Frogramming varies and is subject to change.

1S MENU, select the "A.A.B." icon. The Dot Matrix Display will indicate the
low the on-screen prompts to perform the Install.

cormmended where local laws restrict certain game features. sssss oo
d" Rules. Programming varies and is subject to change.

S MENU, select the "FACT" Icon. The Dot Matrix Display will indicate the
the on-screen prompts to perform the Install. & CAUTION! All Standard
hich were changed in the INSTALLS MENU or ADJUSTMENTS MENU are
indicated in the Dot Display in the ADJUSTMENTS MENU), Note: To

¥O TO THE RESETS MENU. Escape back to the UTILITIES MENU., select
CT" lcon in the RESETS MENU (review the end of this section, Resef




FITRATIAFIGTRTIR I TETAERTAINITIOIIAIIIR AN AIIasngs
HECH Enter Custom Message

CIIET: To initiate, from the UTILITIES MENU, select the “ABCD CUST MSG" icon. The SET CUSTOM
'|-.-|5 { MESSAGE (a short-cut for Standard Adjustment 41, Custom Message} provides an opportunity to have
amened @ T€XE 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 [ +/ =] MQVE RIGHT / CHOOSE PREVIOUS, and the BLACK Button to [ SELECT ] as ‘OK".

FITRIRFGTRANIIIIATISITIINI AT ITIIEGAN SR ILRIIERAR SRS
=, 18et Custom Pricing

i To initiate, from the UTILITIES MENU, select the “PRIC” icon. The CUSTOM PRICING MENU (a
FRIC | short-cut for Standgrd Adjustment 18, Game Pricing, and setting selected is CUSTOM) provides an
wammssendt OPPOTtUNitY 10 set Custom Pricing.

Note! MONETARY AMéUNTMQﬁT BE SELECTED FIRST! Press | 25K jto — DECREASE or[ SELECT J to
+ INCREASE the [ < $ > ] monetary amount (e.g. look at the right side of the display from $0.25 to $0.50 ).

Press { </ -] to - DECREABE or{ + /> Jto + INCREASE the credit quantity {e.g. fook at the left side of the
display from 0 CREDITS AT} to 1 CREDIT AT:).

REMINDER
IF EXAMPLE CUSTOM PRICING SETTING DESIRED IS : In thess mens:
1 Play for $0.50, 3 Plays for $1.00 and 7 Plays for $2.00 Press [ A6  to - DECREASE [ <$
THEN YOU WILL NEED TO PERFORM THE FOLLOWING : Press [ SELECT Jto + INCREASE [ $ > ]

Step1  The starting displ
ior Custom Pricing was installed.

CREDITS AT: _ i Juficy

ay appears as below if no Step2 Press [ SELECT 1o + INCREASE to $0.50.
Press [ +/>]to + INCREASE to 1 CREDIT AT:

e A—
CREDIT AT:

| USE -+ T CHAHGE

®
2
Py
==
=

i
Step3 Press [ SELECT Jito + INCREASE t0 $1.00. Step 4  Press [ SELECT ] to + INCREASE to $2.00.
Press{+/>]10 +|INCREASE to 2 CREDITS AT: Press [ +/>]to + INCREASE to 4 CREDITS AT:

__CUSTOM | Cus
CREDITS AT: __$io0 CREDITS AT:

1/0.50 3/1.00 7/3.00

|
EQITS |

___________ E -+ T0O CHANGE CFE
Step5 Press [ SELECT ]to + INCREASE the Step6 Press [ SELECT ] to INSTALL.
amount once (example = $2.25), ;

Press[</—1/[+/>] or] BACH | to edit.
1 e
INSTALL ..

i1/0.50 3/1.00 7./2.00
< LECT' TO I

O e —
CREDITS AT: $z.
1/0.50 3/1.00 7/2.00
' JIHSTALL.

ress{ «</-]once orpress|+/>] eleven
times untif INSTALL appears.

Step7 Press [ SELECT],

it the SERVICE MENU with your Custom Pricing installed.

CUSTOM PRICING
; IHSTALLED
| g - S 'SELECT' TO COHTIMUE

To correct or make new changes, reenter, which brings you to Step 6. Press | BAGK ] repeatedly uniil the
monetary amount shown is the desired amount and then continue following the above steps with your new or
corrected sellings. If you are|still having difficulty or if you have any questions, please call Technical Support
800-542-5377 or 708-345-7700, option 1.
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: Set Date / Tim

To initiate, from the UTILITIES MENU, select the "TIME" icon. 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
smnsnmest Dates. If the setting of Standard Adjustment 61, Time Format, is set to 12-HOUR (Factory Defauli) 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-hout format.

HITTATTIN IR FIINIT G ITTRTITTLIATRNLEIRIRILTRIIRLIILIS
29160 To Resets Menu

; " I To initiate, from the UTILITIES MENU, select the "RESET" lcon. The RESETS MENU provides six (8)
RESET; functions to reset only the Goin Audits, reset only the Game Audits, reset only the Grand Champion
~ioisd Score, reset only the High core(s). reset onfy the paid Credits (includes Service Credits} orto reset
ALL DATA back to the Factory Default Seltings.

Reset Coin Audife

L To initiate, from the RESET MENU, select the "COIN" fcon. £ ONLY the Coin Audits
CalH [ Earnings Audits 5-12 ], wil] be reset to zero (0), Factory Default Settings. Follow the on-screen prompts
et 10 pEFIOrM the Reset.

Reset Game Audits

To initiate, from the RESET MENU, select the "AUD" /con. #k ONLY the Game Audits
[ Earnings Audits 1—4, Standard Audits 1-59 and Feature Audits 1-XX* ], will be reset to zero (0),
Factory Default Settings. Fallow the on-screen prompts to perform the Reset. *varies per game title.

] Reset Grand Champ'on (Score)

To initiate, from the RESET MENU, select the "GC" jcon £ 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

4 ¢ To initiate, from the RESET MENU, select the "HSTD" /con. 4, ONLY the High Score(s) [adjustable via
1l Standard Adjustments 32--35 |, will be reset to Factory Default Setiing(s). Follow the on-screen prompts

--urt 10 pertorm the Reset. Note: High Scores (but not Grand Champion Score) are reset automatically every

2,000 games (Factory Defauit Setting) [adjustable via Standard Adjustment 37, HSTD Reset Count ],

Reset Credits

NG To initiate, from the RESET MENLU, select the "CRED" fcon. g4 ONLY the Credits (includes Service
LRE Credits) [ adjustable via Standard Adjustment 23, Credit Limit ], will be reset to zero (0}, Factory Default
-3 Settings. Follow the on-screen prompts to perform the Reset.

""":'f Reset Factory Settings

To initiate, from the RESET MENU, select the "FACT" lcon. 4 AlL GAME DATA IS RESET! {with the
ALT axcaption of Earnings Audit 13, Software Meter). NOTE: IF YOU HAD SEY-UP CUSTOM PRICING OR

- HAD CHANGED ANY ADJUSTMENTS OR PERFORMED INSTALLS, IT IS SUGGESTED TO WRITE
DOWN YOUR CHANGES PRIOR T%THE FACTORY RESET. Follow the on-screen prompts to perform the Reset.

N
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i 1Go To USB Menu

To initiate, from the UTILITIES MENU, select the "USB" icon. 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 |

I B
To initiate, from the USB MENU, select the =
FIT "UPDT" fcon. Follow the on-screen prompts or DUH
i [EVIEW the inside cover for more information. ; ;

" Dump Audits to USB

To initiate, from the USB MENLU, select the
"DUMP” fcon. Follow the on-screen prompts
to periorm a Data Dump (download).

o Note: If lcon is not present, access via the
- Backup to USB Memjo ry Stick Audits Menu, see the Audits Section,

D.:'l To initiate, from the USB MENU, select the "BKUP” icon. Follow the on-screen prompts to perform a
EFL Backup (game code only). This backup feature does not retain adjustments and/or settings changes
made.




Service Menu

To initiate, from the MAIN ME
and easily start and stop a to

Go To Tournament Menu

NU, select the "TOUR" fcon. The TOURNAMENT MENU provides ways to quickly
urnament. Also, tournament data can be viewed (audifs, prize info, eic.).

All TOURNAMENT MENU /¢ons 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 [fcons may appear non-functional or may not appear at all. lcons and/or functions,
order and operation are supject to change.

In displays where changes ca

escape, the RED Buttons to

n be made orto perform a function, use the GREEN Button to go [ BACK ], exit or
{ </~ ]HIGHLIGHT PREVIOUS or DECREASE /[ + /> ] HIGHLIGHT NEXT or

INCREASE to highlight the desired option, and the BLACK Button to [ SELECT ] it or activate.

FrrrIrrrIIIisi

{ To initiate, from the
allows the operator
first time Tournamer
After completion of all option
MENT MENU is exited and r

QUICK START ;
Increase or decrease the:
+ INCREMENT THE PRIZE

CUSTOM QTART :
« Confirm the current date ar

display as well). Enter th

Start Tournament
TOURNAMENT MENU, select the "STRT" icon. The START TOURNAMENT MENU
lo start a tournament. Select QUICK START or CUSTOM Tournament Start. For the

5 in QUICK START or CUSTOM, the Tournament is started, the START TOURNA-
sturns to the TOURNAMENT MENU.

PAYS, HOURS and MINUTES « PRIZE POOL $ (DOLLAR) and ¢ (CENT) AMOUNT
POOL PER PLAY INCREASES $ and

LTI I T 77777777777

t Set-Up, it is recommended to select CUSTOM. Follow the on-screen prompts.

Tourhament

¢

AMOQUNT

dtime (if it was not set previous via the UTILITIES MENU it can be sel-up in this
¢ MONTH, DAY, YEAR and TIME

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

+ Choose the Tournament En

¢ Choose the CREDITS per
per game. Nole: The cy

Increase or decrease the:
+ INCREMENT THE PRIZE |
« MAXIMUM (CAP) PRIZE P

» Increase or decrease the n
Positions to be awarded du

Settc 01 1 winner

HIGH| SCORE:
100% (1} Prize Pool
Settod2 2winners 65% {1) 85% (2)

50%
50%
50%

Setto 03 3 Winners
Setto 04 4 winners
Setto 05 5 winners

(1)
(1)
(1)

d Date: MONTH, DAY, YEAR and TIME

lay desired (01-10). Set the maximum number of Credits that may be accumulated

rrent pricing s displayed; to change pricing GO TO THE ADJUSTMENTS MENU.

PRIZE POOL $ (DOLLARY) and ¢ (CENT) AMOUNT
POOL PER PLAY INCREASES $ and ¢ AMOUNT

OOL $ and ¢ AMOUNT.

Lmber of PRIZES (01-05 HIGH SCORE; 02-05 B’N’W). Set the maximum # of Prize

ring a Tournament. Selections are as follows (% distribution cannot be changed):

BUMP N'WiN :
Cannot sei to 01. Minimum of 2 winners required.
Setto 02 2 winners 65% (1) 35% (2)

0% (2) 20% (3) Setto 03 3 winners
5% (2) 15% (3) 10% (4) Setto 04 4 winners
0% (2) 15% (3) 10% (4) 5% (S4Setto 05 5 Winners

50% (1) 25% (2) 25% (3)
40% (1) 20% (2) 20% (3) 20% (4)
40% (1) 15% (2} 15% (3} 15% (4} 15% (5)

* Seloct the AWARD TYPE (CASH, POINTS, PRIZE, TICKETS or NONE). Select CASH for the displays to
represent the Prize Pool amount (based on Jackpol Base and Max.) in $Dolfars. Select POINTS for the display
to represent the Prize Pool amount in Foints. 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 hext page.
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CUSTOM START Coniinueq.

The folfowing option is available only if CASH was selected as the AWARD TYPE.
« Select the option to SHOW PLAYER CASH (YES orNO). Select YES for the display to represent the
>>> previous <<< Tournament Y\linners & Cash amount (or Points, Prizes, etc.} will show in the Aftract Mode.

» Select the kind of TOURNAMENT besired (BUMP "N’ WIN or HIGH SCORE).

The following options are ava."J ble only if BUMP ‘N’ WIN was selected 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 orconfirm the RANGE AMOQUNT (00 or 1,000,000 - 4,294,967,295 increments of 1,000,000}

« Sclect the BALLS per game (1 — 10).

HEIGETEIRTIRIIITIINNAITIGINVIRTRIIISFIIRIZRIGIIRILILS
I STOP TOURNAMENT

: | | To initiate, from the TOURNAMENT MENU, select the "STOP" Jcon. The STOP TOURNAMENT MENU
STO F'g allows the operator to stop a tournament. Noie: This lcon only appears if a Tournament was set-up and
b is running (in place of the Start lcon).

AR T

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 MENU.

FTIIITITITIIIITIISITINITIIIITIITIIRIIIRTRRIRRNIRZIIYN

=] VIEW TOURNAMENT DATA
B To initiate, from the TOURNAMENT MENU, select the "DATA" icon. I no data is available, the display will
AT Y indicate NO PREVIOUS Dﬂ\| A. Press the GiREEN Hulion 1o escape [ BACK ] to the TOURNAMENT
et MENU.

AGTTITIIINTTRATNIIRTETRIDTRIIIINUISTIIIRILIINLIIZILILY
LI TOURNAMENT AUDITS [ #1 - #14 ]

To initiate, from the TOURNAMENT MENU, select the "AUD" /con. The Dot Matrix Display will indicate
the audit number (in this graup), 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.

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

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

03 TOTAL QUALIFYING PLAYS : [Total number of times a player qualified (invited to enter name).

04 TOTAL GAME EARNINGS : Total Gross Earnings accepted, while a Tournament is active (in progress).

05 TOTAL TOUR. EARNINGS : Eamings (Audit 04 less Reg. Game Farnings) while a Tournament is in progress.
06 . PRIZE POOL TOTAL : Total Prize Pool (Jackpot} Amount to be paid out while & Tournament is in progress.

07 NET EARNINGS : Provides the tafal Net Earnings (Gross Earnings less Prize Pool) while a Tournament is aclive.

08 ACCUM. TOTAL PLAYS : Accymutative total amount of Reguiar & Tournament Games played since the first
Tournament was played.

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

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

11 ACCUM. EARNINGS : Total Gross Eamings accepied, since the first Tournament was played.

12 ACCUM. TOUR EARNINGS : Accumulative total Tournament Game Eamings since the first Tournament was played.
13 ACCUM. JACKPOT : Accumulative total of Prize Pool Amounts paid out since the first Tournament was played.

14 # TOURNAMENTS : Nurnber of Tourhaments (not individual Games}) since the first Tournament was played.

FILIIFEITIRIIIIRIIITIIALLTGRANSIIIATIIINANAATISIIS
:y:/SIGN MESSAGES A-B

. H-E | Toinitiate, from the TOURNAMENT MENU, select the "A-B TEXT" lcon. At time of print, menu
TEX non-functional. If made available in future code updates, this menu will aflow the operator to display
~—mnd "LOCation” and "Prize” Messages. Follow the on-screen prompts to complete [ END 1
Remember, use the GREEN Buttonllo g

/

CHOOSE NEXT [+ /> ] MOVE RIGHT

o

o [ BACK ], exit or escape, the RED Buttons to [ < /-] MOVE LEFT /
CHOOSE PREVIQUS, and the BLACK Button to [ SELECT ] as "OK".



Exit Service Menu

In the MAIN MENU and in all SUB-MENUS (where the ‘QUIT" icon is present), if the "QUIT" fcon s
selected and activgied, or the Green | 2ACE | Button is selected repeatedly (depending on which

sub-menu you're in...), the SERVICE MENU Session wiil be exited and returned to the Aftract Mode.

l, i

R e e

SERV/ICE MEHL

] =

e

c

Turning the game on/off will start the Power-Up Routine, Upon Power-Up, the DISPLAY wili indicale the -

COUNTRY, FILE YERSION and LANGUAGE(S) instalied. LANGUAGE/COUNTRY: change via Dip Switch. E

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

Problem / Solution Table g

PROBLEM SOLUTION B

Will not enter the SERVICE = Chack the Service Switches [ GREEH, RED (x2) & BLACK Buttons | for loose connections or bad ground, | >
MENU after depressing the » Check the associaled wiring harness tosffrom the CPU/Sound Board, Connector J13. '

Black [ SELECT ] Button. » Check CPU/Sound Board for possible failure,
All Service Bultong [ =« «
Buttons ] appear nonfunctional,

ag%g:ﬁﬂ (;'t'gg: 't?' ;hSEEAF{',;]agE + Gheck to make sure the Gams is not in "Free Play." If ihe game is set lo Free Play, adding Service

: Credits is not required,
8':5??3 MENU 1o add Service | | cloqthe Service Switches wiring harness for poor or no connection and/or broken wires.

| + Check the Service Switches wiring harness for poor or o connection and/or broken wires.

» Check the Dot Matrix Display for loose wiring harness for poor or no connection and/or broken wires.
Check F1 (3/4A Fuse) on the Display Power Supply Board. Rafer to the Yeflow Fages (SCHEMATICS &
TROUBLESHOOTING).

-

‘The Display "blanks out.”

lcons “scrofi” along continuously Ch K swil i 7t ttons.
in the MAIN MENU. + Check for a stuck swilch on either of the Red Buttons

;2?13322% eiq%fggtﬁgﬂégg?n » This is normal. These switches are deactivated, as they are a part of the Switch Tost,
the SWITCH TEST MENU Refar io the Diagnostics Section (GO TO DIAGNOSTICS MENU, Switch Tes!).

Can't move selection of fcon with { « Check the Fllpper Buttons for lonse connections or bad Ground and refer to Section 5, Chapter 2,
the Left andfor Right Flipper Playfield Wiring, #-Flipper Circuit Wiring Diagram,

Buttons. = This is nermal only in Diagnestic’s Switch & Active Switch Tests (sea previous Problam).

+ 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" lcon, which will explain the usage oficons,
When completed, a software update will correct the problem, Software updales are announced via
Service Bulletins (if eritical) and on our website http/iwww.sternpinball.convGAME-code.shtml; view
the Game Cods Library Message Board Marquee or click Pravious Messages for past announcements,

Some leons appear non-func-
ticnat in the MENU or missing.

In COIL TEST MENU, the caiis
gpgsgﬁzhiﬁre"gﬁa‘éﬁ ?g‘é{ggf}e}f » Ensure the POWER INTERLOCK SWITCH is pulied out (see the start of this Chapter).
Bultton,

In the SERVICE MENU, the
volume cannot be adjusted with [ » The Volume adjustment can only be made when in the Attract Mode (see tha starf of this Chapler),
either of the Red Buttons.

In the SERVICE MENU, the
display seems to lock up, or the + If you cannat clear the sltuation by exiting back ane Menu, exit completsly out of the SERVICE MEND,
Help'DispIay eluppears o be and re-enter. I the problem persists, call Technical Support for additional help,

non-functional.

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

4



Wiring The Yellow Pages

Backbox Wiring
» Coils Detailed Chart Table,
» Backbox /O Power Driver LBoard Detailed Wiring Diagram
b Backbox Board Laycut Wiring Diagram
> 128 X 32 Dot Matrix Display FCB (USA)....
> 128 X 32 Dot Matrix CES-LED / EURO ONLY RoHS /...

Playfield Wiring
» General Jllumination Circujt Detailed Wiring Diagram
> Playfield Switch Wiring Diagram
» Playfield Lamp Wiring Dia%ram
» Playfield Terminal Strips, Fuses & Misc. Wiring Descriptions & Locations
» #-Flipper Circuit Wiring Dihgram

Cabinet and Coin Door Wiring

» Transtormer 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)

weren 520-6052-00
..520-5052-05

Wiring



i COILS DETAILED CHART TABLE

N ] N Po o . = Cr ive o
P a1 .
- Ouip

#1 | TROUGH UP-KICKER o1 YEL-VIO | J10-P9/10|50voc| BAN-BLK | J8-P1 |0so-sosasly
#2 [AUTO LAUNCH ! Q2 YELVIO | J10-P8/0]sovbc| BRN-RED | 48-P3 |oonsosont?
#3 {CENTER LOCKUP (UP @3| ® [ YELVIO [410+910]50vo0| BRN-ORG | 98-Pa |2ty
#4 |CENTER LOCK UP (LATCH) aa| 10 | yELvio [vio-rerofsovoc] mwveL | ssps 250500
#5 |MAGNET (LEFT) | a5 | Priver | vIOVEL | J10.P8 {sovoc| BRN-GRN | J8-P6 |scsoiood |-
#6 |LEFT CONTROL GATE @] ¥ | YELVIO |)10Porto|sovne| BRN-BLU | sa-p7 |smseecal
#7 |MAGNET (RIGHT) | ar VIO-YEL | $10-P8 [sovoc| BRN-VIO | Js-Ps |mosoreod
SHAKER MOTOR (CPTIONAL) ce RED-WHT | J7-P7 j1evac| BRN-GRY | Ja-pg [S026027.00

Wrive  Driver Puwar Ling Power Line Power  Qrive Transistor DY Canlol  Coil GA-Turn
ansistor Cutput PLE Color Conncgbiga  Yeltage Conteod Ling Golar Line Comnegt  or Gulk Type
G- 1200

High Current Coils Group 2 I

=

#9 |LEFT POP BUMPER | YELVIO | J10-PS/101s0vDC] BLIMBRN | J8-P1 |090-504anb
#10| RIGHT POP BUMPER | Qi YEL-VIC | J10P9M0{s0voe| BIU-RED | J8-P2 |0so-sossnd’
AT 7|
#11|BOTTOM POP BUMPER 011 A YEL-VIO | s10-PW10|s0vDe] BLU-ORG Ja-P4  [oso-soaand’
#12 ! orz| 1/0 . | BLLYEL | J8-PS o
1 Power
#13|LEFT SLINGSHOT | Q13| Driver | YELWVIO |J10-P9/10{50vnc] BLU.GRN | Jo-Pe |moceient
! - - T
#18| RIGHT SLINGSHOT . 14| ¥ | YELVIO |J10-PoM0|sovDe] BLU-BLU | J8.P7 | iman
T 231500
YEL-3A b
#15; LEFT FLIPPER (S0V RED/YEL) Qi5 F&HED—YEL‘"WW 50:DC| ORG-GRY | Js-PB |wos0e

RIGHT FLIPPER (S0V

RED/YEL) |ate FubNEEVe J10-PET 50,DC[ ORG-VIO | Jo-pe |owo-sonw
Fus !

i Deeye Oriver Pawer Line Fower Line  Power Dtive Transistor  D.T. Conred  Call GA Fuin
Low Current Coils GrﬂuP 1 Traasister Qutpat PCE Color Cannecticn Valtafe Cantrel Line Galor bae Connecs ar Bulbk Typa,
I

| #17 17 BRN J7-P1 f20vDg VIO-BRN J7-P2 | oso-s0aanp’
#18[ MICK MOTOR RELAY (LEFT) a1a BRN JI-P1 |20VDC VIO-RED | J7-P3 | tecsooaad
#15| MICK MOTOR RELAY (RIGHT) aie| A BRN | J7P1 |20vDd VIO-ORG | 47-Pa | 10050000t
#201 FLASH: BACKPANEL (RIGHT) Q2. PL‘::' ORG | JBPI0 [20vod VIOYEL | J2-P8 |leosoomse
#21} FLASH: BACKPANEL (LEFT) Q21| Driver ORG JBP10 |20VDG VIO-GRN | J7.P7 | iesoonss
#22| FLASH: RAMP (LEFT) : az| V¥ ORG | J6P10 (20vDd VIO-BLU | J7.P8 | essmnss |
#23| FLASH: LIPS i Qz3 ORG ¥6-P10 [20vod vioBLK | J7.pe | eseen |
#24! OPTIONAL (e.g. COIN &+ETER} az4 RED JIG-P4-3} svDC| VIQ-GRY | J7.P10 | COIN METER

Low Curront Coils Group 2 Drive  Clever

Power Linc Powerling  Powor  Utive Transistor BT Comcol  Coil GA-Tam
Tranzisist Outpol BeE Colar Counestion Yaftrge Contral Line Color Line Connest ar B Type

#25| FLASH: RONNIE Qos ORG J&-P10 ELK-BRN

#26| FLASH: POP BUMPER Q25 ORG | 4610 |zvdd BLKRED | Jerps

#27| FLASH: CHARLIE | azr| A ORG J6-P10 [20VDC BLK-ORG | J6-P3 | 105500655 |

#23| FLASH: KETH ! azs| '10 | ORG | J6P10 |vod BLKYEL | Jere | s

#29| FLASH: BOTTOM ARCH| (X2} Qzg| Driver ORG J6-P10 |20v0C] BLK-GRAN | J&-Ps Tess00080 |

#30 CENTER UP / DOWN POST aswl V¥ BRN | u7P1 [20vod ewkbLu | sers | ens |

#31| FLASH: ROCK STAR a3 ORG | 46210 [20vod BLKvIO | serr | iccomces |

#321 RIGHT UP / DOWN POST Q3z BRN JIP1 120vDC BLK-GRY | J6-pg | 090-50d4hn
_




For complete and detaifed schematics of the Connectors, Coils, Flash Lamps, Bridges and Fusas noted bajow, see the O Power Diiver PCB {Sheets 1 & 2 of 4) in Section 5, Ghapler 4, Frinted Circuit Boards (PCBs).

Backbox |/O Power Driver Board

Coils Q1-Q32)
etailed Wiring Diagram
Partial View (520:5249-00)
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[@26>—2 o
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Cabinet Universal Voltage Jumper Plugs (for use with Universal AC Cable, 036-5530-00 ONLY)

JUMPER PLUG ¥
(5P| PART #036-5530-120}
110+VAC
N. AMERICA
LINE VOLTAGE

2

12-PiN FEMALE SIDE TO JUMEEE:.
12-PIN MALE SIDE CONNECTOR

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

1 BLK 1
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 NJU

12-PIN Fid CONN.
BACK VIEW &

9-Pitd Fitd CONN.
A BACK VIEW

-« JUMPER PLUG
(SPI PART #036-5530-100)

93VAC - 100VAC ) 10
JAPAN or . V::
N. AMERICA LOW Bfackh ite wires from
LINE VOLTAGE i Conn, s 10611,
JUMPER PLUG ¥ ~ JUMPERPLUG ¥ JUMPER PLUG ¥

{SPi PART $036-6530-206) {5Pi PART #036-5530-220) {SPI PART #0:36-3530-230}

200VAC - 211VAC 212VAC - 224VAC 225+VAC
EUROPE and EUROPE and EURCPE and
MID. EAST LOW MID., EAST MID. EAST HIGH
LINE VOLTAGE LINE VOLTAGE LINE VOLTAGE

Cabinet and Coin
Door Wiring YS



Cabinet & Coin Door Wiring The Yellow Pages|

Transformer Power Wiring Ibiagram

: 1 1FM2 1¥Q J17
AFM LG GRY = one o
< 1 BLACK > i _[ 5 3 . Fi25A58.
I
BLACK - .
é : BROWN* : —3 EEL s 5 {TOBRIDGE)
6 ! 6 ! FOR AUDIO
P 9 ORANGE ; g :J.J GRY-GRN |1 , 10VAC |5 | IF13sase.
P 3 WHTBLK b 4 BLU-WHT 13VAC
g WHT-BRN T ‘ <] ¢ 8 [reeask
3 <] 8 e 21 | g - e TOBRIDGEY | o
BRN N b E BLU-WHT | | | FoR+i8vDC %
<4 WHT-ORG > [ 10 9 CONTROL LAMPS | 2
8 - > 8 WHTRED | A | A tovac Lo | o
-7 _WHT-QRG 7 [ l_r E; F105A5h. Y
A 10 ke BLACK: i s TO BRIDGE 2 s
~YELMHT WHT-RED 16VAC FOR +20VDC
I~ 1 WH|TE; ::IE}'IJJB substduted i hamess t‘-—< B 7 " COMLS/FLASHERS g
JUHPERS DOMESTIC --“'R'E[‘)—'< 13 BVAC < enass &
wewex || 12| | NOTUSED CONFIGURATION " TR 3
I p— =
......... RED | 44 QAC | -, || For+svDC 2
JP— 'cm/{fF: BLK ! LOGIC POWER
LINE o o s 1O J11
FITER D - BLK BLKYEL L 4y 4VAC [ |
50 Hz [ 60 Hz ; Hro | WHT | svac WHT 3 J FG;:‘::C
RF1 e 16 o EL-BLK L1 15 " — _TO BRIDGE 1
DOLLAR BILLS MVAC| FOR+50vD
-~ VALIDATOR 1_BLKORG | 4 o LA 28VAC |-, rs a3, | COILS/ FLPpeRs
DPS CNA1
%7 GROUND WHT-GRN < 9 |l 88VAC i |
T
- WHT | TO DISPLAY POWER
A ' < 3 SUPPLY PG BOARD
Vi
VARISTER Intemational = BLK-RED <] 8 100VAC L5 11 Fruuase
Dom. » 130v BLU 220VAC [ ™
el = R 110 J14 5
H 1 ™~ T P rurn s Fasasay | S
A GRN (1o (E)arth Ground} VEL 3 3 o
— w
1F1 FUSE 2 2
E_TSERVICE GUTLET ~ FOR GENERAL z
Daeoye ™ | (Domestic/ Inermational 57VAC _ KiOMNATION |-©
Slo-Blo Note: Not Al Infefnalional Games YEL-WHT 1 4 {G.Ls) +5.7VAC &
Fuse fiave or require a Service Qutlel g
nfls . < S
i | P, 6 o |- e | ¢
Fuse nternational = . — -
m ' ALL FUSES RATED 256Y SLG-BLO DO NOT OVERFUSE &
HOT (Livad {M}autral 1EM4
. L BLU 3 WHT
JUMPERPLUG ¥ -
(SP1 PART #036.5530-120) - 120VAC
110+VAC LINE BLU | BLK
N. AMERICA CORD —
LINE VOLTAGE ";;;él;.‘!:ﬁ;""
" - ey
; = STARTER
g ¢ FLUOR FS2LiGHT o0
[ SRR R i 5P| Hr,; 165-5011-01 .:
BLK-WHT @ BLK §
FLUORESGENT TUBE 24" e
‘«“"“za |RED_ 3 SPIil 65 8081-00 g WHT |
4 I :;c;‘
Cabinet Universal FLUORESCENT TUBE, STARTER & BALLAST [}
Voltage Jumper Flug LOCATED IN THE BACKBOX

Configurations.

Cabinet and Coin
Y6 Door Wiring



Cabinet Wiring Diagram

------------------ pEA 4 e
BLACK i BLAGE
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8¢ GRY-BLL T e | ASWDAG L 1SVACREDWHT [Tl o e
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55 GRY-GRN | o0 W, D-12 COILS MO, 16VAC WHT-RED £ v
B85 jcy—too SR l y RIGHT FLIFPERE.OS. i o—(TRANSFORMER S e
e GRY.YEL o ey ASWDAS | tomeuvoess MUY S e
2% Ktt--{5e - . UPHERLERY fLPER RO 2 . : 48¥, —e3] 8 .,
L= - COMMON - = ¥
85 cus Lo GRY-ORS oo D0 he § 4BVAC BLK-YEL o
2 (3 ¥ev) o BLACK FRANSFORMER @
= . |> o] GRY-RED A | e
R @4 D eereurron | COIL POWER INTERLOCK SWITCH
= cut—lie GRY-BRN . 0@;0 SW. D9 E {location : nside Coin Doar) i
- - Uspar Left or Righ ]_] ]_I LEF'i' FUPPER BUTTON
DbubbS_IagF Dﬂd\gtaa‘
Sﬁgmﬂﬁgﬁmm GHD | RED-WHT
fow Bigper butals)) (Black)
; SHAKERMOTOR PGB y1y
i % 10
| 23 20 A
i T | % IKEY —_—
PR vavoe (@ 2V §°°é g l ~
A ;,%E[@]]g; o EeR BT e ©
H m H
) PP BLU| ool © [ LE%” 5o 08 | BRN-GRY "OU
g Q8 SHAKER MOTOR RED| ,. 6 @ DRI-GRY -3
order 502-5027-00 SMKit
- See Page 88 for K Dblails @ m
(v =l 70 pi]
g foe. . wirder Left Flig. Button) e o e e s e U :
- R MY nckeTnoics A INSIDE CABINET LEFT SIDE WHEN INSTALLED &4 { :
;2 BLACK £ USED) o p )
Q. §, 5 Ground 0 W, D-19 A =
' a -- - . Y . -
U ok B sioug oo fHECRUORE R %Y £ ", m
O - . GND +5VDG RED § S
§ - == LT. GRN'ERN L NG [Black} | o o m .
0 Gad 3 E10us 1o} o . o mm%* __
2 aswotr || gy 200
V s TILNPENCULUM i O
[PI!UMB BGE) CHD - g ¢
. (Black} o m
L)/ [ . Q24 OPTIONAL COIL g v
{OU‘I'A } —4 o . - e[?‘ Coin or Tix Meter ~ ® wd
y % ocation | Coin Door) g
5 5 OUTAH ~30 YEL-BLK o
a | IeEmlWHT T T R i e v e e o v
m&% 3 (U7 By |2 |- REDWHT £ g
! CABINET PO WER SOURCE CONNEGTOR
B, OUTB[ —|: O-HRED BLK BOTTOM
mmmmmmmmmmmmmmmmmmm SPEAKER
byt Py —_ +5VDC RED
A Y GND
BALCE(FBr'JX Bﬂﬁ?é&_(rﬂ (GKD) i; +12VDC GRY-RED
SPEAKER  SPEAKER
O TOURNAMENT e
& e VSW. 15
=N £ 1y I N, D13y &
g L 3 [Fod] TANMIO [ 2 : YEL-RED F-=— § m:
-+ i 3| o |TAIKT 15, | YELBRN] |
Bl : i 45 DFODE g
S Y A B onosm RIS 2 5
=2 LI 4 Jizy 5 S
3 2 GRN-BRN ALAMP 2 Z RED-BRN  Fenay
[y ] |1 o TOURNAMENT BUTTON o1 28
b 5 (0 ORG-BRN § 2 i
MMMMM o] ALAMP 1 e et
START BUTTON

Al/O POWER DRIVER PCBA

Cabinet and Coin
Door Wiring Y17
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Coin Door Wiring Diagram
SW. D-2 PMKAED

US TYPIGAL 25¢ 2-SLOT COIN DOOR a5y p* & B ooy

USES CABLE WIRING HARNESS  iRED Lo @ MOLEX

036-5509-25 ‘BLACK ! @ oM

ALT BiLL ACCEPTOR

) - Caikning)

ocation - Cotn Door)

. 3
COIN 3LOT SWITCHESJ& G.ls

op. |PHEEED o BLACK  O-PIN _
; pomtteondh [ 2 @-’ o v EAEC | TOPOWERBOXIN CABINET
m e e JOW . :
Ground —Jri 8] BLACK| or VALIDATOR (OPTIONAL ) ; = BLK.WHT  CONN. 10 WHITE CTTOVAT) NUETRAL
- =~ | pK-GRN R LT 2@ BLACK rovac] (HOT)
g g U270 1 DHECR S W, DG
59 PNK-YEL TH PO B OT
25 IcUz—60 : PHK-YEL 5
£ 5Ker) | I 5o 45W. D4 8
82 0y lio | PNK-ORG 12-PIN T N L L gg
g8 ! MOLEX PURORE G o— «SW. D=3 | § )38
5 z PNK-RED BLOCK RIGHT COIN SLOT u-,_§ JE O,
go TRTpe CONN PHERRD 5™~ ASW. D-1 %8
w = . : G| LEFT comstar = E g
86 o o | PKBEN ol o é) &@ o év b S
: . | . N A e
Ground—-ﬂ—BLACK —2'0 B 98 e 'W—"'I-G— RNE o7 é"m@
- N T ¥ 4 i a o|le|e 3 @ YEL-WHT = i
Ground —fioe=] LAC[(_'?? ¥ $ i - TELLOW GREEN] . o ‘é LD A
o LT. GRN-GRY T BLACK} HVDCNIBY & e
% FIC-Ui —so N 2 Bl gRy_RED'El g ooy 13}
A E S e i1 —lso| LEGRUVIO £ e 2w 8
m w g t LT, GRP;-BLU gé MRS, ‘gﬁg:g&nomgucm [Wote: a+z0vDe
O s & 510Ut —7 o LLERY 8% wonuo L @) FC0 samiicsey
o é EIC-U i1 —le ot LT GRN-BLK ¢ ey L @] 7 >BUTTOR {RED ) E{%ﬁ&ﬂg%ﬂ" >
- ou | ' f1rd LSS0 o1 ASW, D22 T Elncins Gom Mech, =
c % o341 —1 o} LT.GRN-BRN b ey L @] < -wTOuRe) ps Wi beiv. [
- ' =0 —— o A5SW. D-21 _ (]
ol E G BACKEUTTON{ ki)
3 ' LT GRNREDy—y  .° . 4SW.DE
o ’—_—MCK | } © IR IR TN g
O v O
1-SLO COIN DOUR WITH 120 CAPABILITIES ENO INTERFACE COIM MECH PCB REQUIRED) O
USES CABLE WIRING HARNESS —
(:36-5509-31A (+12VDC GRY-RED) ;
O36:5502-318 (JCT/AAL DNLY) / 036-5568-31C QDA GNLY) / 036.5509-310 (SPAIN ONLY}
NON-US NON-C120 2-5L0T COIN DOOR NON-US NON-G120 3-SLOT COIN DOOR
USES CABLE WIRING HARNESS USES CABLE WIRING HARNESS
. 036-5509-32 036-5509-33
WML RN BORRLD  LNOPRGE SR WA AROH MPQC SN REMGA  GARREE  GRRAM W CRhM NG MR TR TN CGAERGR  mGwd R dmioe AREEE RN GRDIR TR NRTER TR R s
IF YOUR GAME HAS AN ELECTRON]C&CO!N MECH. INTERFACE PC BOARD { 520-5193-00 : 4555 61 BULS o ””;. “““““
1-8LOT COIN DOOQR USE WITH C120 GAPABILITIES REQUIRING PCB 520-5193-00 flocatron : Cain Doorf [T - e
gges CABLE1WIg]hAG }Emsny(ggrsm ! VHLCRN Y S Rty
£-5509-31 (S.AM. ! =
‘ i Lot o | 155
= BROWN +20vDC +2OVEC BROWH 5 mmtl L m%%i
g _BLK : B — BLACK +20VDGC| 7Y W Fro,
N j %o 12-PIN MOLEX BLOCK CONNECTOR BLACK § iy
22 = —o & e i
= PMICBRM (P-3] SW.11 CPU_J2-PZLEFT COIN SLOT -~ | B
z8 3 “PHK-RED (P-2) SW.D-2 CPU JZ P3 CEWTER COIN SLOT @@ | . ovoe BROWN WIRE TO N
SEn PIEK-ORG {P-1) W03 CPU J2-P4 FIGHT COINSLOT oleloie HE 4.5 CONNECTOR e [~ £
Pt X YT CABLE WIRING HARNESS IS —
SEY N R 036.5500-21, PLEASE NOTE; [F THE WIRE IS NOT g
'0_55 1284567890 fo CONMECH L BROWN BUT +12VDC GRY-RED INSTEAD, USE GABLE
5 QI;:Q PRV WIRING HARNESS 036-5509-31A, Anp 0o wot usE TrHE [N
§ 28 g Eé RIBEON GABLE, Pins 1-10 corresponds I ELECTRONIC GOINMEGH INTERFACE PCB 520-5193-00, &
Bpe & & 2 toine Coin Mech. Conn. Pins 1-1 1o =]
o3 T ) fa)
L HOT SHOWN ARE THE WIRES FOR
M . PING 4, 6, 7, B, B & 10 (SERVICE BUTTONS o
‘ IDENTICAL TOABOVE (5-PaINOLEX S
FNK-GRH (P-5) SW D=5 CPU J2-P7 5TH COIN 3LOT a
PRICVEL {-5) SW. D-4 GPU J2-P6 £1H cg‘m 5LOT BLOCK COMHEGTOR o

=~ WARING CONFIGURATION WILL VARY ACCORDING TO COUNTRY -

Cabinet and Coin
Door Wiring



Playfield Wiring | The Yellow Pages

General Hiumination Circujt Detailed Wiring Diagram  Partial View /O Power Diiver PCB .
O . _ R ...?;5.‘}66._ e - {520 554500)
- 20
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- o = = = o
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: " o
=] .
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~ -8
YEL N Lk . R
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= G, Bulb quantities may cnange during production.
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Playfield Switch Wiring Diagram
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Playfield Lamp Wiring Diagram
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Playfield Terminal Strips
CPJHSOIEE l1m Sim pe
I.'.] 112-5003-00

TERMINAL STRIP

Explanation:

All Switches, Lamps & Coils require diades. Coil diodes are located on the /O Power Driver PCB (in Backbox). Some
diodes from switcﬂes or lamps are moved onto Terminal Strips ({ocated under the playfietd). This is done where

space constraints pr excessive vibrations are present. The Switch & Lamp Matrix Grids also note which Switch or
Lamp has adiode an a Terminal Strip, noted by DOTS {Diode On Terminal Strip).

Note: Some wires ‘appear’ to be doubled on the lugs. The switches and famps are in a series, so you may see 1 or 2 wires depending where the

switch orfamp is in the siring.

Typical Switch Wiring & Schematic
... with S8witch Dicde on 4 Termitf?al Sirip (DOTY)

XX Varying Wire Cotor. V.
See Matnix Grid for cotor

Typical Lamp Wiring & Schematic

... with Lamp Diode on a Terminal Strip (DOTS)
Usunlly wher 2 #555 Bulb is used as a ControllodiLamp for & Spof Light

T to nexH
AR

-XKX = Varying Wire Color. Ew'.l.\f )Oi

1
"?n. . !
" Lamp prive Wire ¥
Sec Mt G7id for color P Drn{e -

Yi2

XXX = Varying Wire Colfor

Typical Lamp Wiring & Schematic

... with Lamp Diode on a Terminal Ship (DOTE)
Uisually when an LED Module is wsed as a Controlled Larmp for & Pop Bumper.

See Matrix Grid for color

Playfield
Wiring
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#-Flipper Circuit Wiring Diagram
Partial View CPU/Sound

CPU/Sound PCB -

The Ouiside LEFT FLIPPER BUTTON located
on the Cabinet operates both the Left Flipper &

i [
t '
PCcB (520'5246'00)§ « « @« @ o = = « B ' Upper Left Flipper, ifused. The Qutside RIGHT
Dedicaled Switchic] 3 3 3 5 5 S 3 > 3 ' FLIPPER BUTTON located on the Cabinet
Source N““‘be“"\"cz“s"{ © Q@ © g g &2 8 £ o | gperates both the Right Flipper & Upper Right
1| | | | | | | | | ! Flipper, if used. RIGHT & LEFT BUTTONS:
w[T 254 & & < B 9 10 , Theseswitchesare Double-stacked. Pressing
BN ?Q;O T 9 9 ¥ T 9| ! nhafway down operates the Lower Flippers
DEDICATED SWITCHES .| ! . . ;
"= al o 4 =| =] o =w| = frespactively); pressing full down operates both
e Rl gy B A s g the Lower Flipper & Upper Flippers
- =l = = % g:'- prd 3"— z (respectiveiy) simultaneously.
G o B o & v o &
LEFT | RIGHT L UPFER LEFT L UPPER RIGHT
FLIPPER ' FLIPPER FLIPPER FLIPPER
" {3 BUTTON {3 ;BUTICN G BUTTON O BUTTON
N.O. 4SW. D-90 \ N0 #SW. D-1 N.O. ASW. D-13 N.O. 4SW. D15
Ch CARWET LOM CABINET. O CARINET ON CABINET
INSIDE LEFT HSIOE AIGHT MSIDE PR, LEFT INSIDE UFR, RIGHT
DOUBLE-STACK SOUBLE STACK DOUBEE-STACK DOUBLE-STACK
DEDICATED " DEDICATED DEDICATED DEDIGATED
GND GHD . GHD CND
P SWITEH (Hoch) IWITCH N SWITCH et} SWITGH
____-—--“_*———l—__—_—————————_—-
LEFT . RIGHT UPPER LEFT UPPER RIGHT
TE: FLIPPER ' FLIPPER FLIPPER FLIPFER
ﬁc = Normalllly %[05@(] EQ.5. E.O035. E.0.5. E.Q.5.
B e . N.C. 4SW. D10 N.G. 4SW.D-12 N.C. 4SW.D-14 N.C. 4SW. D-16
ONLEFT FLIFPER ON RIGHT FLIPPER OMLEFT FLIFPER O RIGHT FLICFER
ASSEMBLY | ASSEMELY ASSEMBLY ASSEMBLY
. DEDICATED DEDICATED DEDICATED DEDICATED
Technical GND SWITCH GND SWITCH SHD SWTCH GND SWITCH
Overview {Blagk) {Bilack) {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 gamé play) it applies a 40msec pulse to the gate of the Flipper Drive Transistor
(STP22NE10L). Ifit continues to dete¢t a Flipper Cabinet Switch closure (the player holding the button in) it will continue

to pulse the flipper drive transistor imsec every 1 2msecsforthe duration of the held cycle.

! s The E.O.S. (End-Of-Stroke) Switch serves the same function as before as it prevents
§ nac foldback when the player has the flipper energized to capture balls. The E.Q.S.
® OLTAGE OUTPUTS Dedicated Switch is a normally closed switch which opens approximately 1/16" when

!

H the flipper is energized. The Game CPU will detect a switch closure if the flipper bat is
'-Eg" forced back by a high velocity shot or
P : rebound on the playfield and will apply
b o Poﬁg?!g.{frgvy/ g IO POWER DRIVER PFB another 40msec pulse of 50VDC to the
(520—5249-6:0) Jow! coil.
10 s , MOS FET o
: 1€ Source Number : 20
7 o STPZINETOL 2]
g 4o #13 Upper PF Lel
a pper &
+50VDC f o= 2 50 I BLU-GRN Fiipper  oRy-YEL siaBLo
RED-YEL - Flippets Y — 6O :
HIGH =] +50VDC
POWER 5 O—1 n
5 Q4 gl?:pgfper PFLedl B
:3 zY_l _ g 7 o} BLU-BLK ‘ BLU-YEL StORL
S EELIEDRLTR
3 #15 fLower Lst
20 BRSNS 5 g s o} ORG-GRY Flipperom{}ﬁay_ygl_ sudBio 0
o | * +50V0C EXTITIER " =
' Q16 = gﬂ§p£LrOWIJ b s.88L0 3
: - ¢ 0| ORGVIO BLU-YEL $.08L =
X ! Q13-Q16: Thase Coif Fuses are localed &
; , . i i under the piayfield NEAR the assambly =
L o for e e s o e e e o ek in ot o e e +
RED-YEL 50vD¢ RED-YEL 50VDC %
Typical Under- o

Playfield Fuses are rated,
3A 250v Sio-Blo
Do Not Over-Fuse

Playfield

YH— Wiring

NOTe:
Coil Diodes { 1N400f2&re integrafed o the 1O Power Driver PCB.
i

See Coifs Detaited

ring Diagram for actual humber of Mippers

used on this game.
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JO POWER DRIVER PCB S.AM. System (520-5249-00) Component Layout

spieOg HNnauY) pajuld

: Printed Circuit
YZO Boards {PCBs)



/O POWER DRIVER PCB S.A.M. System (520-5249-00) Parts

ITEM QaTy. SPI PART NUMBER {MFG. PN.) REF-DESIGNATOR DESCRIPTION {SM = Surface Mcunt)
I
—_— 1 520-5249-00 0 Power Driver PCE (S.A M. Systam), Rev. A (inciudes lfems 1-67
1 1 121-5001-00 101-0001807) R9 Resistor M 0805 Film 15K 1100 5%
2z 22 121-6002-00 ' 101-0001820] RS6, RA7. R68, R89, RO, RO1, R92, R93, R102,  Resistor SM 0805 Film 10062 1/110W 5%
R104, R106, R108, R110, R112 R114, R116, R118,
R120, R122, R124. R126, R14 )
3 12 121-6020-00 {(101-0001827) R27, R9d, Rgs, R101, R103, R‘IOS R107, R109, Resistor S 0805 Film 10K 1110V 5%
R111, R113, R115, R144 )
4 1 121-6003-00 (101-0001845)  R2 Resistor SM 0805 Fitm 1200 1/10W 5%
5 20 121-6022-00 {101-0001905) R?, R8, R10. R11, R12, R13, R18 F{‘IQ. R9S, Resistor SM 0805 Film 1K 1110W 5%
R100 R150 R152 R154, R156, R158, R160,
R162, R164, R166, R167
6 2 121-5004-00 101-0001943)  R§, R145 Resistor S 0805 Film 2200 1110W 5%
7 16 121-6003-00 101-0001249) RS5, R57, R59, R61, R63, RE5, RET, R62, R71,  Resistor SMOB05 Film 22K 1/10W 3%
R73, R75 RT7.R79, R&1, R63, RAS . .
g 2 121-6006-00 (101-0002012) R3, R149 Resistor SM 0805 Film 3302 1/10W 5%
9 3 124-6007-00 101-0002031) R1, R4, RS Resistor SM 0805 Film 39082 1/10W 5%
10 8 121.6013-00 101-0002035 E}gé R153, R155, R157, R153, R161, R163, Resistor M 0805 Film 39K 1/10W 5%
11 9 121-6008-G0 {101-0002045} EQSQRQT’ R99, R117, R119, R121, R123, R125.  Resistor S 0805 Film 4.7KL 1/10W 5%
14
12 8 121-6014-00 {101-0002065) 2129, R131, R133, R135, R137, R139, R141, Resistor Sh 0805 Film 470 1/10W 5%
43
13 1 121-6015-00 {101-0002071) R20 Resistor SM 0805 Film 47KQ 1/10W 5%
14 il 121-5009-00 (101-0002108 Elig R130, R132, R134, R136, R138, R140, Resistor S 0805 Film 6.28KQ 1110W 5%
15 16 129-6010-00 {101-0002118) R34, R56, R58, R6O, RE2, R64, RE6, RGE, R70,  Resislar 3M 0805 Film 62002 1/106W 5%
R72, R74. R76, R78, RED, RE2 RE4 .
16 4 121-60745-00 101-0002126) R14, R15, R16, R17 Resistor M 0805 Film 630% 1/10W 5%
17 0 121601100 101-0002296 E%S R29, R30, R31, R32, R33. R34, R35, R34, Resislor SM 1206 Film 22K 1/10W 5%
7
13 8 121-6012.00 %101-00024?3 122, R23, R24, R25, R26, R27, R168, R162 Resistor SM 1206 Film 8.2KGQ 1710W 5%
19 16 121-6013-01 101-0002378) R38, R35, R40 R41, R42, R43, R44, R45, R48§, Resistor SM 1206 Film 38K 11100 5%
R47, R48, R49, RS0, RS1, 352, RS3
20 18 125-6001-00 {121-0000056) %%QCS?SCS;BCB%CGQ C?OgCéé 00?2 C73, Capacitor SM 0805 Cer, (TUF 50V 10% X7R
21 235 125-6002-00 {121-0000096) 13, C14, €15, C16, C17, €18, G19, 20, C21, Capacitar SM 0805 Cer. 470PF 50V 5% NPO
C30, G31, C32. ©33, 34, G35, G36, ©37,C59,
C60.CB1, Co2, C53, C64, C85, C8
22 12 125-6003-00 (121-0004236) C7, C12, £38,C39, £40, Ca1, C42, C43 Gapacitor SM 0805 Cer. 01UF 50V 10% X7R
Cdb, Gab, C47, 48, CdD, Cob. B, 52, C53
23 13 125.6004-00 {121-0005318) g%g %gg gg; g%g C26, C27, C28, C29, C54,  Capacitor SM 0805 Cer. 22PF 100V 5% NPO
24 1 125-5032-00 131-0003773) ¢ Capacitor Tht. Radial Alum. 100UF 25V 20%
25 1 125-5034-00 131-0003884) C5 Capacilor Thi. Radial Alum. 4700UF 35V 20%
26 1 125-5029-01 133-0003741) C10 Capacitar Tht. Disc Cer. .1UF 500V 20%
27 1 125-6022.00 124-0003846) C11 Capacilor Tht. Radial Alum. 330UF 160 20%
28 5 125-5036-01 134-0004000) C3, C4, C86. CB. ] Cap. Thi. Rad. Al. 15000UF 35V 20% Snap-In
29 34 112-6001-01 183-0004374) 01, D2,0D3. D4, D5, D6, D7, DS, D9, D10, D11, Diode Tht. DO-41 TN4004 400V 1A
B12, D13, D14, D15, 016, D17, D18, B1¢, D29,
021, D22, D22 D24, D25 026, D27, D23, D29,
D30 D31, D32, D49, D74 .
30 5 112-5000-00 187-0004700) BROGT, BRDGZ, BROG3, BRDG4, BRDGS Bridge Thi. Fullwaye 100V 354 MB-15
31 10 110-0088-01 203-0003591 %331 %?14 Q35, (138, Q37. Q38, C34, Q40 Fet Tht. TO-220 STP20NEGSL NFel 60Y 204
3z 16 110-01 36-00 (203-0003592) 8‘: 0z, QSQ?‘: 8155(2(!:16 éﬂ 08, Q9 10, Q11,  Fet Tht. TO-220 200 10L NFet 100V 204
3 & 110-0058-00 203-0003597) U410, U11 Uiz, 13, U14, U1S, U186, U17 Fot Thi PENTAWAT‘JNUZN MFat HighSide 28Y GA
34 2 110-0069-01 211-0003569) Q44 Q48 Trans, SM SOT-23 MMST3904 NPN 40Y (.24
3 16 110-0067-00 213-0003565; Q17, @18, @19, Q20 021, Q22, 023 Q24, 025,  Transistor Tht. TO-220 TIP122 NFN 100V BA
Q26 27, 28,029, 450, G31.' Q32
36 3 -6 3-00 221-0000972) U168, W22, U4 1.C. SM 20IC 74HC245 Oel, Bus Kowr.
3 1 100-6000-00 221-0011253)  U23 1.C. SM SOIC DS1§325, S0-8
34 -} 100-5066-00 221-0001267y U2 U3, U4, US, U, U7, U9, U214 1.C. SM SOIC T4HCT273 Oct. DF-F
34 2 100-800 1-00 221-00G3728) U194, 1.C. SM SO 741512380 Hex Inverter; 3 8 DCDMX
40 1 100-6002-00 221-0011135 8 1.C. SM SOIC T4LS74AD SOIC-14
41 1 109-0356-00 225-000358 1 1.C. Tht. TO-3 LM338 5AAdjusl \.r‘oliage Reg.
42 5 045- 315-0003427)  J2,J6, J7, 10, J13 Con. Tht, Hdr, 10 Pin, 1 Row .15
42 4 045- 315-0006910 Con. Tht Hdr. 20 Pin, 2 Row .1°
44 2 045- 315-0003430)  J3, J12 Gon, Tht, Hdr. 12 Pin, 1 Row . 156"
15 1 045- 315-0003432)  J18 Con. Thi. Hdr. 12 Pin, ‘I Row 156"
46 1 045- 215-0003503} J11 Con. Thl Pwr. 3 Pin, 1 Row .25
47 1 045- 315-00035043  J14 Gon. Tht. Pwr. 6 Pin, 2 Row 257
43 1 045 315-0003505 1 Con. Tht, Pwr. 9 Pin, 3 Row 25
49 3 045- 3150003821y J8, J9, 415 Con. Thi. Hdr, 8 Pin, 1 Row "
50 2 200-5000-08 407-0003117  F8 Fuse 3 Amp 250V Sio-Blo Glass Thl 3AG
51 2 200-5000-08 407-0003118) F7, F11 Fuse 4 Amp 250Y Slo-Blo (Glass, Th. 3AG
52 7 200-5000-G1 407-0003119)  F1, F2, F3, F4, F10, F12, F13 Fuss 5 Amp 250V Slo-Blo [Glass. Tht 3AG
33 1 200-5000-03 407-0003421) FS Fuse 7 Amp 250V Slo-Bla (Glass, Tht. 3AG
34 1 200-5000-05 407-0003122} F9 Fuse & Amgp 250V Sla-Blo Glass, Tht_3AG
55 1 121-50353-00 415-0004738 POT1 Potiento THT 508 Single Top Adjusl. Trimr.
56 1 165-6000-00 425-0006913 LED €M Yellow D805 LED
57 5 165-6001-00 425-0007753 L4 LG L8, L16, L1 LED SM Green Ultrabight Ton
] 13 165-6002-00 425-0007735) LI, 21%3 L5, L? LS, L10, L1, L2, LED SM Red Ulirabnight Top 0805 LED
59 1 190-5002-00 (448-0004778) RLY1 Rzeia OERIPGW DPDT10A DC24
B 1 127-5001-00 461-0003520)  for BRDG 4, BRDG & Heatsink, S aned Ba TO-220 Avid 531102
61 1 127-5001-02 461-0003534}  for U1 Healsink Alquarge Finned Afum. T
62 1 127-5001-04 579103B00000G) for U1 on TO-3 L3356 5A Adj. Volt. Reg. Heatsmk Clrcukar Finned {Mfg, Aawd)
B3 4 240-5008-00 503-3004469 pes. for U1 1 pe each for BRUG 4 & S #6-32 MNut
684 26 205-0004- DD 503-(I04667) 2 pes. each for F1-F13 Fusecl )? wnth Erd Stops (+ Ears)
B5 4 237-5504-0 504-0004610) 2 pes. for'U1 1 pe. each for BRDG 4 B 5 H5-3 FFH MS (Zinc) Screw
65 2 254-5007- 02 507-0004543) for BRDG 4 & Mig. 189" L0 X 932" 0.0, X 147 174" Snr Rtn Spacer Whits
67 5 254-5007-05 S07-0004547)  for BRDG'1 and for Mounting Holes SHE" SIf, Rin, Spacer While

Printed Circuit
Boards {PCBs)
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CPU/SQUND PCB S.AM, System (520-5245-00) Component Layout
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>PU / SOUND PCB S.AM. System {520-5246-00) Component Parts

ITEM QTY. SP1 PART NUMBER  {MFG. P.N.} REF-DESIGNATOR DESCRIPTION (SM = Surface Mount)
— 1 520-5246-00 ) CPUJSound PCB {S.AM. System), Rev. G {includes llams 1-00
1 3 121-6017-00 1010001790  R27, R202, Resistor M 0605 0.00 1/10W 5%
2 2 121-6708-00 1010001792} R201, R20 6 Resistor SM G205 1.00 1/10W 5%
3 24 121-8001-00 1010001807} R3, R1D, R11, R12, R13, R14, R15, R16, R18, Resisior SM 0805 1.5KQ 1/10W 5%
. R20, R21, R22, R23, R24, R25, R26, R175
) R176, Rm’ R178, R179, R180, R181, R182
4 3 121-6002-00 10140001820) R147, R148, R211 Resislor SM 0805 Film 100Q 110W 5%
5 24 121-6018-00 10140001823) R64, R66, R67, R68, R70, R71, R72, RT3, R74,  Resislor 5M 0805 100KKQ 116w 5%
'érs Ega E?g ESE Egg R80 Ra1 R&2, R83,
6 3 121-6020-00 (101-0001827) R23, RE5. RY1. R98, R39, R‘IOO R101, R102, Resistor SK 0805 Film 10K 1110W 5%
R105, R110, R120, R134, R137, R139, R141, R142
R143 R144, R145, R146, R159, R160, R164, R163, R163,
R164. R165, R166, R193, R184, R195, R223,'R225
7 2 121-6021-00 (101:0001880) R117, R118’ Resislor SM 0805 15KL 1110W 5%

Paris List Continued Next Page.
Printed Circuit
Boards (PCBs)



ITEM aTy.
8 47 121-6022-00
o) 19 124-6004-00
10 4 121-6005-00
13 5 1214-6023-00
12 3 124-6024-00
13 2 121-6006-00
14 24 121-6013-00
15 2 121-6008-00
18 4 121-6014-00
17 3 121-6025-00
18 1 121-6015-00
19 99 125-6001-00
20 3 1256013-00
21 1 125-6014-00
22 7 125-6002-00
23 3 125-6015-00
24 11 125-6003-00
25 49 125-6016-00
4 125-8017-00
G 125-6004-00
28 2 125-8005-00
2 125-6006-00
10 125-6007-00
k3 1 125-6018-00
32 4 125-6009-00
33 |3 125-6019-00
34 3 125-6020-00
a5 1 5-8016-00
36 [} 125-6014-00
a7 2 1256012-00
aq 1 125-8021-00
34 20 112-6000-00
40 5 112-6004-0Q
41 1 110-6000-00
42 9 110-0069-00
43 4 124-6000-00
44 8 100-8004-00
45 1 100-5048-00
46 4 100-6005-00
47 1 100-8006-00
48 1 100-6008-00
44 1 100-6005-00
50 1 1 007-00
51 1 100-6018-00
524 1 1 R16-00
528 1 100-6017-00
53 1 124-6001-00
54 1 100-6012-00
55 1 100-6013-00
56G 1 100-6014-00
57 1 100-6010-00
58 1 100-6011-00
59 1 190-6015-00
&0 1 124-6002-00
61 2 100-5016-20
62 1 124-6003-00
63 1 077-5217-00
684 2 n/a
65 1 045-
66 1 045-
67 1 045-
68 4 045~
69 1 045-
70 1 045-
71 1 045-
72 1 045
73 1 045-
74 1 {45-
75 1 045-
76 1 0435-
77 1 140-6000-00
78 1 140-6001-00
79 1 140-6002-00
80 1 -
8 1 44-01
&2 1 165-6003-00
83 1 165-6004-00
84 1 182-5002-00
85 1 182-5001-00
86 2 127-5001-00
a7 2 127-5001-01
&8 4 237-5009-01
89 4 240-5318-00
1] 4 254-5007-05

Prinfed Circuit
Boards (PCBs)

$PI PART NUMBER (MFG, P.N.}

{101-000+905)

{101-0001943)

(101-0001849)
101-0001389
101-0002005
101-0002012

(101-0002035)

101-0002065
101-0002067
101-0002071
121-0000056

§101-0002046

1-0000077
1-0000088
1-0000098

1-0000269
1-0004238
1-0004245

|

12
12
12
12
12
12

1-0005317
1-0005318
1-0006113
1-0007 394
1-0007853

2
2
2
2
2
21-0010097
21-0010493
34-0 15
3
3
§
6
§
8

221-0005249
221-0006578
221-0006914
221-0005919
221-0006940

225-0003581
225-0003635

(450-0004752)
461-000362Q
461-0003528
5040004604
503-0004457
507-0004547

CPU/SOUND PCB S.A.M. System (520-5246-00) Parts Continued

REF-DESIGNATOR

R1, R2, R3, R4, RS, RE, R7, R8, R29, R0, R31
R32, R33, R34, R37, R38, R&5, R56, R57, R58

R, R113, Ri14, Rnséhns R124, R1és R12

R157, R158, R218, LED

R104, R106, R108, R110, R112, k123, R125,
R127. R1GT R166, R169, R170, R171, R172,
R173 R174, R213, R214, R215'

R198, R200, R203,

R45, k86, R88, R121, R122

R69. R129. R130

R54, R93

R35, R36, R39, R4y, R41, R42, R43, R44, R485,

R4T R4B. R49, R50, R51, R52, R53, R163, R84,

hhmbs R187, R188, R189, R190

R219 R220, R221, R222
R199, R204, R216
R209

C2s, C26, €27, C29, C31, €33, €37, C349, Ca0,
C41. C42, C43, C44. C45, C46, C47. C48.C51.C

c1aa 169, G171, C174, €175, €176, G177, G182, c1sd C185, C186. C1
G191, G192, G193, 0202. G203, G204, G205, (206, 620
222 C223, C224, C227, G230, 0231 0232 €235, G2
€243, €244, 0248, 0250, €251, €252, €253, G254, G257, G258

C75.G77,C78, C79, Cay, C81, 82, 083, CBY, €8N, CO1, C9Z, £103, C104, C105, G121, G123,
1

C214. C219, 0220, C

C28, C57, €60
0259 0260 C261, C262, C263, C264, C26

DESCRIPTION {SM = Surface Mount)

i 1
RS5. RI6, R105, R107, R109,
s R133 R15‘I R152 R153, A154, R155, £156,

Resistor SM 0805 Fllm 220Q 1/10W 5%

Resisiar SM 0805 Film 22KQ 1/10W 5%
Resisior SM 0805 3.3K4k 1/110W 5%
Resistor SM 0805 33Q 1/10W 5%
Rasistor SM 0805 Film 330Q 1/10W 5%
Resislar $M 0805 Film 29KG 1/10W 5%

Resisior SM 0805 Film 4.7KQ 1110W 5%
Resistor SM 0805 Film 470 31/10W 5%
Resisior SM 0805 4705 1/10W 5%
Resistor SM 0805 Film 47K 1/10W 5%

g
7, G208, G203, &2t

Capacitor SM 0805 Cer. 1UF 10V 10% XTR
Capacitor SM 0809 Cer. 3300PF 50V 5% X7R
Capaciior SM 0805 Cer. 1270PF 50V 5% NPQ

fots o back of PCB, Rev. Hin ,o.‘ace [FCC Caps Flasma Ribbon Cable

C‘I 2 CE
9, C10 C11 ¢1 c1é ci4, 15
c1a £18 ¢ 1, C22 C23, C24,

C49, €80, G563, (55, C56,
117, C118 C'i19 G120, 122, G124, C125, G128, £127, C145, C146, C147, €148, C149,C184,

€195, C196, C197, C198, C199, 0200, 201
cgs €100, G107, £256

0, C34 035 036 G38, Ce6
C1‘.’3 c221
G159, G163
C58, 059, C72, C76, 94, C165, G168, €170,
G225, C233

2, C73 G160, C18

72, C1’?3 0226 0229 C2M, C237
3 €247, €249

L4. L5. L6, L7.L8.L9

L1,L2

C3
C1

D3 D4, D5 D7, D8 D9, D11, 012, D13,

014 015 D16, D17, Dia D2a,'025,'026,'028
810 019, D20, D21.D

0:14Q2 Q3, G4, Q5, Gs, Q7, Q8, Q9
U2, U4, U5, U4, U25, U26, U6, U4
U15, U22, U3s, U4o

U43

2( 'must be programmed} XC85144XL pragram for
{must bé pragrammed} XCS5144XL program for

280-5016-00 :
{No File, Unprogrammed)

965-800T.SAM:
{Latest Version Programmed)

4
jS, JB, 12, J13

for uaa U4

for Usa, Usi

for Heat Sinks U33. U4, U50, US4

for Heal Sinks 033, U34; U50‘ Us

for Mntg. Holes {Mig. 169" 1D X 932" 0.D. X 5/16%)

acitor SM Case 0 Tant 22UF 25V 20%

Ca
5, C8, C7, C8 lZ‘,11CI‘i C‘Ig%Cﬁ?Cagadl&r SM 0805 Cer. .01UF 50V 10% X7R

Ce1, C63, CV0, C74, C106, C1E,

Capacilor SM Case A Tant 2. 2UF 18V 10%
Capacilor Sh 0805 Cer, 22PF 100V 5% NPC
Capacitor SM 1208 Cer. 4.7PF 16V 20% Y5V
Capacitor S 603 Cer, 1500PF 25V 10% X7TR
Capacitor 5M Case C Tant 1DUF 16V 20%

Cap. 5M 805 Cer. .033UF 50V +80/-20% Y5V
Capacitor SM 805 Cer. 680PF 50V 5% NPO
Capacitor Thi. Radial Alum. 1Q0UF 35V 20%
Capacitor Thi. Radial Alum, 47UF 35V 20%
C%pacuor Tht. .22UF 5.5V, Gaold, 5D, vert

SM Fernte 1008 1234 Smt,
Ind.-SM 805 Bead 600 100Mhz 25% S00mA
In_d -SN'I EP Inductor1SuH 1100md 20%
Diode SM MiniMELFDI/LL4148 100V 500mW/

Diode SM MELF DLA0O4 400V 1.0A

Fet-SM SOT-23 MMBF470 N-Chnnl, Fet
Transiglor Thi. TO-92 2N3904 NPN 404 0.2A
Trans, Tht. TO-220 LT108€ 3.3V 1. SA Volt Reg.
LC.-5M S0 F4LVC245 Oct. Bus Xov

L.C. SM SOIC ?4HCT245DW Octal Lina er Wi35
1.C.-SM SO LM339 Quad Diff. Comparalor

K SM SCIG DS51302 Time Keeper

LC.-SM SOIC SP232A SO-18

S aY S0J-4
07 I CwSM TQFP CFPLD 144 Macrc Cell 3.3v)
2 (1.C TGFP GPLD 144 Mac. Cell 3.3V)
GSM SOEC LT1503C58-1.8
G SM SOIC CY62128 SRAM 128Kx8 IV LP 5032
C.-SM QFF-L AT43 USBIAD Processor USE 2.0
SM SSOP PCM1755 24-Bil Audio DAL 16-FI
S0J IDT71V416515Y 50.J-44
L.-EM TSOP_S29GL 256N 11 256MB Flash
AC.-EM SOIC Talv273 SQIC-20
.C.-Tht. TO-220 LM317T Adjuslable Volt Reg.
JC.-Tht. Pentawat TDA2030 18W Amplilier
L-Th TO-220 LM340T 5V 1A Valt Reguiator
Socket DIP/SIP 22-Pin, Tin, 6. Dip
Test Pt. All Tesl Paint, White, Miniature
eader 2 Pln 4 Row, VT, Tin, .
Row, VT Tin, 156"
1 Row, Tin, 156"
Row, VT, Tin, 156"
Con.-Tht, Header & Pin, 1 Row,VT 'rm 1"
Con,-Tht, Hdr, § Pog, Phone Jack, Vertical
Con.-Tht, Headar 2Q Pin, 2 Row, T, Tin, .1"
Con,-Tht, Header 4 Pin, 1 Row, *in, .156"
Con.-Tht. Hdr. 12 Pin, 1 Row, V'I', in, 156"
L VT, WHT/BLK
w.‘lock & Hex Sa.
" Shrou.

Con‘—ThL 4 Pos, USB Reg

< t. O Su Pos

Con, -Thl Hdr. 1 2 Row,

XTAL.-SM 32. ?ﬁaMHz Cl12.5 Fsﬁ‘sz?

XTAL.-5M 600MHz 20PF

Qsc.»SM 30 400MHZz 5V Tristale CMOS

Ba!tag ﬁConn Cell 24. Smm% Holder with ¢li
)

) 3V 265maH 24X3 mm (CR2430
M Green 0805 LED
LED SM Dual RedfGreen 1210 Top
8-Position Dip Swi

Spsi. 16 Pin X8 Sllde SVDC 180ma
Whiie Push-Bulton Reset Switch

Spst. 4 Fin Momentary 24V0C S50ma
Heatsank All Ven Mouni Ba TO-220Q
Heatsink All Vert Mount Ba TO-220
#4-40 X 348" PPH MS Sems (Zine) Screw
#4-40 Keps Nut
516" SIF, Rin, Spacer While

Cegin

Y23
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