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MOTOR

' SPECIFICATION

280 watts (maximum)
Playfield inclination sveseee 3° = g° (adjustable)

[~ ey ———1 e P oy
Depth .....'..........'.‘.."‘ 1330 m. '_C— - "_C— "‘-B—' g ] : — —
Width eccecesessscsscosacoscse - 720 mm, :E: E 1 :E z N 1 : :
Height 'Y EEEEEERENNENNNENER RN 1850 mm e l _B_ —_B— —B— ..E.J - _B— - -
Nett Weight sseessesseesses e 145 kg‘ L _B_- ._:B— -_B_-‘ _E— - _B_- —é_ _— r—_\
POWET SUDPLY sseevesesssassss 110=125-150-200-220 v. _2_ % Bl [A] [A] 1Al [BI |Al A
Al A [ [ [ & &
7 (80 cycles) A.C. PEn— '?“ - I - -
Consumption sesesssssssessses 130 watts (at rest) , [ MOTOR
5

IMPORTANT

Before plugging in the machine, check that all the
connector pins are in their proper setting and check
that the transformer is set at the Mains voltage.

MOTOR SEQUENCE CHART

0 30 60 90 120 150 180°

All RECEL EUROFLIP machines leave our works set at E
220 volts AC. ' o+, |E —— |
E | . i 5 A o j _ (m | o [FAsme exTRa BAL » ZEROING ’
: SCORE SO0, 5000, 50,000 & BONUS ADVANCE # BONUS SCOFE
WIRING DIAGRAM SYMBOLS 5B | [m| [m| || | | [ e
2 ey ‘ o R b ' " SCORE OM<GUT « LAST BALL % BALL RETURN  INPUT W s
i HH “ =conL @ ) = LAMP ¢ AUTOMATNTENANCE. MOTOR. & INPUT.D
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) : ) i i | : ] | ZEROING BONUS UMIT w PMA x PO # MATCH MUMBER 3RD
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LEFT HAND COIN MECHANISM | T

If you do not press the Play button when inserting the
.S second coin, Relay X will be activated and will perform
| 8971712 L ' 7onG. ANTCHERT the same function as with the first coin, but also via
e T il xT
LEFT COIN CHUTE <~ circuit X, Y, Z and motor R it will activate Relay W
] W ' . which will give us the Start and will return Relay Z to
Voo a2 Z " the rest position.
e \w LA A
- 3 Relay W can be tripped either by pressing the Play but=—
P—‘UUTU\—————T——£E§B¢——ﬁ 4 K, X PO??;__*fldv ‘ ton or by inserting another coin.
W K 2
LR
i BUTTON ,
REPLAYS  o10-15 | CENTER COIN MECHANISM
-10- —_————ee———————r—
200000 - # -
) o X
% CENTER COIN CHUTE
7mﬁ { N o0 ANTIGHEAT |
ﬁ‘ REPLAYS '
oy .).‘_ 4 -

When inserting the coin; Relay X is activafed
which via circuit 5B, Y, X provides the number

pf‘p}ays (present for 1 to 5) (Brown Male).
’ 0 30 60 90 120 150 180°
s8] | | |oml jow o jom
2| ' ’
13l
4
| Is
% X ’ / « ,
% B mara play wath tha 2nd cain;~ . Whilst the motir When 1nsert1ng the coln, Relayé X ané‘Y a%e’aﬁ%iVafeﬁ‘and

remain so during the time thétﬁthe motor 48" at“ﬁuﬁifiﬁn 6.
is in paaition 3 Relay- activates Relay Z which

rema The rumber of plays is set with the Orenge malé cef
ins activated up to the end of the cycle, until offerlng a p0551b111ty from 1 to 5 plays.
Relay W is activated. : | |




RIGHT HAND COIN MECHANISM

‘More than 5 plays

Y Whilst the aotor is at position 3, relay Z is activated
y [7 :Tgi /6 ANTFfEAT which via the circuit formed by X, Y, Z leaves us with
Lilhe RIGHT COIN CHUTE < - the position 6 of the motor out of action, and therefore
Relay Y is not disactivated at the end of the first cycle
7 2 .2 ADL!L—————~ of the motor. On the second cycle Relay Z via circuit
AL N4 N 4 " Y', X', Z', motor R trips Relay W which cuts the auto-
3 X! POS -— v maintenance of Relay Z. Relay W places the machine at
' p———o0 * the Start position and at the same time gives 5 plays more
w R 72 /_’W_‘
sadlilks ¥ " o via the circuit 5B, Y2, X2, W.
—i = :
REPLAYS ., 5-10-15 ! My X
T REJECTOR ADJUSTMENT
, E== ,
PLAYS T
, u o ,
N p :
@) ? (@, (@
il NN nonn n n.o .. :
\ . ‘ ; :
: O U O oo g o g i
e 2 @ e |
a 30 60 90’ 120 150 180° X 60 90 - 120 150 - ' 180° : ‘ L L L . noe £
e o] o] | ik B

REJECTORS: LEFT  CENTER  RIGHT

COLORS: BROWN ORANGE  RED O JE i

Left:= From O to 5 plays per coinj and a Further:p
with the second coin, if set at p031t10n‘"B"

Centeri= From 1 to 5 plays,

Right:=  From 0 to 5 plays' and +6 plays iF set: at PO
' sition "A", !

;’a g B =

NeBe:= In any oneg machlné regardles,s nf “the number of
rejectors (1, 2 or 3), only one of the "A" "B"
selections can be useds .o .
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‘OREPLAYS pmMz |
1T 1 NY Jyx
_.__—i'\ '
lpss Jeo Pis :

b,
WL 77 U AT L1
REPLAY 180

UNIT @.r 58

PM1 N2

J BUTTON
PM2 - .r — P58 L__@g__“y______
PLAYERS ———A'F_—

(o]
b

After prESSing ‘the button, Relay W is activated as
long as the circuit condltlons are satisfied. -

‘Whilst the motor is at position 3, Relay PM=2 is
activatad as long as the GO or P5B condltions are
' cOmplied with. M 

V ﬂelay PM2 takes the ball/player counter back to zero
© and when this is at zero, activates Relay PM-1 whilst
 the motor is at. p@sition 24

 The ballfcnunter when returning back to zero, pro-
vukesxths zeroing- ef : thetscore .counters,

Helay PM—1 ‘returns the ramp tc rest position whilst
the mator is at position’ 5, and: ‘then the machine is

ready to play.

ZEROING OF SCORE COUNTERS

: ,C3
ADD PLAYERS [ 4TH & 3RD~ PLAYER
H———H——H——H——
...Cz
L4 AT ‘:Lc‘ A7 4 L4l
ISTPLAVER )
A% - -1 4]
}E3 s T -0 24 O— GDSB
1
FEZamm ! 0 25 0—
AN i
Flammm 1 026 0— 28y
AN pEME |
—
—
. g /0 ISTUNIT [0°POS 100 1ST__, C1
] 100 2ND UNIT *o POS 100 2ND G2
L o0000,® DRRR0D 757 3pp uniT 'o POS 100 3RD , C2
.M&Mp

BALL RETURN

-——"WW\———HN BONUS_ HOLE“____@B___
SUBSTRACT BONUS \ 1 |
000000 £

s

During the Start cycle, Helay PM2 carried out<the zeror |

ing of the player unit..

When the player unit reaches: position ‘24, the PC disc '
activates Relay C3 thereby impeding any further: ‘advance
of the unit until the mentioned relay. takes the score .
counters within its circuit, back to zero (100.000 3rd,
10.000 3rd, 100.000 4th, 10,000 4th, 1.000 4th, and

100 4th). ol

P
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When Relay C3 has performed its function, the player
counter moves on one step to position 25, activating
Relay C2, thereby cutting out any further advance of
the counter, and it remains in this position during
the zeroing of the score counters which belong to the
C2 circuit (1000 3rd, 100 3rd, 100.000 2nd, 10.000
2nd, 1000 2nd and 100 2nd).

Once these counters are back at zero, the C2 circuit
is closed, thereby allowing a further impulse to pe-
netrate to the player unit until this latter reaches
position 27, where it activates Relay C1, which once
again prevents any further advances of the player
unit until completing the zeroing of the remaining
score counters (100.000 1st, 10.000 1st, 1000 1st,
and 100 1st). In this particular model, Relay J has
been included for zeroing the Bonus counter, so that
th? player counter can continue until it reaches zero.,

i
‘ﬂg;henever thare is a fault in the machlne, no mat—
ﬁter‘hQW‘imsxgnlflcaﬂt this might seem, put it
right. The player loses 1nterest in any game
when, hs finds that/certain elements are not work—

ing p%ooerly. o’

‘W&ﬁfﬁ Jolr mechiné.” ‘The 1iGhting both on the play-
field and back screen, make it more attractive.
Do.mat let.the machine:lose this characteristic
u@aa“ ECATe- 3 bul#a %&@sh wnlaamg

ENTRY OF 2nd, 3rd AND 4th PLAYERS
AND DEDUCTION OF PLAYS

GO
ST '
) P5B
P2 e t apd Y
b A
PJ3
el 111k 2 (392"__L
PJ4 P13 1
+——TII0 > it (E}____
TOTAL PLAY METER
SUBSTRACT REPLAYS 'O'REPLAYS i
000000 r—— T

When Relay W comes into circuit for the first time, it
activates Relay PM2, as we have been 'able to see from
the Start circuit.

After the machine has completed the Start sequenoewand
during play of the first ball, more players can be
marked up. ‘

The schematic is shown at the "rest" position, that,isf
to say after completion of the Start sequence. ;

If Relay W is activated again, it trips PJ2, PJ3 and
PJ4 in succession, and in each case the totallzer or
playmeter will move one step, ‘

Relay W will deduct the plays as long as it does not

work via Relays X and Y, when it will activate the rE-"
levant player but without deducting the play, because
in this case it is protacted by twm clcsed switnh groups
in Relays X and Y. S ~ + =

, VERY IMPDRTANT
Use only fuses of the same value as
dicated for each»Function. '

=9




f_d“as long as Belays PJZ"

BALL RETURN

et [11A ! B~
BALL RETURN
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The Ball Return Relay S is actlvated with the ball in the

’ hole after the Bonus counter has been returned to zero
and with the motor at the rest pOSltan.

Relay S, working via a contact in the UB Relay (last
bal%) and w1th the motor at p051t10n 5 “kicks the ball

‘ﬁIf e@ndmﬁi@n v {beglnnlﬂg DF ball) or U (extra ball) is
met during the time that the motor is at position 1, the
same contact in the Relay S sends an 1mpulse to the play-

§er counter which will rec to -

_ve’up fo 4 successive impulses
and PJ4 are mot activated,
sthereby proceedlng £ r A the next ball, or to move
Jvon to the next player if aﬁy’of the PJ Relays are acti-

-

Should the last ball be in play (3-5), the wiper would
then be against the relevant plot. As soon as the

- ball fell into the hole, Relay S would be tripped and

therefore coinciding with the motor (positions 1-R)

the Relay UB would be activated and this in turn would
cut the impulse from the player counter before complet—
ing 1-5B, so that the counter could not advance any
further and nc ball would be returned to the playfield.

GAME OVER

R i |
” PM2

3 2 ;‘
S9F
B !

%0y 35 | U @ 58 _
BALL N PLAY

_ 0000 O BOUNCE
__99*}__—“""//'

N RN
 #PM2 Cébeo

Y - LT

"

F—He—

1

The Game Over (GO) Relay is , activated in two ways: by
activating the short-circuit (see Tilt 01rcu1t) or at
the end of play.

When Relay S comes into play at the last ball, and after
activating Relay UB (see Ball Return) with the motor at
position 5, the GO Relay is activated which outs off 3
current and lites up the Game Over sign at the end of
the Dlay. R @ '

"BeFore reaching position 5, and via the same GD/CerUIt

the match number is scanned giv1ng a free play if such
has been won via the motor positions 1, 2, 3 and 4,

M-

S ~ Sl : i it
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BEGINNING BALL AND EXTRA BALL

BALL RETURN HOLE
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ADD
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. Q - EXTRA BALL
e FOR COMBINATION
(ExTAA AL
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u
TV H—
: [EXTRA BALL
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i
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EXTRA {L
BALL FOR ,
SCORE —
| . ‘LN I'M ‘LL
" bk = 8
W F l
@5 #S .[-U i . 4
‘ - . Jk
TROUGH '

§§v Eg; EXTRA BALL

The Relay V is activated by means oF Relays N, M and L
(score relays) and remains actlvated until the Jall
re—enters the Ball Return hmle.‘

—‘2—

et

Tad

play uf this extra ball (motor 58). :

I F‘Relay V has been activated during play, Relay S will
count the ball, but in other cases the ball will be re-

... turned to the playfield without deduction,

oIn the case of Extra Ball, Relay U prevents the cut—out
. ; of Relay V by Relay S and it is not disconnected until
% the Ball passes through the Return Track.

"’5_ Extra ball can be obtained directly by your score as per
f"~thE5preset levels, always using the lower male connector

‘ reduired (Lite Box), because if the male connector were

. set at 300.000, there would be no Extra Ball until Relay
”r-;fJK had been reactivated, which would mean 400,000 points,

‘:,Extra ball by combination according to model, see p. 23.

When achieving Extra Ball, the combination of Relays U
‘and V enables Relay S to be activated without deducting
the wall,

Reiav U Coh+inues in the activated position until Relay S
-is Hrought into action and passes through the motor posi-

' '“'tlon 5 ¢nereby allowing a possible further Extra Ball.

:jnwlth thevadJustment for "No Further Extra Ball", we have
- achigvéd that the Relay U remains activated during the X
. second ball, but Relay V cannot be activated and so the

second ball will be taken into account and there will be

Cnd further extra ball.

kWhllSt play¢ng the extra ball, and when the adgustment 15 ‘

such that' this ball cannot win a further extra ball, thé
actual Exfra Ball lite will be flashing throughout the §

]

The uxtra b=11 11t§ when 1lit, will be turned off as soon

as an thfd ball is won and will continue unlit during
_khe- play of the’ extra ball even after completing the

z ClPCult In the case of "No further extra ball", this
;14139 will be switched off during the play of the extra
G - S ; ‘ :



ANTI-CHEAT AND CUT-OUT UNITS

FLIPPERS
BUMPERS
EXTRA BALL ADJ. KICKINGRUBBER
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V . w..—.——-———‘
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Relay T is connected to the Tilt contacts (Pendulum and
Ball Roll Tilt) and is disconnected with the entrv of
Relay S, and the time in position 4 of the motor.

Relay T lites up the Tilt sign and cuts off the service
to the play relays and mechanisms (Flippers, Bumpers
and Kickers).

It ensures that Relay V (beginning of ball) remains ac—
tivated whilst cutting off the auto-maintenance of Relay
U (Extra Ball), thereby penalising the ball in play and
the Extra Ball if this had been won.. ‘

The heaviest penalty occurs when hitting against the
front door or the lower part of the cabinet, because in
such cases the auto-maintenance of Relay R is cut off, and
the circuit passes on to Game Over (GO), thereby finishing
the game at that particular point. Game Over and Tilt
signs are then lit up for all players.

Relay R which is shown in the schematic at the "rest" pD—
sition, is activated by the Start sequence (Relay W) and
is held in auto-maintenance.

Once you have levelled up the machine, check that
the pendulum and ball roll tilt units are set :
correctly, in order to prevent Tilt at 1nv01untary
or critical moments. :

The mochanical playboard elements as well as the 3
contacts are vital to achieve maximum eFflclencY =
of the game. Give your machineg regular: serv1clmg.

' THIS Is VEHY IMPORTANT . v

'!

~15~
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SCORE UNIT

V@S

QSB__..
SR

T° J- l IIOOPOINTS

. 1 I T

N 100 4TH 100 3RD 100 2ND| 1001ST

RS L4} AT ~T L

1001ST P1B
000000 1 2ME__ P28 =
Tr 1r

J 100 3RD /238 |

. 000000 00 4TH  P4B
LR}

‘[\ I l1000 POINT
1 LT S

'9'100 4TH  ON ADD 100 4TH

M M 1000 4TH_10003RD 1.000 2ND 1.009 1ST
IO ————t
9100 15T ON ADD 100 1ST
[g100 ?:ND ON ADD 100 2ND .
[97100 3RD  ON ADD 100 3RD p—rit—+t

The score switches with a single impulse, are cut off
by the motor in such a way that whilst the motor is
turning, no score is given.,

The multiple scores (for example, 500 points) activate
their relevant relay (Relay O) and it is this latter,
via motor position 5B that performs the score function,

{WMEach impulse received by the score relays (for example
N), is transmitted by the player counter (P18, P2B,
P38, P4B) to the respective counter. This counter

when activated, opens the relevant switch in the auto-
maintenance sequence of the relay (N).

When a counter (100 1st) is at position "9", this clo=-
ses the step switch to the following relay (M) and

;Mwwhen .a new impulse is received, the relevant series is
closeti giving the 10th impulse to the fallow1ng relay

(M),
~16- \

ADD PLAYERS

| BALLS UNIT |

5-10-15 P POSITIONS |

1 VI 1 i}

| I

‘ImA P2A|{P3A|P4A| !

PRINTED CIRCUITS : ” J
10.000 POINTS UNIT

SCORE REPLAYS

15T T

2ND {

3RD |

SCORE ADJUST

-
T

--— X 100.000

’,

~7100.000 POINTS UNIT

when an impulse is produced From Helay L.'~ wty e LIt

PRINTED CIRCUITS

\-fs-s_-xaqv
- 2-6-104448 ? ot

o-,t.-s;‘az-ts
3 3.7-1-15-19

B’ALLS‘UN’n et
POSITIONS

The free plays given as a result of high écdfés;'éré¢6€% ned.
when the player'counter‘éoincidés\with the'preéetermiﬁeﬁ“éﬁ-

-17—6




RELAY LT 000-900

100 UNIT 1ST 2ND 3RD 4TH PLAYER

.
C13579
ol T TY

BEX:

30

t7| |50

70-

S0
*r—

i Al 8
REPLAYS  srous LAYER PLAYER

—

4210 ‘ ﬂfk

The Relay LT (0(]3-800) is activated by the 1st player's
10000 counter, ‘at ‘every impulse [except when at position
"0"), During the zeroing of the score counters, it re-
 ceives impulses via C1 and this makes it stay at an unde-
termined position.

’Iﬂwen the last ball falls into the Bell Return hole, this
activates UB and S (see Ball Return) via the series 5B, S,
UB, Whilst the motor is at 1, 2, 3 and 4, the situation
of the counters is scanned for the 4th, 3rd, 2nd and 1st
-18~ -

players respectively and in this order, and free play
is given to the player who coincides with the Relay LT,

This same series (5B, S and UB) activates the Relay GO
whilst the motor is at position 5, thereby terminating
the play.

During the Start sequence and whilst Relay LT is advanc-—
ing via Relay C1, the lite remains off because switch
PM-2 is disconnected.

ELECTRONIC SOUND

8n
YELLOW 1 YELLOW
5 LEVEL
of| Fm——
O \ jj-———'MN
BLACK 28V o) ‘ ’
ov jo—RED
Db ¢ 8 A |
Nc ) 3T
PUR-RED oM
i L 3
BLU-RED . ut
: : "Jf. L2

When there is a score of 100, % Tor 10.000 (via Relaﬁég
N, Mor L reSpectlvely), impuises ‘Are transmltted to tha,
Sound board, which send%ﬁa sérles ‘of impulses. t@ the.
loud=-speaker, at a frequency whiahwborrespand‘gtg the in-
put (A, B, C or D) that has received the original impulse.
The volume can be ad3ust@d~to thrﬁe 1euelsf--

Maximuni {MX), ‘MBM MB), Minimum (MN) -'




CIRCUIT SOUND

220/ 6w
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BUMPERS,&IPPERS AND R. KICKERS

32v

FLIPPER SW LEFT FLIPPER BUTTON
- < 1
FLIP! Y w RIGHT FLIPPER _{FBUTTON
N sw_ |
LH KICKINGRUBBER 1 SW
[ N 1
* X RH KICKINGRUBBER . SW |
) - {
‘ T L0990 L sw |
L " I ; : ; : I !LEFT BUMPER . SW _
IGHT BUMPER . SW
17

; el

>1>
o ®
mf

ov
The machine is fitted with an AC rectifier in order to

feed these mechanical elements with DC current, thereby
achieving greater effectiveness. The voltage is deter-
mined by a setting at 28, 30 or 32 volts and therefore
can be adjusted to obtain the desired power. :

The flippers at the moment when the push-buttohs are
pressed, give their maximum force, and thereafter re-—
main with medium force, when the on-add switch is opened
because this remains in series with an 18 ohm. resistor
thus avoiding any burn—out of the coil even if it re—.
mains activated for a long period of time.

On the rubber kicker coil we use a diode, and also on'
the bumper coil we mount a diode and resistor, in order
to prolong the life of the switches on these elements.




BONUS

ADD BONUS 10-15 {100 POINTS
100 POINTS |
’ POINTS
Ll -vpe . 2
{_"97POSRACE - ON ADD RACE] 100 POINTS R
I VT
r“‘Jﬁ‘“ -
 BONUS 27 ¥
1 ADJ. Ol I
SR T 4
BONUS  SCORE
L Y RN
\
G
» LA S
UBSTRACT BONUS Y A3
£ 00 4 A1 2 ©
@]
ans
s = @’
> r ZJ
; BALL RETURN
—;0Bonus  HO G2

The Bonuses advance through the Drop Targets and roll-
overs when lit, which score 5000 points (Relay P). With
Relay P you can obtain 2 or 1 bonus advances, depending

on whether the machine has been set at Easy or Difficult.

The zeroing of the bonuses is obtained via Relay J or
“with C1 (back to zero). The counter is brought back to
zero in steps of 5 (simple bonus) or 2 (double bonus).

-22-

28V.

EXTRA BALL DOUBLE BONUS
AND 50. gOO POINTS

30V. ¢

"1

{E}_ﬁ.
Ot

i :TARGET3#2 ‘H,D ’HS oV.
s #1 l
-4 T000 > 1
T 1H Y
' | \TARGET 172 2 ~
EXTRA BALL FOR 1T
COMBINATION i .r1 i l
' || HARGET2#2
IQW |3 1
b '.Q 4D\6
' L, TOTAL BANK 1 < 1
L
The three Targets on Bank N2 2 (1-2-3) when Lit,
give Extra Ball, 50.000 Points and Double Bonus
respectively, The lites of these three Targets
are 1lit when the Targets on Bank N2 1 (1-3-5) are
knocked down,
RESET BANK
T S
28V.
Sg g
rg
.lBANK1
0 Rt By g2y 2 2 | s
:PHZ
BANK1 <3 L8 C 6o
00000, E 4 \Q

The two Target Banks are reset when the ball falls
into the hole (Relay S) or when all tha Targets on
Bank N2 1 are knocked down,
Bank N2 2 is reset when all three Targets are down.
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PLAYFIELD PARTS

REBOUND RIIBBER ® 0 006000 06 0000 000 09000

'RUBBER

RUBBER
RUBBER
RUBBER
RUBBER
RUBBER
RUBBER

RING N2
RING N2
RINT N2
RING N2
RING N¢
RING N2
RING N2

FLIPPER RUBBER

RUBBER

REBOUND

PLASTIC SHIELD
METAL GUIDE ceceecocccccocscensocne
BALL GATE ASSEMBLY ccccvccocccoces
RED TARGET SW. ASSY cocovee
RED BUMPER BODY ccvccceoseocssscsscs
RED BUMPER CAP

-0CTGL.

RED CHANNEL
RH ROLLOVER
RED CHANNEL
RH ROLLOVER
METAL GUIDE
GUIDE

METAL

I ® 06 &0 0000000000 00
1172 ® & 0 0@ 000000 0o
2 ® 0 060 00009000090 00 0
21 /2 ® & 0 0 000 000 00 00
3 ® 00 00 00000 000 0000
u ® ® 090000000000 0 0o

0.................

RING ® 6 0 0000000 090900

® @00 0000000600000 00

® 0@ 00 00 000000000 000

® 8 02000 000000000000

GUIDE eceeovsccvooccvces
WIRE FORM coceccososnsce
GUIDE eo0e 00000000000
WIRE FORM ccecovvcccese

® © 0 0006000000000 900000 o0

PLASTIC SHIELD ® ® & 0005000000 09000 00
METAL GUIDE ®® 000000000090 0006000900
METAL GUIDE eccccvoccccvocccccsscsces
RED TARGET SW. ASSY cccesee
DROP TARGET oececevoceosscosccscsoccsen
REBOUND BRIDGE cocvososecocccceccoe
PLASTIC SHIELD cecceccecccccccscsone
WHITE CHANNEL GUIDE cccoccesvcvoce
METAL GUIDE ® 0 0 6 008 0 000000000000
METAL GUIDE ® O 0 00 00 P 00 OGSO 0P SO0 OO0
METAL GUIDE cccecescccocvcccsvsoscnccce
PLASTIC SHIELD ¢ 0 & 00 0000 000000000
LH CONTACT KICKER ® 0 68 0000000 00 SO
PLASTIC SHIELD ® 6 00 9 000009 0P 0O OO OO
METAL GUIDE @ 9 0 068000000 99 e 0000 O
METAL GUIDE e¢veevvceccecconccoocsocne
METAL GUIDE eesevesnrerecrscotre e
FLIPPER HEAD ® O @ 0000 20000 00 .». oo 0 00
METAL GUIDE ® 0 000 0 0008 60O O OO 0O S OO

OCTGL.
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01 5-033
015-021
01 5-022
01 5-023
01 5-024
015-025
01 5-026
01 5-020
015-046

OL6-212
020-231
001-268
o46-214
051-079
018-352
018-370
018-152
017-018
018-148
017-020
001-206
001-238
020-233
001-205
001-231
051-094
018-480
001-256
020-232
018-147
001-150
001-197
001-195
020-23L
057-002
020-235
001-196
001-229
001-230
018-339
001-291

'O 0000000000




COILS USED

REF. COLOUR DESCRIPTION
050-002 | YELLOW RELAY COIL (9.500)
INDEX
050-003 PINK RELAY COIL (11.500)
Pages - Circuits
050-004 SLATE RELAY COIL (13.500) 1 " Motor
“ 2 ‘Left Hand Coin Mechanism
3 Center Coin Mechanism
050-101 YELLOW STEPPER RELAY COIL (107.950) a Right Hand Coin Mechanism
5 Rejector Adjustment
6 Start
7 Zeroing of Score Counters
9 Entry of 2nd, 3rd and 4th Players and
. deduction of Plays
10 Ball Return
DC FLIPPER, DC BUMPER AND 1" Game Over
12 Beginning of Ball and Extra Ball
9 DC RUBBER KICKER COLLS 14 Anti-Cheat and Cut-out Units
050-203 | YELLOW BALL RETURN KICKER COIL AND 16 Score Unit
17 Score Replays
DRIVE COIL ON BALL COUNTER/PLAYER 18 Relay LT (000-500)
AND REPLAY UNITS 19 Electronic Sound
20 Circuit Sound
21 Bumpers, Flippers and Rubber Kickers
’ 22 Bonus ' | ;
050-201 | BLLE KNOCKER AND REPLAY RESET COIL 23 Extra Ball, Double Bonus & 50.000 Points
‘ 23 Reset Bank
, _ 24/25 Playfield Parts
050-301 WHITE COUNTER UNIT COIL o6 Coils used
050-302 RED TARGET AND RELAY BANK RESET COIL
1
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