¥ 4 J v K Y L VvV M v

]
|
<
Z
|
|
L
|
Z

WHITE WHITE
WHITE WHITE
GAME PLUMP TILT svessvsese
#2 START RE. OVER RE. TILT RE. NOTE: STEPPING SEQUENCE IS SHOWN ON :
A SREY gy GREVCR ey A O DRUM DISC TO COINCIDE WITH . kY
00-90 UNIT DISC . e L-15 oth. POS. POST Sw.  CREDIT UNIT
. S.U. COIL
- REDIT UNIT
TR D-2 = —_— . 7 emslfvsn = ON CREDIT U L
TILT RE. BALL TILT SW. . b Gy ob | R-BLU | | W-R ‘ rdl \QQMI
1L | — 2 i} — N (= A
| i 8 5 L7 ol io I .
| _RG | .
as—a .
7l 17 |
b TILT RE. o OUT HOLE RE. | MAR-W 1 |
1t e o % iz [
| <A—B ' | MAR-G | |
o Ist. PLAYER 1 1 10-90 9 5 00-90f !
w o 10-90 DRUM UNIT E.0.S. SW. & | | B-R | |
= o W-R | < | B ————— 8 UNT |
D X 10-90 DRUM UNIT E.0.S. SW. TO COMMON ON PLAYERS | | .l e | o |
= 10-90 RE. 2nd. PLAYER Yth. PLAYER 3rd. PLAYER = 10-90 DRUM UNIT DISC I - ! 4 14 | ANT|-CHEAT RE.
11 R-W \r B-Y \x R-Y Ly G-BRN | S | | I | Y-8 o
~t1 rdl P4l p 4l 7l w | = | .¢___|_. | 71
£ | | 1 |
o x ! i I =
Y-6 W-BRN ! | = | _R-B B =
(4) 10 PT. PLAYFIELD sHs. © 2ng. ‘_@—Iz. gl 6! 16 ! =
| = W-B e | YN [ | -8~ | ! By RE, T “*{ =
2 ard <—@—,I I o T S I
E-4 3 | |
uth. BRN BRN-0 | : | BRN-B | H I
L & R ACTION KICKER SWS. 7y ._aJ Lg. |
lL e o e o ey
11
25 ¢ CHUTE ADJ. |
E-6 . e I
7 Y-8 LA OPTIONAL CREDIT METER
]
RIGHT plo«':m RE. RIGHT POCKET db e o] IL. BREV:N. b st LR S R Gl G Tl S T e OAAA = Ss
4 ROLL-OVER SW. A-8 . . ks ot s Dol bl b S T RS )“ ARAA '
D BLU-0 T W-Y 4D . ° :
. .
G-R e . B
——— E-5 : . =
.
(0 -R- c o
ALY/ . . H1-SCORE POINT ADJUSTMENT
ERlR O HE CENTER POCKET c-6 : 2 INSERT PLUGS INTO SOCKET AT DESIRED POSITION
K4 ROLL-OVER SW. S B BRN-W . P EXAMPLE:
R it LV H b4 RED WIRE PLUG INTO 1000 POSITION SCORES AT 31,000
3 . a cseces BROWN WIRE PLUG INTO 000 POSITION SCORES AT 50,000 e
.
e
m———y | | . 2 CREDIT
HIGH SCORE ADJ. |°D" ] \ . 2
LEFT POCKET RE SAME SEY e e esses . ¢
1 : LEFT POCKET - ea '000’90?0 RE. oy H | B-BLU 1 | v-w 1000 o | o | 2nd. | 5 b
g ROLL-OVER SW. HF 1t ] m | 3 . n | | _GGREY e ) o ADDED BALL
BLU-Y { : I I 2 aed | . : ] [u] | 3rd. | : .
, -R- nd. [ ML= I R | . .
G-R .gl . . 12 | “esese
l> : i W-GREY 3rd : e i o - Eu e I
® o 5 - 13 | B
3 I s * 41,000 TO 50,000 -BRN- | PLAYER |
50 POINT RE 14 l o ) R IS S ~—9 . 4 CONTROL | ADDED BALL | ADJ. JACK
AT e BRN-W o I - | N 1000-"31 0 il 14 10,000 ff | o ;
" e 474 | PLAYER | | {hsa 5000 & * 51,000 TO 60,000 e e B #2 :
| CONTROL !  To comson puavets | § 20008~ e . e e | UNIT
100-900 DRUM UNIT E.0.S. SW. | 1000, 9000 GFUM UNIT DISC DRUM » . s | UNIT AR |
| #2 | | | BLU-Y 6000 * o e 61,000 TO 70,000 0 |
100-900 RE. 100-900 RE. 2nd. PLAYER Yth. PLAYER 3rd. PLAYER Ist. PLAYER UNIT & o . (:,,‘“ — DISC o
G- 11 GREY-BLU x B-R Y . " 0-R__ 1r | UNIT | a1 . le | TO COMMON ON PLAYER
4 " AT L4 o1 xS | Sy L : DISC _“jgy 7000 o + 71,000 TO 80,000 CE:%SREV- | g | 0,000 DRUM UNIT DIsC
} ] : 2 7 |
| fas Shibe S 81,000 TO 90,000 9 | |
; o o [ ., rh — E i
10 e i o RESET RELAY | BRN-W 9000 ® 91,000 TO 100,000 -B-
10-90 RE. | Ist PLAYER ! A STARTLRE | B ) e P :
| GREY-W 5 ! 0-B | Wk G-R | 8l 3 4 i il
0 oo 9) I i e s | 18-W 0000 o . —_——
D | %I s .
rl:_l::_E]—l l : ) i o 10-90 DRUM UNIT s.u cm:s
| & 0 ol GAME OVER Sy WHITE
‘ | 2nd PLAYERY) 0-BLU 1 | RE. 1060 RE. F————— Ist. PLAYER
B 9 2 : G-B 1} MAR-Y | P ! 0000
————— ]
| PLAYER ; " I
a— Ee - | CONTROL e’ i | (18 PLATFIELD DISPLAY L?TE
o, 0l L 1 [ |
5 g, SPEPLAYER 5 3 50 o ) (INTT : | &/
e e
9 9 13 | |
R | | ! | FUSE LITE
i ey | : : I 2nd. PLAYER P
O=—=0 H
o 0 N f-BLU 000 N
Pampiaver ® ! i ! : > 2 ¥
I (4) ROLL-OVER BUTTON LITES
=
9 9 4 | R BT e el el e
S 2 R I | wp R S reba3210) w 2 s
D (2) PLAYFIELD | [ PLAYER | —eR : : ,.f_ )
y BUTTON ROLL-OVER SWS. | CONTROLI | | ES (3) SAME PLAYER SHOOT
i : #257) I 1 AGAIN LITES EXTRA BALL RE.
! ! L B 3rd. PLAYER £ GREY-W 4
! ! i 0000
CHANGE RE. e o | l3I RIGHT TOP LANE LITE
A T
4 il Ll : | 1000 AND ADVANCE WHEN LI
BLU-0 T |
il | s
|
6 MARY | | CENTER TOP LANE LITE
: ! | 300 AND EXTRA ADVANCE WHEN LIT
{ [ i
CHANGE RE. | | Yth. PLAYER W4
4 RIGHT TOP o | | [ sy BLU-W 0000 RIGHT SIDE LANE LITE
6.0 S v ) % -4l 7 300 AND EXTRA ADVANCE WHEN LIT clalaE BE
4 :
e | St S i R-Y V2
—]R_Y $d Al
G-R 4
D — LEFT TOP LANE LITE
1000 AND ADVANCE WHEN LIT
BONUS ADVANCE RE. N\ 0-W {
. 100-900 DRUM UNIT S.U. COILS
1 it s ari | Ist. PLAYER X
100-900 RE. f 0 ] ) LEFT SIDE LANE LITE
s il 300 & EXTRA 1} ¥ QQQ 300 AND EXTRA ADVANCE WHEN LIT
BUMPER SW. 3 BONUISyRE, I : O -
]l e
7 T 7 | 5
: | RIGHT POCKET
300 & EXTRA - | ROLL-OVER BUTTON LITE 5 RIGHT POCKET RE.
BONUS SW. B s | 1 e -R- ot
]I = | | | J A
10 11 9
U | | 2nd. PLAYER CENTER POCKET N
1000's DRUM UNIT E.0.S. SWS. | = | N w ROLL-OVER BUTTON LITE CENTER POCKET RE.
1000's RE. 1000's RE. 2nd. PLAYER Uth. PLAYER 3rd. PLAYER ~ Ist. PLAYER | Al 7 % -
MAR-Y 11 Y-6 iy GREY-0 ¥ R-B ¥ Y- 1 | | SR e 1
I > T e | ; e o b s
| PLAYER 1 T | ROLL-OVER BUTTON LITE . LEFT POCKET RE.
! 3rd PLAYER 5 1
S~ ) | CC:,','LR(’L: i : P i
¥ :olsf PLAYER O: Sl FESsguy 4 | | O —— 3rd. PLAYER DO::EE S?TJS -l
: , B = = | [ BLU-BRN BLU-BRN CONTROL RE.
g 9 .3] [l | B > QQQQ BLU-B '
8 | S-SR — | | | 3| 8V T
RSO | |
foO=—=0,| | ' ! I
10 | |
| EAPLAVER"Y. g | | ! (e
Lg 9 |2 | | —_———
5 3
e i P
™0 | C':)LtﬁrYFEgL | | | th. PLAYER | € :
F = "= | | | | BLU-G BLU-G H
I> joCr= Do) (el | | L ~ 0000 ~ BONUS LITES | .
3rd PLAYER UNIT 1000
‘ ! | wwee | 1 b e E SCORE RESET MELAYS 7N -0- I 2 }
I SRR B 3 @
| e ’° I -ty L‘”‘—— ol It I
i | | 2000 | |
- . o - | BLU- |
! e —l : I G O G Pt :
! 1°2 th pLAYER ° | I | o 1000"s DRUM UNIT S.U. COILS i |
i BEE it SRECY - ijogy | S 1000's RE Pr e - e e ;00\0 GREY-R I :
9 | R . | e L e 0000 s @, B |
1
LEFT BOTTOM LANE | h 4000 | !
ROLL-OVER SW. | : T 0-W s |
> 1k | | Neg 140 :
w | 5000 |
@ RIGHT BOTTOM LANE | : i P |
(G} = W. e
& ROLL-OVER § | \ I 15" gonus |
| \ 2nd. PLAYER 6000 ! |
| 4 | \ H UNIT
> | = o b 1
-
CHANGE RE. : | . SonG H |
- B LEFT TOP | 1 o H 1
ROLL-OVER SW.
BLU-0 e I i I ik " |
: I | B conTROL| e | |
: L o Se : - O—M-Lzmw'——' e :-0 l o =
- - e ~ - SR S ! 3ra. PLAYER 18 |
t 10 CHANGE RE | | B-W 0000 / 9000 |
G-y ' RIGHT TOP - O_LG_____'. |
—— ROLL-OVER SW. | 19
|
6-0 it I | 10000 | 1
| () 9-R |
! | | 23 (10 STEPS)
¥ | 1
b o) .
BLU-B |
D BONUS COLLECT RE. 0-3 | | 2 4th. PLAYER i) T 9 |
I} 6-W f | ) BL-o u 0000 B oG 5
L Liioee SCORE RESET RELAYS (15) SCORE GLASS DISPLAY LITES
2 #1 Foe7es543210]1
;\3 G-R G-W 1.2 76543210 H )
1L = _‘ l——
3519 i COIN DENOMINATION LITE
s #1 START RE. (1 PER COIN)
S
1" RIGHT FLIPPER COIL RIGHT RESISTANCE Jarti LB AL, ————— s DRUTSTNIJL:#é gty O
<= 0-W S T i E
J —xZ1 H M | BLU-B 0000
: TILT RE. TILT RE.
RIGHT | BRN-0 11
FLIPPER ARM SW. | i LAl
H | (2) NUMBER OF PLAYER LITES
| | PLAYER s a
LEFT
FLIPPER BUTTON ! /O BLU-W i L |
[> LEFT FLIPPER COIL LEFT RESISTANCE ! ) “.
5 GREY-Y 1 2nd. PLAYER |
0000 - (NN | BLU-B 0000 2 PLAYERS | |
| BRN-Y L |
LEFT
} 12
FLIPPER ARM SW. \ H W Sk | COIN :
i \ | § {\_BRN-BLU ' m UNIT |
| o/ I3
PLAYFIELD 1 o 4 PLAYERS | !
12 EXTRA BALL RE. EXTRA BALL RE. : RUNWAY SW. I o N BRN-BLU | :
G-GREY Py BRN-0 . 1 = Vs |
1 )T e GAME OVER RE. : o 3rd. PLAYER = a4 14 3
¥ o g e
by ! Q000 s e
W-R
| : o (4) Ist, PLAYER UP LITES ey G S,
| w @D F i R-BLU | g |
‘ LEFT CENTER Poz;i:TRE | = B Nad 1 :
‘ ORI v R oy F ! = (4) 2nd. PLAYER UP LITES | PLAYER |
> —H=— L {} [ l = N wrw | o CONTROL |
: ] % Uth. PLAYER N 2FLUNIT | ey, = OVEle e
‘ HI- SCORE ADJ : GREY-BLU | PLAYLR# BLU-B 0000 (4) 3rd. PLAYER UP LITES : i |
\ Cessesene L ] = 1 < i
——taRe LS @ SSCREDIT Lo Y S —— 2 () 1000's DRUM UNIT Sth. PoS. No. I 3. : g GAME OVER RE. #2
. s o E.0.S. CREDIT TRANSFER CIRCUIT E.0.S. CREDIT () Yth. PLAYER UP LITES 1}
. . UNIT UNIT - KNOCKER COIL e |
]l -
S @ o EXTRA BALL  3ame NS/ [ 4 : R- SANE %R, R, 12
13 Sesraid T k-
: - SMALL CHIM
{EERLAYEAELD BUTTON 0-O0ig - MAR-G 3 GAME OVER RE. (2) GAME OVER LITES
BONUS ADVANCE RE. ROLL-OVER SWS. I} \_Q_QQQ/ B-BLU
o it " ; g %,
1001 RE- o MEQLRE S #1 (BALL PLAYED LITE) r——--
it LEFT SIDE LANE 1N i L e | :
[> L4 ; ROLL-OVER SW. : h i
o ]| #2 (BALL PLAYED LITE) |
xe | o o 1000« RE. Sk LARGE CHIME e i |
: ; v
I (] = QQQ l2 |
#3 (BALL PLAYED LITE) : |
PLAYER CONTROL RE. D-1 _O MAR-B m BALL |
CHANGE RE. PLAYER CONROL RE.
1 RIGHT SIDE LANE 1 -0- 0000 W-0 /T2 13 COUNT |
> { : ROLL-OVER SW. 1k 71 #4 (BALL PLAYED LITE) | UNIT I
B ]| Y-G |
1T — 1
BLU-Y b e . la
i T e ook ¥ r. RELT 43 o el #5 (BALL PLAYED LITE) | :
A Il ' | ! I ! S —( e ! . |
L 4 | 5
RIGHT POCKET RE. | W-8 | | L__.__J
RIGHT POCKET |
ll ROLL-OVER SW. : COIN .2_: 12 PLAYER | N4 olels ot
BLU-O 1} | UNIT s | CONTRIL | 00-90 MATCH LITES [ oo ay LLAST BALLRE. sout
#2 BRN-0 | I Y-w | L_MAR-Y .
> —iE Y | Y En { (09} L , {F4 S 0
i | | ! : ity
4 4 | ! R-W :
CENTER POCKET RE. L e —u | = ke
A CENTER POCKET | | Sreta e
=t ROLL-OVER SW. | |
- il PLAYF) D JZ-OL &k l' !
38 1 Sasssoll K g P BALL_CouMT of 8-2 Al ! [ o C ]
15 - _—— . —_— - = - Balt=04 . TATRR BRLL no. s e |
— e — & ]" GREY-G ‘¥ BLU-Y 0000 BLU-W /1 P\ \ | K—1
éob 1 rdl w4y, - |
1
LEFT POCKET RE. I ' :
h LEFT POCKET I 1 4§
U e ROLL-OVER SW. BALL “30}1_“ RE. @ 6-0 @ | o
2. ]
| Fig | I 00-90 |
WB b I uNT
i BONUS COLLECT [~ == —=—"— -] A-3 E-1 : il |
D OUT HOLE SW. RE. 1 BONUS JNIT OUT HOLE RE. : | :
it -B- \x . B-W | P ST /}?\ B-Y A | |
I E4l s
BONUS UNIT S.U. COIL BONUS ADVANCE RE. o io o! A : i |
MAR-R | s e paNy -
1 5 s ! |
(4) 50 PT. PLYFIELD 50 POINT RE. | i
RIGHT TOP 1k SEDL | : | !
ROLL-OVER SW. 1t o~ |
I+ | i -
16 50 POIT RE. G-BRN | .
LEFT TOP Ik . | |
ROLL-OVER SW. 1T | !
1 . 2 '
CREDIT RISET RE CREDIT RESET RE. et
! J &R
I
300 & EXTRA BONUS RE. A-8 i
1} W-Y R GREEN
= N CREDIT BuTTON ! START POST sW. | A-Y
D RE. CREDIT UNIT Ist. BAL RE.
v W- 0-W 1 0-BLU m 6Bl
i e [0S I - 4y
DOUBLE BONUS | - .
CONTROL RE. 34 ke 2 BALLL P el 1 =
S |
13 COUNT - 1 T I
-BRN- ' @ UNIT \ | | »
7 DL ) | 2!
L _BLU-0 |
|
R-Y < ' |
& | ’
e ' !
| ]
| ¢ S L_ 33
o R
E CHANGE RE. s ANTI-CHIAT RE. - ANT|-CHEAT RE. 4
I > - W-BLU i
i § 1t COIL NAME COIL NO. LOCATION
‘ ANTI-CHEAT RE. K-28-1100 H-18
FRONT DOOR WB. SW. BALL COUNT RE.---======mmmmmmmmmmm oo K-28-1100 ----—-----—- H-15
1k BALL COUNT UNIT RESET RE. H-26-650 A-26
LU BALL COUNT UNIT S.U. COIL-mmmmsmmmmmmmmcmcomonne J-22-550 ~-----=-----= A-26
BALL RETURN KICKER COIL J-22-550 A-27
BONUS ADVANCE RE.=------==mmmmsmommmmcmmmemee K-28-1100-B ---------- A-13
SUB-PANEL /1B. SW. BONUS COLLECT RE. K-28-1100-8 A-22
18 1z BONUS UNIT COIL (RESET) =--=-mmmmmmmmcmmmmmmme H-26-650 ~----=------- A-21
BONUS UNIT S.U. COIL J-22-550 A-16
Q000 0Nt #1 SCORE CENTER POCKET RE.--------=-m-mmmm e comm e §-29- 1008 ~~rr~ng--2 B-19
S.U. COIL 10-90 RE 50 POINT RE C3g RESET RE. START RE. CHANGE RE. K-28-1200-8 A-17
N Y ; f \ B-6 0-R CHIME - LARGE -- W26 1000 /=~ i H-14
GREY-0 ] L R | E
1T AT LY CHIME - MEDIUM N-26-1000 H-13
CHIME - SMALL N-26-1000 =---=--=--- H-13
A ¥ ;i;?":; COIN LOCK OUT COIL (I PER CHUTE) 2u8-301 A-25
. : yics i i S L i
50 POINT RE. et [ i COIN UNIT RESET COIL H-26-650 26
I 1} COIN UNIT S.U. COIL J-22-550 A-25
1T ! hRE CREDIT RESET RE.-- -- K-28-1200 -- H-16
i SLIDE BANK CREDIT UNIT RESET CQIL H-26-650 H-22
o : o E IGH a5 SLIDE BANK {ESET RE. RESET RE. A-7 CREDIT UNIT S.U. COIL —----mmmoeeemeee J-22-560 M-
oy g iy iliond 0-8 g s |k RS 0000 $ DOUBLE BONUS CONTROL RE. K-29-1400-8 A-17
¥ 0000 i} — |+ $ TP ) bt A S < s R R go-ipon i A-12
'Sngl'f“gog'l‘T” Disc GAME OVER RE. M-26-500 H-20
SRl I'—_C e T FN—“'?\—" START RE e gﬁﬁ :ggngié a 0 A
CENTER POCKET RE. HOLE RE. . ; K-28-120 -22
19 GREY — BLU i ! P & | W-BRN | o 1 w-BRN J LR } KNOCKER COIL-- N-26-1000 --- H-13
g B R . ' i e e L
e ARSI geiies Bl Ny Bisie: ekl g rieg, B-2
LEFT POGET LEFT FLIPPER COIL FJ-21-375 A-12
LEFT POCKET RE HOLE RE. ANT | -CHEAT RE. o, SOSERREERS (o B0 T SRR L RS UTERT T i s L Rl LS R
T 0-6 11 W 0-6 0000 25-400
i | 7 i LEFT POCKET RE.----=-=-mmmmmmmmomommmmcmmeeee K-29- 14008 ----- =---B-19
: LEFT YELLOW BUMPER FJ-24-850-DC . B-29
PLAYFIELD LOCK RE. === === o e e e e K-29-1600
RUNWAY SW. GAME OVER RE. GAME OVER RE. #2 GAME OVER RE. #2 OUT HOLE RE. K-28-1100 ~ #-16
BRN-0 |y I .. ' = L R — K-28-1200 --=--==5--mn H-14
. R —] v di 0000
g GAME OVER RE. r PLAYER CONTROL UNIT RESET COIL H-26-650 A-27
- V4 PLAYER CONTROL UNIT S.U. COIL J-22-500 A-27
Ist. BALL RE. rd) GAME OVER e -
5. h : ikl e GAME OVER'RE. POCKET KICK OUT COIL FJ-22-550 A-21
Q000 s ; BRN-B &8 il RIGHT ACTION KICKER FJ-24-850-DC ~----=mx 8-29
- i W 0000 RIGHT FLIPPER COIL FJ-21-375 A-11
Ist. PLAYER 29-400
DRUM UNIT E.O.S. SW. RIGHT POCKET RE.-==---==-o-mm e K-29- 1400-B ~----—--- B-19
L B P g SCORE FRAME 'IB. SW. A-5 RIGHT YELLOW BUMPER F J-24 -850-0C B-30
- 1 et i B0, P - , ; SLIDE SANK RESET-0OIL e e R £ 25 ==
s _ R . S = e = e = ~ - =2 SLive BANK RESET RE. K-28- 1200 H-19
TILT RE. == =mm o mm o oo e e e e e K-28-1200 -----==m==um B-1
J TOTAL PLAY COUNTER #5707 A-23
PLAYFIELD #1B. SW. 00-90 UNIT S.U. COIL ==-----=m e oo J-22-8550 -=---cmceum A-18
| Ist. BALL RE. M-26-500 A-20
TILT RE. Ist. PLAYER 10-90 DRUM UNIT S.U. COIL---=mmmmmmu N-24-700-X H-5
: Ist. PLAYER 100-900 DRUM UNIT S.U. COIL N-24-700-X H-7
1T Ist. PLAYER 1000's DRUM UNIT S.U. COIL --------- N-24-700-X ----------- H-9
D ( Ist. PLAYER 10,000"s DRUM UNIT S.U. COIL N-24-700-X H-11
. 2nd. PLAYER 10-90 DRUM UNIT S.U. COIL----=--=--- N-24-700-X ---------—- H-5
GAME o’/ER RE. R & i 2nd. PLAYER 100-900 DRUM UNIT S.U. COIL N-24-700-X H-7
S D-I17
i,l 2nd. PLAYER 1000's DRUM UMIT S.U. COIL =----=--- NN 700-% St H-9
2 2nd. PLAYER 10,000's DRUM UNIT S.U. COIL N-24-700-X H-12
3rd. PLAYER 10-90 DRUM UNIT S.U. COIL --------= N-2U4-700-X -------nn-- H-6
-5 3rd. PLAYER 100-900 DRUM UNIT S.U. COIL N-24-700-X H-8
POCKET KICK OUT OUT HOLE RE.
MAR-0 i B-BLU VAR 8Li-0 3rd. PLAYER 1000's DRUM UNIT S.U. COIL --------- N-24-700-X ---=-==-=--- H-10
0000 —{l|= 4D 3rd. PLAYER 10,000's DRUM UNIT S.U. COIL N-24-700-X H-12
2] OUT HOLE EXTRA BALL LAST BALL A Akl Be Yth. PLAYER 10-90 DRUM UNIT S.U. COlIL----------= N-24-700-X ----==-=nnm H-6
5 RE'R—sLu RE-O_R RE. e £ Yth. PLAYER 100-900 DRUM UNIT S.U. COIL N-24-700-X H-8
SLIDE BANK RESET RE. c2 —_—— Q000 Yth. PLAYER 1000's DRUM UNIT S.U. COIL -------- N-2-700-K ==--e-mmx H-10
1 = @ Uth. PLAYER 10,000's DRUM UNIT S.U. COIL N-24-700- X H-13
£ e Sl L U b
100-900 RE. D-27-1000 A4
BONU(SREZIE;)COIL :(E‘"US COLLECT . E-3 L ——— D-27-1000 -------==== A-7
0000 "R " W-GREY @ ggngrlz:?;:a .'I'ii".igg : :f;
: ORI D L L B OH L0008 - aimeiann ¥
300 & EXTRA ADVANCE RE K-28-1200-B B-23
D . DOUBLE BONUS #1 SCORE RESET RE.--------ommm oo D-26-800--~-----~---- H-18
. CONTROL RE. #1 START RE. M-26-500 A-25
o SLU-BRN i+ #2 SCORE RESET RE.--=---=-—fpdeoomoemcomeeee 0-26-800 -~ --<mmmmm H-18
db i #2 START RE. M-26-500 A-25
BONUS UNIT 4 %
BONUS COLLECT RE.
; OUT HOLE RE. ) POST SW. J MOTOR RN oditioh
0000 MAR-W It ' i CREDIT UNIT bl ESEATION
1 1} o R e S SCORE MOTOR #1959 - 60 Hz H-22
B !
22 /)l,[h 3 " foa 0000 #1960 © 50 Hz
BONUS COLLECT RE. N2
|} X - SCORE MOTOR
e GREY-B /\@/
GAME RESET RE. 10¢ MICRO SW. Pl =
0000 s . A - i
D ! ANT| -CHEAT RE. =
ti
TOTAL PLAY COUNTER CREDIT RESET RE A-2 i L:J
I ; G-M a2 2
= | 7 odl = L)
0000 | " NS #1 STAIT RE. wi @ on
|1 - O
L al: 5
C/»s\ 25¢ CREDIT RE. 25¢ MICRO S, i o 0;,7'
= GREY-0 0-8
ad 0000 7 o o— a L T
o3 OUT HOLE RE. ;
1l
f
25¢ CREDIT RE. ¢ L o as
1
2| i 2% 0‘2
BALL COUNT RE. © FC\L\ ® N
300 & EXTRA |k CAM 2 %\ b e CAN |
ADVANCE RE. i 300 & EXTRAJ ALDVANCE RE. are 6 6 &'®
5, 15 AMP 190-5I8-X 190- 517-X
L2000, BONUS COLLECT RE. : ) (<]
‘> 1 }; C O LocK £~ mmm T
CHANGE RE. RE. 4 B
6-R_ \r LEFT SIDE LANE Z\pjo P
¥ ROLL-OVER SW. BLU-R R-W
' 11 50 POINT RE. e
1T 1| —_—
| g Lo Ist. CAM —:
] - MOTOR RUN. D-1 - LOCK FOR PLAYER CONTROL RELAY. F——x
= W-6 10 AMP. 10 AMP. - IMPULSE P.C. S.U. & P.C. RESET. 0-2 - Ist. PLAYER !ATEH CIRCUIT.
CREDIT RESET RE. - 0UT HOLE RELAY. 0-3 - INPULSE 1000"s RELAY THRU SW. ON e
24 CHANGE RE. 11l ! ~ CREDIT RESET RELAY. BONUS COLLECT RELAY.
| RIGHT SIDE LANE 1T 1% - GAME OVER RELAY. Ist. CAM beseliricmary i
ol - COIN LOCKOUT.
# i ' . J i o S o e . el e .
I 25¢ CREDIT RE. - CAM £-3 - IMPULSE BONUS UNIT (RESET) THRU SW.
G-R 1L VP.L.T.AES.E > .A.D.J. - 2nd. PLAYER MATCH CIRCUIT, ON BONUS COLLECT RELAY.
CENTER LANE 1 . : MAR-W - LOCK FOR BALL COUNT u[uv,n" E-4 - 4th. PLAYER MATCH CIRCUIT. nd. CAM
2 = IMPULSE SLIDE BANK RESET R s e X
ROLL-OVER SW. . ROmE - INPULSE BONUS UNIT (RESET) THRU SN. T e O
3 " €6 - INPU C ] U,
. ON BONUS COLLECT RELAY. B g bt
D I 300 & EXTRA ADVANCE RE. ¢ Jaav s0v @ 85 - IMPULSE POCKET KICK-0UT COIL THRU SW. G
§ e N R ON OUT HOLE RELAY. ard. CAN
COIN LOCK OUT COIL 5 2 i i Ist. oA H - ?'aﬁ?ﬂ"ﬁ&ﬁf?’:"ﬁl"'
(1 PER CHUTE) = B . C-1 - INPULSE FOR BALL COUNT S.U., BALL RETURN %59 o
0000 — L 4 4 s KICKER, BALL COUNT RESET & COIN UNIT RESET. £ =92 JPORE. RESET MEEA,
- y £~2 - IMPULSE POCKET KICK-OUT COIL THRU SW. ON
2 120V-60 #Z 33 SoN 4 SLIDE BANK RESET RELAY.
QQQQOO0QQ00Q QQQOQ ©-3 - INPULSE 1000°s RELAY THRU SY. ON BONUS
COLLECT RELAY.
#1 START RE. #1 START RE. Ist. BALL RE. €-4 - 3rd. PLAER NATCH CIRCUIT.
\QQ_QQJ _J: )({ = ; €-5 - LOCK FOR 25¢ RELAY.
25 Er . GAME RESET RE. 1Y % 5630— |
2 2-8/10 SLO-BLO FUSE o i} =
i S i S T S eoy L. (NEARUNLT ON BACK RACK) __ aaMe oven-ro. : Lt . — 3 : e R . __ TRANSFORMER | o 2 LR e
‘ X o A T B-Y L -J- [ EAY = e e | 2 ON-OFF SW. : . :
3 y s — - - R NGO ==
#2 START RE. #2 START RE. #1 START RE. e - :
3 By4 % 1t 6 RIS
= - - 5
D 0000 GROUND = SYMBOLS .
e-1
COIN UNIT RESET COIL #2 START RE. FINGER SYMBOLS
BRN-BLU | BRN-R 11 SLIDE BANK e SL1DE, BANK WIRE COLORCODE | :
Q000 1l 1 RESET COIL -2 RESET RE. | WP, SLO-BLO . |B-BLACK G-GREEN W-WHITE
0000 B-Y AP 48 1= g ; - MAR-MAROON R-& ; .= -
BALL COUNT UNIT RESET COIL i p . m - 35 : BRN- 0-ORANGE
0000 GREY-GREY P-PLASTIC J-JUMPER FINGERS INSULATED
26 ¢ TOGETHER
i EXAMPLE: R-W INDICATES A RED WIRE
BALL COUNT UNIT S.U. COIL v ! 5 WITH A WHITE TRACER
-
0000 BLU-B BRN-R :
NOTE: WIRE COLORS SUBJECT TO CHANGE
—— #2 START RE. FINGERS GROUNDED
PLAYER CONTROL RE. :
w BLU-R 1 v e —
= ! BALL CONTROL RE. Ist. BALL 1 } \
D = BLU-BRN [ TELN | SW_ () 240V —5GHZ
§ PLAYER CONTROL UNIT S.U. COIL ! A4/ } L '
GREY-G 3 :
0000 — £ | I
| I
PLAYER CONTROL UNIT RESET COIL " LAST BALL RE. OUT HOLE RE, : !
\QQ.QQJ BLU-R i IL BLU-W 1 L BRN-R | |
| |
| 2 ON-OF
i F SW. | ITCH _CODE INDEX SYMBOL
27 BALL RETURN KICKER COIL LAST BALL RE : it | W oe
BLU-Y ; | -Y- R-8 B-R oo ~BRN-
Q000 ~ g ! :
I | e ——f— —t— _1"—
—
#2 START RE. g |
RE. GAME OVER RE. TILT RE. | | NORMALLY NORMALLY :
ey SME OVER. b : ) G e | o OPEN CLOSED MAKE AND | CROSS =
> : sav ) 0y Ly | MOTOR ENERGIZED ENERGIZED | BREAK SW. - POINT
; TILT RE = ' #5630-2 ; i
V& : ~GREY -
¥4 £ il W TRANSFOMER i ] ' |
¥ i AT TU8300030007 3900000 — o O S
e 1 i 248 |
: u . — 4+ p-8 © | | |
BLACK 56081 " B-y | O | W
I ARt I
|
N | |
28 - Y-R | o | I
: b | NOTE :-
1.0 MFD (200 W.D.C.) 16 AMP. | . 1 | |
+ R-B - -
) s | . ol I SCHEMATIC SHOWN WITH GAME IN
| |
: 5 I I : RESET POSITION READY TO PLAY.
LEFT ACTION KICKER LEFT ACTION KICKER SW. | 110V | ol
> <0000 ——F o | | Rhad :
| SLIDE BANK (i SLIDE BANK |
RESET COIL Lo RESET RE. | AMP. SLO-BLO
| B-Y an W-8 11 Y-R |
22 MFD (50 W.D.C) LEFT ACTION KICKER SW. a0 0808 \d it |
> {54 1} I
. 11 . | |
RS SR I I e i T g B SRS T e S e e O N 6 S R |
§ " RIGHT ACTION KICKER RIGHT ACTION KICKER SW. *
29 - 0000 ——+—— i ‘ ' ’
- MFD.BY
22 MFD (50 W.D.C) 3 RIGHT ACTION KICKER SW. ;
A it (|VIODEL 431) DIVISION OF
! 2 3 .
3 Wp Mmimﬁaﬂﬁes. e
LERE YELLOW SWPER LEFT YELLOW BUMPER SW ) c "
D 0000 - -J- 1L ; ’ . 1725 W. DIVERSIY BLVD.  CHICAGO 14, RUINOIS
1t
2 50 W.D.C) 53 7
zzmrm+JI Iry 2
<4
RIGHT YELLOW BUMPER RIGHT YELLOW BUMPER SW. ' ¥
b3 11 4 3
"~ 0000 1T ?
L
22 MFD (50W.D.C)) 7
+1 1+ $
4



