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NOTE:

H

STEPP ING SEQUENCE 1S SHOWN ON

V

Vv

K- \V4

cBoAt:T DRUM DISC TO COINCIDE WITH MATCH 3/5 = oy = c
START RE. out BALL EXTRA Ea%s ©0-90 UNIT DISC ADJ. BALL ADJ. |0C*—>0| B UNT$D'sTu
HOLE INDEX BALL et SW. I,_ —_—— I.— —_—— —1 LI L | | S coiL
I = Se ® o = - ¥
Ist. PLAYER Ist. PLAYER B-BLU 0-6 bl L . o MR " g __@BALL Ry 0000
100,000 RE. 100,000 RE. q { | 9 1° | . iy 15 COUNT [5]
BRN-R I} R-G | o e . Eae | L UNIT | |
! .-——‘. . 5e . -
= 7 O e v @ 4. 7MF 50V.
@ KB l 1st 7| I OFF o ™ e o Ii _gj + .+
MAR-W ey
r;‘q r. —— — j I 5 > o 00 e e ‘—-{
- | Oa————»0 I I PLAYER I MAR-G I |
0 1st PLAYER 0 10,000 i
= [ 10,000 | s UNIT E.O.S. [° oo-soff |
=1 DisC = = I}
= lg DRUM J l
M 204, pPLAYER 2nd. PLAYER | l
100,000 RE. 100,000 RE.
Y-R i ' |
: (2]
2 | 1 =
m —
Oe—»0
|o™5ha pLAYER ol 10,000 =z | 5 r_n‘
10,000 UNIT E.O.S.
I DISC ® i {| 9 2 :
GAME OVER RE. ls_ DRUM 3] Ll et Y o BALL COUNT
e 2nd. COIN RE e s S.U. COIL
-3 2 i 0000
MAR-BLU
S s OUT HOLE - 5
OUT HOLE RE. A0 E W A% }_'—G——-.TO 2nd.PLAYER RIGHT CHUTE ADJ. A TI-CHEATRE.
By | BONOS S o K 10-90 DISC e Y-BLU Ay
v 1
(] UNIT 7\ Y-8 @
% - D i
< L] .
UlJ out s A-8 . - —# RIGHT CHUTE RE. OPTIONAL
HOLE RE. - an ey * o3° CREDIT
= I ERE /‘lf-)l\ 7 3. } METER
2 &% o B GREY-W 3 GREY-R ANANA
(7 B ) NI e S RO s e e TR v [ e e g e ot o et e S e SRS e SRR L S0 S (R SR o At T ST T SR e Lk A e S B ‘g_____\‘,\l‘xy .
X E-4 L4 . 0
TILT RE. = TILI lsws4 0\ = * o4°
0000 / it N . .
. .
OUT HOLE c-6 . .
TILT RE. RE. BRN-W . .
I't BRN-8B ! /i-IL\ s e
1r o
S RETORY H1-SCORE ADJUSTMENT INSERT PLUGS AT DESIRED POSITIONS R O ZERO POS. 2nd. PLAYER
c-1 EXAMPLE
10,000 DRUM
Sk BLU-Y Y R-W 2 SCORES UNDER 110,000 rRE R ITDISC
== 1 RED WIRE PLUG INTO 1000 POSITION SCORES AT 31,000 BRN
WIRE AT 0000 POSITION SCORES AT 50,000 2iid.- PLAYER
SCORES OVER 100,000 100,000 RE.
Py RED WIRE PLUG INTO 1000 POSITION SCORES AT 131,000 BRN .
=l WIRE PLUG INTO 0000 POSIT s BLU-R " BLU-G
PLAYER CONTROL 10 0 0 0SITIONS SCORES AT 150,000 | } HOrE AD
RE. 2nd. COIN RE. o SCORE _ADJ.
0- | 0-R Py '
~ | ® saLL i HIGH UNDER | OVER e
[ COUNT | CONTROL SCORE ADJ. Ist. PLAYER 110000, 100,000 CONTROL HIGH
S | 1000 RE. = oo o0 100,000 RE. |———— ——I ee! 0o SCORE
u.THE 5OV [%¢ uniT e e o “Trw 1000 o _ e 00.000 TO 10,000 BLU-0 W-R o lo® MAR-R ADJ.
e
| |5 | RE. RE. 1 OI P el g o | o
7 | 6-8 ]R"_ | G-W 2000 o e 11,000 TO 20,000 G- GREY e A ®*@° CREDIT
| l |I . . = - VG e gl P Tal'= o
GAME OVER RE. E____l 8-0 3000 ¢ _ e 21,000 TO 30,000 P L= i N iy
(TRIP) LOCK RE. | ZI i) e G_GREV: :
. e 0-BLU__ 4000 e e 31,000 TO 40,000 R- 3 ADDED BALL
TO COMMON ON 2nd. PLAYER | : l————.3 = 3 —Gt+—m t Og;n;;a °.
S 1000-9000 DRUM UNIT DISC 10005 3] pc 5000 o R Ve e s .
L ] _} MAR-R
il e POST SK. "O" COIN RE. | SN . . — \
i} i} L= 1} | oy 6000 o ® 51,000 TO 60,000 -MAR-
L L | | 5 o . PLAYER
UNIT 5] 100,000 RE
— — - L] ', )
3/5 BALL ADJ. B | | Tl 10l e, 0707000 - e ) o
vioea o oise 8| e 1
> . : lo AL | B-R 8000 ® 71,000 To 80,000 GREY
W - —9 =
*50 . ]ee COUNT | e to0n < 2 TO COMMON ON 2nd. PLAYER
o ° BLU-0 L UNIT | - .  81,0007090,00 (—y v = 10,000 DRUM UNIT DISC
*3" o 0 8 . .
eeo0 o0 L___...J | ‘va 0000 o @ ° 21000 T0 100,000 =l &
| _9] . °
e = LI )
BALL INDEX RE. TILT RE.
11
g}
START RE. o7 SCORE RESET RE.
o 6-R ap L5 0000
BALL INDEX RE. K 1r Q7
1} ReB P
17 *1 SCORE
= RESETARE. (18) PLAYFIELD DISPLAY LITES
OUT HOLE RE. GREY
GREY-Y o ] 75
. e
TILT RE. gl 10-90 DRUM UNIT R
PLAYER s.U. CoIL
|oa—glo<>L RE. CONTROL RE. Ist. PLAYER D
ya 2 (Y
i . ¢ 0000 N2
PLAYFIELD RUNWAY SCORE g (3) ROLL-OVER BUTTON LITES
SW. AME RESET RE. B e c s a o)
| OVER 10-90 y GREY-Y 9876543210 /-\Q
= RE. RE. | e | i
[ -MAR-
EXTRA BALL RE. EXTRA BALL RE. e | 2) BUMPER LITES
6-GREY T BRN-Y o
L i |
2nd. PLAYER \\Qj
Y-BLY
EXTRA RE. } 0000 EXTRA WHEN LIT
EXTRA LANE SW. EXTRA RE.
e A o= i
MAR-Y ! I u
= SPECIAL WHEN LIT
l'—ﬂ‘ o ! SPECIAL RE.
s =¥ 11
ADDED BALL ADJ. JACK 100-900 e
DRUM UNIT
PLAYER S.U. COIL
7A A CONTROL RE. ¢ Ist. PLAYER 2000 WHEWLID "S" TARGET
SLO-BLO  10-90 RE. (2) 10 PT. PLAYFIELD SWS. ¥ = 0000 Y-BLU
QSO 0000 S === 1% Q —1 1
GREY-B ~ SEURE LATES DOUBLE
RESET RE. P
BONUS WHEN LiT Wt e
(2) ACTION KICKER SWS —]
: s 100-900 RE. 5 o
: | @ ..
; | LITES SPECIAL
2nd. PLAYER Ist. PLAYER = = WHEN LIT
10-90 RE. s 10-QOSENLS, 10-20 _E.0.S B e e = = — T o -
1} R-W Lx B-Y T2 2hd. PLAYER — E\ e
1T AT 20 GREY-Y U
. Q000 LITES EXTRA
3 SCORE HELLEE "R" TARGET
SLO-BLO 100-900 RE. (2) BUMPER SKS. RESET RE. @ W-BLU
O ' o —— o :
GREY-R 7 DOUBLE BONUS
2nd. PLAYER Ist. PLAYER : . WHEN LIT
4.7MF 50V. 100-900 RE. 100-900 E.O.S. 190-900 E.O.S. mlzﬁgou:n TS BLU-8 e
+q 1+ 1 GREY-BLY Lk B-R e : ol
{ =+ =+F PLAYER s.U. COIL i £ P
CONTROL RE. Ist. PLAYER
——- £ BRN-0 0000 =
‘0 0 SCORE - I____ 1
De——»0
RESET RE. —_——— e — —
lls'PLAYE'*l ow T o8 TE8 43210 | c
10-90 | S e 1000's RE. — m | I
10-99 R GRev-w | _ DRUM | 0-8 = - e |
{ > TEUNIT  Bg——— 1000 |
\ e e | ) 5 e |
©
l 2nd. PLAYER U : |
BRN-W 000
| = & 0000 : | |
| SCORE @ BLU-W - |
RESET RE. Ea 1 U |2 N
| ew |l 9876543210 |
l — 3000 II |
o) REY-R o
| ) = > |
® | sonus |
2 | [ ety | 10,000's 4000 | oNniT |
o DRUM UNIT W
= | =15t Ol s.U. COIL /_\ o ° | ®
| [000XERE= ey el | PLAYER | Ist. PLAYER | 4 | %
l |r R-B B-G < P 1000 0000 s | m
| o | Be | e
| @ SCORE % 0-R Py =5
| 1 | RESET RE. 1 |
6-R 4. 7MF 50V. |
| o5 | 1+ 6000 | |
| f\ 0-6 ®
s f e ! e L
(2) 100 PT. COUNT | |
PLAYFI\ELD SWS. unit | .4__ | 7000 | I
1F | ﬁ W-0 I
Lo Q7 4 |
HgL: RE ' 2 : u & |
Gy o BRN-W | o | 8000 |
i | P | @ MAR-W | ° |
ot e | Al = 1 Y e |
TARGET SW. HOLE RE. 0 2nd o
G-Y X I o | 1° plaver”! 9000 I |
15 | 8 | | 1000 | 2nd. PLAYER < |
-BRN- - BRN- y-
| L~ el R B [ L 0000 —e |
o c-6 | 9| L= ¥ '
HOLE RE. |
2 0
T MAR-Y il Y-W i} BRN-W @ l_ OIO_: R Jo_oo\ ; (|I0 STEPS)
Az +.1+ MAR-BLU
3 - N7 L___to
SLO-BLO| 1000's RE. BONUS COLLECT RE. - ~ a3
BLU-R Y .
oSO 0000 | 1} \ SAME PLAYER
s A2 START RE 1 START RE. SHOOTS AGAIN
- W-G i neng -MAR- 0000 P EXTRA BALL RE.
4.7MF 50V. SPECIAL c-2 ; . { | ~ e GREY-W 1}
¥+ RE. 7N Ny U
BRN
QH’HA 0 \T= ;
i GAME OVER RE. (24) SCORE GLASS DISPLAY LITES
. E |
SECUL MG W, BONUS COLLECT RE. & @
= {} u
A g=w It — | TOTAL PLAY COIN DENOMINATION LITE
COUNTER (1 PER COIN)
GREY-Y
(¥) LANE SWS. 4 0000 £0)
i RESET RE. U
L
1 S 2nd. COIN RE.
START RE. TRIP COIL e TILT RE
BRN-R 4
EXTRA RE. = 0000Q e BRN-0 1
4 EXTRA LANE SW. COIN RE. |
ey — } — } Snd - TOIN U Ist. PLAYER : :
¥ 2 t. PLAYER
G-GREY. = LATCH COIL 100,000 LITE i s
N-BL , .
¢ 00QQ @ BRN-W F
2nd. PLAYER Ist. PLAYER {
1000's RE. 1000's E.0.S. 1000's E.O.S. i oust B 2nd. PLAYER
N Y-6 ¢ GREY-0 v e 100,000 LITE 2nd. PLAYER
L ) ZG) f\ 100,000 RE.
GREY-B I
© i
Ist. PLAYER
< 4 DROP TARGET S¥S OUT HOLE RE. BALL ST " LiTE
1 1) GREY-BLU RESET COIL e win
{1 e e 5
Q000 R-BLU
GREY-B tpﬂ’ | © |
o | = CREDIT UNIT P
l;:)q-——voo 82 CREDIT RESET RE. RESET COIL | |
10715t PLAYERO) DB I -6 0000
I 100-900 | B g o Ly &= | 2.— |
100-800 RE. | DRUM E: il =
1} 2y UNIT BLU-R COIN CONTROL I ‘
Sty | e | B-1 8 RE. | 3® | BaLL
= | ___®— 00Q0 ICE 2nd. PLAYER e co NTl
(N c UP LITE | 4 u I
| L® | PLAYF IELD ANT1-CHEAT COIN CONTROL m /A MAR-W °
2 | RUNWAY SW. RIGHT CHUTE RE. RE.C RE ) @ | 5 uNIT |
BRN-Y = 11
)
| 3.._ — 15 = ' & |
| | W-R BONUS COLLECT BONUS UNIT + |
| 4' BALL | -2 RE. RESET COIL il | 7@ |
-GREY || -MAR- m
| | @{counT ap | 0000 | Lo |
5" |uNIT | 27 | 8
| @ 8-4 5@ |
8 I DOUBLE BONUS RE. |
e o) | | % BLU-BRN Iy
ot ——=0 | - S L I Op
2nd PLAYER
| 100-900 : | BONUS UNIT POST BONUS B s i it
DRUM | SW. OPEN AT "O" BONUS COLLECT RE. e COLLECT RE.
| _ uNiT 'gﬂ__’_ | poagl G-BRN _ MAR- 0000 o NO. PLAYERS 2
= = B | o
O
l'o _] A-2 COIN RE. GAME OVER RE.
DOUBLE I — - BRN- |fj—BLbB | NO. PLAYERS |
BONUS RE. OUT HOLE RE. ¥ .
i GREY-BLU e = BLU-Y 4@
& S AT we BONUS UNIT POST u
OUT HOLE SW. SW. OPEN AT "O"
DOUBLE Ay AT R IO |} il — GAME OVE METES
2 R RE.
BONUS RE. HOLE SW. TARGET SW. HOLE RE. o2 38 Ll L Blu-G LN ha E
0000 e o e [ ' =8 P
ANT|-CHEAT RE. KICK-OFF SW. LOCK RE. LOCK RE. I
e g 1L 8- e 6-8 1k %5 0000 I |
EXTRA RE. E HOLE SW. TARGET SK. T ] W-0 | |
Y- = 4
0000 | GREY-B 12
LEFT FLIPPER SW. | |
I —e 3 |
EXTRA RE. 1) e |
S }_l % @@ AL |
SPECIAL RE. m D1
I GREY-BLU m @ | COUNT I
— = ’ : P
Y-6
e nii F4\ uNIT I
A COIN LOCKOUT COIL U 1 \I
SPEC\AL RE. TARGET SW. HOLE RE. (1 PER CHUTE) A-7
G-W 11 B-G e R-G
0000 {} 1} 0000 G5 I |
BLU-B
0 |
BONUS UNIT S.U. (4) ADVANCE LANE SWS. o e COIN FE. c-5 I |
PURPLE-0 iy 5 5 GREY-0 (0
: : sy 0000 -4 |
000 11 1 A |9 |
10
°°‘9‘} IE-°-5- CREDIT RESET RE. Bt
11 I}
11
b DR ANTI- GAME OVER LITE
- CHEAT -
EXTRA ADVANCE RE. COIN CHUTE SW. A-5 i F BLU-BRN @
0 R-BLU I B-R At : U
. Qi oo
(3) PLAYFIELD
00-90 UNIT S.U. ROLL OVER BUTTONS COIN =
0000 GREY-0 S RIGHT P CONTROL T
A COIN CHUTE SW. S e =
0-8 R-BLU - 00 BRN-0 Y-
ogflo— =) on e .
KNOCKER CREDIT UNIT E.O.S. GAME OVER RE. ° ° oy RIGHT CHUTE RE.
< 6-8 V3 == :
0000 —t: i} + S 2000 —
L] L]
RIGHT FLIPPER FUP:ég"; 2
coiL RIGHT RESISTANCE U
RIGHT CHUTE RE
-J- 0= D . MATCH ADJ.
Q000 i
Q 0000 LN~ i ~ =
RIGHT FLIPPER w @ -
ARM SW. CREDIT UNIT GAME = .
—F START CREDIT ~ POST OVER [ | e
RE. BUTTON =4 v, RE. .n CREDIG RESET. ke m = Pl
N0 pS———g 0¥ 0-BLU 6-BLY - ) =
LEFT FLIPPER ruwt:;Taurrou : L Hh—_{ | : (‘) :
coiL LEFT RESISTANCE
E GREY-R T GREY-B
00QQ LN* 2nd. COIN RE. i |
LEFT FLIPPER - 1 @ £
ARM SW. | 00-90
L BALL COUNT POST
2l SW. OPEN AT "0"
- GREY-
CREDIT RESET RE. ol
el L 4
i [ I
ANTI-CHEAT RE. ANTI-CHEAT RE |
6-0 W-0
AR (1 6 4
i |
FRONT DOOR
SLAIM[ SH. b
11
GREEN PLAYF IELD
VIB. SW:
=
1.0MFD (200 W.D.C.) A !
*{ ,L+ =R ! L] SUB-PANEL
VIB. SW.
]
1
LEFT ACTION KICKER LEFT ACTION KICKER SW.
! I
L E-1
EXTRA ADVANCE RE EXTRA ADVANCE RE
= 0000 —5%° "ll
11
#5612-4004 LEFT ACTION KICKER SW.
ol 2
CENTER LANE SW.
I m
15 m
RIGHT ACTION KICKER RIGHT ACTION KICKER SW. >
= =0 3
Ll RESET RE. RESET RE.
)
#5612-1004 RIGHT ACTION KICKER SW.
‘N { ] 8 SCORE UNITS "O" POS
11 .
START RE. ——
1 BRN-0 COIL NAME CoIL NO Loc -
A" HOLE RE. K-28- 1200
MPER LEFT BUMPER SW. g
AR -4- |U| ANTI-CHEAT RE. K-28-1100
L) ou A" TARGET RESET COIL J-22-550
- HlolLE = BALL COUNT RESET COIL----------=-= H-26-650---—-----—---—~
LT BALL COUNT S.U. COIL J-22-550
#5012 100U BALL INDEX RE. K-28-1200
* e BALL RETURN COIL J-22-550
o= "S" HOLE SW. S" HOLE RE BONUS COLLECT RE.------=--=-=====- K-28- 1200-----===---=--=
an BRN- s o BRN-R 0000 —4 BONUS UNIT RESET COIL H-26-650
o : BONUS UNIT S.U. COIL J-22-550
RIGHT BUMPER RIGHT BUMPER SW. CHIME
- | DOUBLE
ANE SW.
=l $IDE LANE § el
1 COIN RE K-28- 1200
#5612-400 COIN CONTROL RE. K-29- 1400
TR UR® COIN LOCKOUT COIL
"T" HOLE SW. HOLE RE. COUNTER
= MAR-G 0000 — CREDIT (OPT.) #5707
s TOTAL PLAY #5707
CREDIT RESET RE.----=----------- -~ K-28~1200----=--=----=-
RN . CREDIT UNIT RESET COIL H-26-650
RIEHOLE Y- CREDIT UNIT S.U. COIL J-22-550
=il DOUBLE BONUS RE. K-28- 1200
EXTRA ADVANCE RE. ----------------K-28-1200
EXTRA BALL RE. K-28-1200
“T" & "R" HOLE RE. EXTRA RE. K-28- 1200
& 11 GAME OVER RE.
N L LATCH. €OfL-—~—~cr—me— -L-29-700——~——=====—"=
TRIP COIL L-29-700 A6
SRR o HOECRE KNOCKER N-26-1000
1} - LEFT ACTION KICKER-------------- FJ-25-1050 (DC)
LEFT BUMPER FJ-24-850 (DC)
LEFT FLIPPER COIL 29-400
A" HOLE RE J 21-378
SWITCH CODE T LOCK RE K-20-1600 #-20
i OUT HOLE RE.----------- —mmmmmmmm K-28=1100=—=——>==~Se=AsG
_@_ SReEERR olE PLAYER CONTROL RE K-28- 1200 A
Sl oy AT RESET RE K-29- 1400 G-27
T c-4 S" HOLE RE. = KiCKouT colL ACTION KICKER FJ-25-1050 (DC) B-27
ﬁ[h BLU-W el 0000 e ---FJ-24-850 (DC)----- B-28
SW. ON NORMALLY NORMALLY LT T CHUTE RE. K-28- 1200 G-23
OPEN CLOSED MAKE AND FLIPPER COIL 29-400 A-23
SCORE RESET| CLOSED WHEN OPEN WHEN AK SW A" HOLE RE. J 31-378
MOTOR ENERGIZED ENERGIZED BRE - T T RESET COIL J-22-550 6-32
§ KICKOUT COIL-------- J-26-800-----==--=-----H-31
= e D-26-800 H-7
\ T" & "R" HOLE K-28- 1200 6-28
WT" & "R" HOLE RE. . KICKOUT CcoiL SPECIAL RE K-28- 1200 A-20
l; 5 000Q _"S" TARGET RESET COIL--------==-=-J-22-550=~~==--=-=------G-32
v TILT RE. K-28- 1200 A4
T TARGET T" & "R" HOLE KICKOUT COIL J-26-800 H-31
OUT HOLE RE. c=8 RESET COIL T" & "R" HOLE RE. K-28- 1200 6-29
| RW D) B-BLY 0000 , T* TARGET RESET COIL = §-22-560-=== === === 6-31
: L 00-90 UNIT S.U. COIL J-23-700 A-23
BRN-8B PLAYER 100,000 RE K-28-1200 A1
. s ES "R" TARGET s i
agea = > iy, | s E——— § T R e e L-29-700--~---g--=~-==== A-17
@ TRIP COIL L-20-700 A-17
o 2nd. PLAYER 100,000 RE. K-28- 1200 A-2
: s A-10
SYMBOL "S" TARGET 10-90 RE. D-27-1000
= m £ RESET COIL 10-90 DRUM UNIT S.U. COIL
s E e P 2 8
| FINGER SYMBOLS VAN BLU-R ist. PLAYER NA-26-900X H
FINGER SYMBOLS = b 0000 2nd. PLAYER NA-26-900X H-9
y - 100-900 RE. 0-27-1000 A1
-— A" TARGET 100-900 DRUM UNIT S.U. COIL
RESET cow Ist. PLAYER --=---=---====== NA-26-900K----=-------= H-10
: 0000 2nd. PLAYER NA-26-900X H-10
FINGERS INSULATED A1 1000's RE. D-27-1000 A-15
TOGETHER /10 GREY-B 1000's DRUM UNIT S.U. COIL
L Ist. PLAYER- = H-11
AERVILE e oo 2nd. PLAYER NA-26- 900X H-12
- JAGK s 10,000's DRUM UNIT S.U. COIL
COIN RE. e e f\ . PLAYER NA-26-900X H-13
|} = M . PLAYER NA-26-900X H-15
FINGERS GROUNDED iz 5% &
OFF 6O @
OUT HOLE RE. ee e
—t
1
MOTOR NAME MOTOR NO LOCATION
EXTRA ADVANCE RE.
o SCORE MOTOR 5666-2333- 60 HZ H-33
15 5666 -2334-50 HZ
|
|
BONUS COLLECT RE.
ot
15
Ist. cAM
CREDIT RESET RE. A-1 - MOTOR RUN.
1L A-2 - IMPULSE BONUS COLLECT RE. OR
= OUT HOLE RE.
= LOCK FOR START RE.
(ve) A-3 - COMMON FOR HOLE SWS.
IRE_GOLOR GoOF C R
RIGHT CHUTE RE. -5 - ‘
w c 11 C A8 - BREAKS OUT HOLE RE.
B-BLACK G-GREEN W-WHITE 1T m A-7 - BREAKS COIN LOCKOUT.
LU-BLUE MAR-MAROON R-RED 'CE 8-1 - LOCK FOR COIN CONTROL RE.
mu‘ 6iwi B-2 - IMPULSE BALL COUNT S.U. &
GRE;B REY o-P‘ A oE UMPER "S" HOLE RE | = Ist. PLAYER NATCH.
oha = - % 8-3 - CREDIT UNIT RESET & IMPULSE
= e SHE J=J { % r,n COIN CONTROL RE.
B-4 - IMPULSE BONUS UNIT RESET.
EXAMPLE' R-W INDICATES A RED WIRE = §5 - COMON TO HOLE RELAYS.
WIT i C-1 - IMPULSE BALL RETURN KICKER.
H A WHITE TRACER — €-2 - INPULSE 1000°s RE.
EARYSRES = - £-3 - LOCK FOR BALL INDEX RE.
> 4 C-4 - IMPULSE HOLE KICKOUT COILS.
NOTEA WlRE WCT To m E m -5 - LOCK FOR COIN RE., CREDIT
W-0 _‘ RESET RE. ANTI-CHEAT RE.
H— | RIGHT CHUTE RE. & COIN RE.
ANTI-CHEAT RE. l m LOCK 0-1 - IMPULSE 1000's RE.
RE. 0-2 - INPULSE TOTAL PLAY COUNTER.
} *" 2nd. COIN RE. TRIP, 2nd.
COIN RE. LATCH, GAME OVER
Y-W RE. LATCH & BALL COUNT UNIT
SET.
"A" HOLE RE. 0-3 - ;I;Eh&['f:btnc:ﬂl“ﬂf?-Ul’
H |l' 0-4 - IMPULSE LOCK Kf.m .
@ i S e G i
= *T & R® HOLE RE. "A" HOLE RE.
"T" & "R" HOLE RE. i = 0 €2 - llPuL:;q!g:gS“:ill;IR:ESU.
A =H ! S m m £-3 - LOCK .
: | WO
2 ;
10-90 RE. SINGLE CHIME Ul =
I B-Y 0-8
it 0100 ] &
=
4 : ’ m
MFD.BY 100 RE. <
=
DIVISION OF 2nd. CAN
1000's RE. DOUBLE CHIME A-8 - IMPULSE CREDIT UNIT 3 STEPS.
. . D i C-6 - IMPULSE CREDIT UNIT § STEPS.
c 9 DI 1--4 rries, Jne. 1} MAR- B SO0 E-4 - INPULSE CREDIT UNIT 4 STEPS.
1725 W. DIVERSEY BLVD. CHICAGO 14, ILLINOIS
BONUS UNIT E.O.S.
11
11
TRANSFORMER #5666—2518
@
2
m
m
-
2 1
\J
15
O AMP
FOR 115 VOLT
50/60 HZ INPUT -6
B 33V. | 30v. CAM 3 A 3rd. CAM
C-7 - IMPULS®\SCORE RESET RE.
........ ...‘.‘.‘..... 0@ E-5 - IMPULSE BREDIT UNIT 2 STEPS.
190-548-X E-6 - IMPULSE BONUS UNIT STEP-UP.
WOO e e

CONNECT #1 & #3 TOGETHER
CONNECT #2 & #5 TOGETHER
#1
#2

YELLOW =
BLACK =

DO NOT USE #4 OR #6
FOR |15V. OPERATION

OR 220-230-2u5 VOLT
50/60 HZ INPUT

connect *2 &%3 ToGETHER
YELLOW 1

sLAck T0 2= 220v

sLack To¥5=230v.

BLACK TO#&= 245V.

o[

il
5

fy

4th. CAM

C-8 - RESET "T" & "R" DROP TARGETS.
A8 - IMPULSE "S" & "A” DROP TARGETS.




