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BASKETBALL

MIDWAY MANUFACTURING COMPANY RESERVES THE RIGHTS TO MAKE MODIFICATIONS AND
IMPROVEMENTS TO ITS PRODUCTS.

THE SPECIFICATIONS AND PARTS IDENTIFIED IN THIS MANUAL ARE SUBJECT TO CHANGE WITHOUT
~ NOTICE.

* IMPORTANT! EQUIPPING AN ELECTRONIC GAME WITH A REDEMPTION DEVICE MAY BE PROHIBITED
UNDER APPLICABLE LAWS. CHECK WITH LOCAL AUTHORITIES CONCERNING THESE LAWS PRIOR TO
INSTALLING ANY TICKET OR OTHER REDEMPTION DEVICE.



Tabl f ntents

GAME RUIES. ..ottt es st et r e s e s e e e e e e e e e e s e e e e e e s e e ab e e e e e s ae e anebeanes A
Section 1 - Game Operation & Test Information
(System WPC) ROM SUMIMAIY ........oooiiiiiii it er e e b 1-1
Pinball Game Assembly INSITUCHIONS ... ...ttt 1-2
Pinball Assembly, Playfield Pitch Angle and Leg Levelers Detail
Game Conrol LOCAIONS ..........oiiuiii it eeeeeeeeiae e e et ie e aieiti it e e s ee e e st e e e e en b ee e brnsaesaaaee 1-4
GaME OPEIAtON ..ottt ettt e e 1-5
Game Configuration (Redemption Tickets, Cards, and Coin-0p)................cccooiiiviinininnennnee 1-6
Menu System Operation and Main Menu ... 1-8
Bookkeeping MenU .. . ... 1-9
B.1 Main AUGIIS .....ooinniiiiitae et e e e e ee et et e e e e enn b aenne 1-9
B.2 Earnings AUAItS .........cooiiiiiiiiiiiiiiii e e e 1-9
B.3.Standard Audits.................oooi e 1-10
B.4 Feature AUdItS............coooeiiieiiee i et e 1-10
B.6 TiMeE-StampPs.....coo it e 1-11
PrNtOULS MENU.. ..ot et e et e e e e e e e e rnese e s aen e s s eere s 1-12
TESE MBNIUL .o e e ettt ettt ettt e s e e e e e e e e ba e reta e s 1-13
T.1 SWitch Edges Test.......cccoceviriiiiiiii e 1-13
T.2 Switch Levels TeSt.......vviiiie e 1-13
T.3Single Switch Test .......c.cooiiiiiiiiii e e 1-13
T.4 SOIENOI TESL....eoeeiiiiiiiie ettt et re st e 1-14
T.5 FIaSher TeSt.. ... iiieieeeieeerer e e et e te et e eee e e ese s e as e s aes s sabtbe e e 1-14
T8 Gl TSt eeeeiitt e vt ettt ettt s e e et e e eeee s e n e s e e e na e 1-14
T.7 Sound and MUSIC Test.........ccci i e 1-15
T.B8SINGle Lamp TeSt. ..o e me et 1-15
TOANLAMPSTESE . ....eoiiiiiiiieiiieie et 1-15
T.10Lampand Flasher Test ........cccocviiiii e 1-15
T.11 Display TeSt.....oovereriiiieie ettt e st e 1-15
T.13 Ordered Lamp Test.........oooiiiiiii e e 1-15
T.14 Smart Basket Test........uviiiiiiieniiicia e 1-16
T.15 Manual Basket Test..........ooocveeiiiiiiiiiiiii e, 1-16
T.16 Ball Release Coll TESt.........covvvvviiriiiiiiiriri e 1-16
UBHIIIES MBNUL...ciiiiieeeiit ettt s e e e s ee s ces s e tan s st e eebeesanaaa s 1-17
U.T Clear AUAItS. ....c.uvveieei et ee ettt et e e e ee e e e oo seaenee 1-17
U.2 Clear COiNS.......cococremeriiiieeeeeecteaceeaeaateaae st sttt e e aeste e b enares e siaanes 1-17
U.BRESEEH. S T D i e e 1-17
U.4 Set Time & Date.....cccoeeiiei et ceee e 1-17
U.5 CUSIOM MESSAGE.......cc it eeeie e teee et eeine 2o esban e 1-17
UbSetGamelD. .....cccoooeeiiiil ettt terereeteeeeetrtetaent e onae e ents 1-18
U.7 Factory AdjuStments. .........ccceevi i e 1-18
U.B Factory ReSet.......ccoeovuiiiiiiiciiiiiici e e 1-18
U.10 Clear Credits...........oooiiiiiiiirnie et eeeeen e e e evie st eaaa s srnare e 1-18
U.1T AULO BUN=IN. .ottt v e e e e et s s e e e ssaarnnaeere e 1-18
AdIUSIMENE MENU.......oomriiiii it e 1-19
A.1 Standard AdUSTMENES .........ccooeeiiiiiiiiiiiir e 1-19
A.2 Feature AdJUSIMENtS .........c.ooveiiiiiiiiiii e 1-21
A.3 Pricing AQJUSTMENES. .....c..cociiiiiiiiiiiiiiiic et e s 1-27
Pricing Table ........oooviiiiiiiicic e 1-29
A4 HSTD. AdIUSIMENIS ... eeitieee it e et et e e 1-30
A5 Printer AQJUSIMENtS ..o 1-31
A.6 Dispenser Adjustments...........ccccoiririiiniiii e 1-32
ErrOr MESSAGES ... ooveeiieeeiie et vttt sees e sttt e s 1-48
CPU Board, Sound Board Ermor Codes .........cccccccrriniiiiniiiiiniii e 1-49
Basket Error MESSAJES .....ccovriiieiiiimeeeen et 1-50
LED LISt ..o ete e e ee s s e st sr et e e e aeee e s aeee s et ner et e s s e s aeaeearae e 1-51
FUSE LiSE ...ttt ettt e et e ee et ee e e e ere e e e e an e 1-52
Maintenance Information.............coo oo 1-53
NOTES. ...eeeeieiieeeereeeeeeesriet e rrm e treees se e s e s e et eeeeeeeeressmbss bbb s e sesnnnsaetetaanns 1-54



Section 2 - Game Parts Information

COVEN HOOM ... e et e e e e e e e e e et e s e e e e e e e e e e e e e 2-2

Feeder Housing ASSEmMDIY...........ccoiiiiiiii e e 2-2

Cabinet Assembly (frONt VIEW) ..........uiiiiiii et e e 2-3

Cabinet Assembly (Dack VIEW) ........ccooiiiiiiiiier i sttt ice et e e e et et e e et er e aees 2-4

Line Filter/Cordset APPCAtiONS............cooii vttt erane e 2-4

CaDINEE PaMS ...t e e e e er e et e e e et ntbe s e aeeaa s 2-5

WPC AUdIO BOAT ..ot aeee s 2-6

WPC CPU BOGI ...t ettt e e et e e ettt e e e es e e e et etae e aaesaae e s 2-8

WPC Power Driver Assembly............ccccocveevvreveeennenns. et et et eeter e te s e eae e e teeanteeaeereranraes 2-10
Dot Matrix Controller Board..........c...cooiiiii it et e e srn s st eeen e 2-12
8-Diode Switch & Lamp ...................ol et e en s 2-14
Bridge Driver ASSEMDBIY..........ccoi i e 2-14
Triac DRver ASSEMDIY......ooi it esae e e rs e e e e rnnae s e e easranraaeees 2-15
Diagnostic Switch ASSEMDbIY..........cccooiiiii i 2-15
WPC Coin Door InterfaceBoard ............c.occuiiiiiiiieieiiiiieccii et et 2-16
Opto Ramp SWitCh ASSEMDIY ........ccoiiiriiiiie e erse e e se e e eaee e ve e e eraes 2-16
24-Switch Opto ASSEIMDIY.......coooiiiiieee e st be e s 2-17
Backboard & HOOP ASSEIMDIY ...........uuiiiiiii et crir et ettt e e e eree e e e e evereee s ecrsannes 2-18
ShOOter ASSEMDIY.....ciiiiiieiiiii e et ——t s 2-20
Carrier Track ASSEMbBIY.........cioi oottt e et e e e s 2-22
Control Panel ASSEMDIY..........coiiiiiiiiiir et et ettt 2-24
Ball Mover ASSEMDIY........cc..ooiiiiiii it e et 1 an erre 2-25
MOtOr ASSEMDIY .......oiiiiiiiit ettt e et e s e et tr et a et bbb aenreeeeeseaesaanes 2-26
Diagnostic Switch Bracket ASSembly.........c.cccoeoiiiiiiiiiiiii e e 2-26
UnIQUE Parts LISt ... ettt et 2-27
€able List.... oot e e e e e e s e e e st e ren e ser s erann 2-27
Upper Playfield Parts LOCAtIONS ...........ooiiiiiiiiiice et ae e e e s eees 2-28
Lower Playfield Parts LOCAtIONS ........c.coiiiiiiiiir et e e e es et re s s renesn e e 2-29
Lamp LOCAtIONS......coceiii e reteetr e erts et e s s e st st e e e e e e sr e te b e bebrs s enabepentesnneanen 2-30
SWItCh LOCAHIONS ...ttt et ee e e st eneee e s e 2-31
Solenoid/Flashers LOCAtIONS.............ooiiiiiiiieiiieii ettt et e ere s s taes e 2-32

Section 3 - Wiring Diagrams and Schematics

Component IdentifiCation..............coociiiiiiciiie e e e 3-1
Switch Matrix & Circuit Drawings..........cccoouveiiiiiiieceiese ettt e eervene e aens 3-2
Lamp Matrix & CircUit DIawing..........ccooo oottt ettt eae e 3-4
Solenocid/Flasher Table & Circuit DraWiNg............oieiieiiiiiiiiiie ettt eaaesennen 3-5
SOIEN0IA WIFING....coii ittt et st e iee s r e s st teasabeesanseseneesaeeens 3-8
Triac Driver Board Wiring/SchematiC..............ccccceiiinieiii it 3-9
Bridge Driver Board Wiring/Schematic.............ccooeeiiieerieiieiieriee et e 3-10
Opto Switch-24 PCB WIiring/SchematiC..........cccccuvivvrcinnniiiciiei et it see e ses e 3-11
Opto Ramp Switch Board WINNG .............eiveiiieieiiiiiiiieeiie et eeet e st cen e eeeabt e s e ennes 3-12
Opto Ramp Switch Board Schematic..........cccoo i ceen e 3-13
Coin Door Interface Board WINNG ............ooocivviiiii e ee ettt ee e e eeeeeeeaeenens 3-14
Coin Door Interface Board SChematiC...........ccovuiciiriieiienierii et eenn 3-15
Power Driver Board WIrNG..........cccooiiiiiiiiiiiiiin ittt eta st 3-16
CPU Board WITING........ooooiieieieieee ettt et e sttt e eee e e e e e e enernaaens 3-18
AUIO BOArd WINNG.......coi ittt eve et ee et be e et et et e aeesa et eeaeveaeas 3-19
Dot Matrix Controller Board WIrng...........c.ccceiviruieiiinieiireini et e 3-20

©Copyright 1992 MIDWAY Manufacturing Company
i



HOTSHOT BASKETBALL

GAME #1 3 POINT LINE
Baskets made in front of the line (the flashing bar of lights on the playfield), are worth 2 points
each, baskets made at or behind the line are worth 3 points each.

GAME #2 4TH QUARTER
All baskets are worth 2 points each, until the last 15 seconds of the game, then all baskets are
worth 3 points each.

GAME #3 REPEAT-A-SHOT

Make consecutive baskets to raise the point value by 2, until a miss occurs. Example: If 5 baskets

in a row are made, point scoring is 2, 4, 6, 8, 10, etc. If the next basket is missed, the point value
will start over at 2 points.

GAME #4 AROUND THE WORLD
Wait for the basket to move to the front of the playfield, then every shot made moves the basket
back slightly. Each basket represents a different country and bonus points are awarded for every 5
baskets made. Make the basket go all the way back and forward for a trip AROUND THE WORLD.
GAME #5 PUSH BACK
As the basket moves forward, every shot made will push the basket back slightly. If no basket is

made within a short time, the basket will begin to move forward again. The farther back the basket
is pushed, the more points each basket is worth.

L ARE A (0] w P AL G

GAME #6 TUG-O-WAR

Every time you make a shot, your opponents basket moves forward and your basket moves
backward slightly. Shots made while basket is farther back are worth more points. Push you
opponents basket forward to the low scoring area, while pushing yours back to the high scoring
area.

GAME #7 REPEAT RACE

Wait for all players baskets to move to the front of the playfield, then every shot made will push the
basket back slightly. The first person to push their basket all the way to the back, ends the game.
The person with the highest score wins. Scoring is the same as Game #3 above.

HINT: The player who makes the most shots in a row, the fastest, will win.

HOTSHOT A
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SECTION 1

GAME OPERATION AND TEST INFORMATION

HOT SHOT (System WPC) ROM Summary

iIC TYPE LOCATION BOARD PART NUMBER
Game ROM 1 27040 Usé . CPU A-5343-60017-1
Sound/Speech ROM 2 27010 Ut4 Audio A-5343-60017-2
Sound/Speech ROM 3 27040 u18 Audio A-5343-60017-3
NOTICGE

Order replacement ROMs from your authorized MIDWAY MANUFACTURING CO. distributor.
Specify: (1) part number (if available); (2) ROM level (number) on the label; (3) game the ROM is used in.
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GAME ASSEMBLY INSTRUCTIONS

Power: Domestic 120V @ 60 Hz Dimensions. Width: 24" Approx.
Foreign 230V @ 50 Hz Depth: 58" Approx.
Japan 100V @ 50 Hz Height: 72" Approx.

Temp: 32° F10100° F
(0° C10 38°C)

Humidity: Not to exceed 95% relative. Weight: Approx. 286 Ibs. (crated)

1. Open the shipping container and remove the two cartons that rest on the control panel. These
cartons contain the parts necessary to finish assembly of the game. Open and remove the parts
contained in the cash box, set aside. Remove the legs and red plastic dome.

2. Slide the cabinet out of the shipping container and remove all the corrugated shipping blocks. Place
cabinet on a support.

3. Attach leg levelers to legs. Attach legs to cabinet using the leg bolts provided.

C2tai View - Leg Laveler

Nt
+122:01117C0

i Ay
| | ! “\
= See Deai View y =

’

4. Extend each leg leveler slightly below the leg bottom, so that all four foot pads protrude
approximately the same distance. Tighten the nut on each leg leveler shaft to maintain this setting.
Remove the cabinet from its support and place it on the floor.

5. Unlock and open the coin door. Reach inside the coin door opening and unlock the control panel
latches located on the left and right side of the cabinet, directly under the control panel. Lift the
control panel off the game and set aside. Carefully slide the plastic dome toward the front
of the game lifting it slightly to clear the shooter plunger, and set aside. Remove
foam packing in shooter hole. Cut tie wrap at back of basket assembly to free basket lever. Insert five
basketballs. Reinstall dome and control panel.
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6. Locate cable for dome light printed circuit board directly through opening on top of game. Attach
connector to printed circuit board. Aline the spacers of printed circuit board over the pre-drilled
holes. Printed circuit board should be parallel to the front edge of game. Using four (4) screws
(P/N 4106-01115-16), mount printed circuit board to game. Place red plastic dome inside counter-
bore and mount using three (3) tamperproof screws (P/N 4108-01092-10B).

7. Insert cash box inside coin door opening. Tab cut-out on rear of cash box should lay over the tab at
rear of opening. If desired the rear tab can be used for locking purposes.

8. To attach line cord, remove envelope stapled to the inside cabinet (near cashbox). Remove the four
Phillips-head screws that mount the line cord cover plate to the rear cabinet. Match the prongs on
the plug with the holes in the receptacle and push line cord securely into place. Make sure cord is
aligned with the indentation of plate (indentation should point toward bottom of cabinet). Remount
line cord cover plate. If desired, tamper resistant screws have been provided in an envelope marked
“Security Screws" to remount cover plate.

{Part of cabinet shown
for referance only)

Phillips-head Screw
-

Tamper-resistant Screw

A ‘“Linking Kit" (optional equipment) is now available that can link up to four (4)
games for head-to-head competition. The kit should be installed at this point,
before game has been moved into its final location. See kit instructions for
installation procedures.

9. Move the game into the desired location.
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GAME CONTROL LOCATIONS

Cabinet Switches

The On-Oft switch is located on the bottom of the cabinet, near the right front leg.

Diagnostic Switches

The operator controls all game adjustments, obtains bookkeeping information, and diagnoses
problems using four pushbutton switches. The Diagnostic Switch Assembly is mounted on the
cabinet crossbar, directly in back of the coin door. The diagnostic switches have two modes of
operation, Normal Function and Test Function.

Normal Function
The Service Credits button puts credits on the game that are not included in any of the game

audits.
The Volume Up button raises the sound level of the game. Press and hold the button until the

desired level is reached.
The Volume Down button lowers the sound level of the game. Press and hold the button until the

desired level is reached. See Adjustment A.1 28 to shut sound OFF completely.
The *Begin Test button starts the Menu System Operation and changes the Diagnostic Switches

from Normal Function to Test Function.

Jest Function
The Escape button allows you to get out of a menu selection or return to the Attract Mode.

The Up button allows you to cycle forward through the menu selections or adjustment choices.
The Down button allows you to cycle backward through the menu selections or adjustment

choices.
The *Enter button allows you to get into a menu selection or lock in an adjustment choice.

* To reset High Score, hold down the Begin Test/Enter switch for 5§ seconds while in
the Attract Mode.
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GAME OPERATION
/\ CAUTION

After assembly and installation at the site location, this game must be plugged into a
properly grounded outlet to prevent shock hazard, and to assure proper game
operation. DO NOT use a ‘cheater' plug to defeat the ground pin on the line cord.
DO NOT cut off the ground pin.

POWERING UP. With the coin door closed, plug the game in and switch it On. In normal
operation, testing will show in the display as the game performs Start-Up Tests. Once the Start-Up
Tests have been successfully completed the last score is displayed. Afterward, the game goes into

the Attract Mode.

Note: After the game has been on location for a period of time, the Start-Up Tests may contain
messages concerning game problems. See 'Error Messages' for more detailed information
regarding messages.

Open the coin door and press the Begin Test Switch. The display shows the game name, number,
and software revision. The message changes. The display shows the sound software revision,
revision level of the system software and date the game software was revised.

Example: HOT SHOT Sound Rev. L-1
60017 Rev. P-2 Sy. 2.31 6/24/92

Press the Enter button to enter the WPC Menu System (refer to the section entitled 'Menu System
Operation' for more information). Perform the entire Test Menu routine to verify the game is
operating satisfactorily.

ATTRACT MODE®*. After completing the Test Menu routine, press the Escape button three
times to enter the Attract Mode. During the Attract Mode the display shows a series of messages
informing the player of the recent highest scores®, "custom messages**, and the score to achieve to
obtain an overtime award.

CREDIT POSTING. Insert coin(s). A sound is heard for each coin and the display shows the
number of credits purchased. So long as the number of maximum allowable credits* are NOT
exceeded by coin purchase or high score, credits are posted correctly.

STARTING A GAME. Press the Start button once. Press the Select Game Button repeatedly
to view the different games. Press the Serve Ball Button when the desired game is showing on the
display, to begin that game.

TILTS. Actuating the Slam Tilt switch inside the cabinet causes the coins to be ignored for two
seconds.

END OF GAME. Al earned scores and bonuses are awarded. If a player's final score exceeds
the specified value, the player receives a designated award for achieving the current highest score.
Credit* may be awarded if H.S.T.D. is achieved. High score and game over sounds are made, as
appropriate.

GAME OVER MODE. Game Over will show in the display. Afterward, the high scores flash on
the display. The game proceeds to the Attract Mode.

*Operator-adjustable feature.
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GAME CONFIGURATION

(Redemption Tickets, Basketball Cards, Coin-op)
This game can dispense basketball cards or tickets, or can be used as a regular coin-operated game. It
comes shipped card dispenser and ticket dispenser ready (adapter kits required). The game type can
be easily changed by using the Configuration Menu. This chapter explains how to change and operate
the game in any of the configurations.

Conversion to a Basketball Card Dispensing Game:
IMPORTANT! EQUIPPING AN ELECTRONIC GAME WITH A REDEMPTION DEVICE MAY BE PROHIBITED
UNDER APPLICABLE LAWS. CHECK WITH LOCAL AUTHORITIES CONCERNING THESE LAWS PRIOR TO
INSTALLING ANY TICKET OR OTHER REDEMPTION DEVICE.

Note, the dispenser is not guaranteed to operate properly when the humidity is at or above 90° level.
Note, it is REQUIRED that the PICTURE SIDE OF ALL CARDS face the back of the dispenser.

Note, use only Vending Machine Basketball Cards. DO NOT use individually wrapped cards (packaged
with gum or food) because the dispenser will not operate properly.

The basketball card dispenser (part #63329) is optional equipment on the game, and can be ordered
from your distributor. The following adjustments will need to be set if the card dispenser is used:

1) A.6 01 Dispenser Type - Set to either Tickets, Cards, or Nothing.
2) A.6 02 Dispenser Rate - Select a dispense rate of either, 1-10 for tickets, or 1-10 for cards.

See Dispenser Adjustments for more information.

If the game was converted to tickets or coin-op, then attach the card dispenser and card catcher onto
the machine, and use configuration C.1 "Set Cards".

To load the basketball card dispenser hopper, turn the game off. Then unlock and pull the dispenser
open. Move the spring loaded pressure plate to the back of the dispenser. Then, tilt the top of the
pressure plate towards the back of the dispenser to lock it in place. Next, add cards from the back of the
hopper to the front of the hopper. It is REQUIRED that the PICTURE SIDE OF ALL CARDS face the
back of the dispenser. After the dispenser has been filled, push the cards toward the front of the
dispenser, then straighten the pressure plate to allow it to compress the cards. Turn the game on and
test the dispenser by pressing the "Unjammed” button on the circuit board. The dispenser should grab
and dispense 1 card. Then, turn off the game, push the dispenser back in the cabinet (making sure the
cable does not get tangled). Last, lock the dispenser and turn the game back on.

Conversion to a Ticket Dispensing Game:
IMPORTANT! EQUIPPING AN ELECTRONIC GAME WITH A REDEMPTION DEVICE MAY BE PROHIBITED
UNDER APPLICABLE LAWS. CHECK WITH LOCAL AUTHORITIES CONCERNING THESE LAWS PRIOR TO
INSTALLING ANY TICKET OR OTHER REDEMPTION DEVICE.

TO ORDER A TICKET DISPENSER, purchase 1) "Dispenser Interface Kit" (part #60604) and 2) ticket
dispenser from your distributor. The “Deltronics Ticket Dispenser” Model DL-1275 with outside mount
case from Deltronic Lab Inc., Chalfont, Pennsylvania 18914, (215) 977-8616 is compatible. Some
assembly is required.

OPTIONAL DISPENSER ITEMS. The Deltronic Dispenser Does Not have a ticket low indicator (lamp
and switch). If you supply your own switch, lamp, and mounting hardware, the "Dispenser Interface Kit"
provides wires to use these optional items.

AFTER THE DISPENSER IS IN PLACE, The following adjustments will need to be set:

1) A.6 01 Dispenser Type - Set to either Tickets, Cards, or Nothing.
2) A.6 02 Dispenser Rate - Select a dispense rate of either, 1-10 for tickets, or 1-10 for cards.

See Dispenser Adjustments for more information.
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Conversion to a Coin-op Game:

REMOVE THE BASKETBALL CARD DISPENSER AND CARD CATCHER, use the black cover plates
to cover the dispenser and card catcher holes.

Operating a Dispenser

SELECTING A DISPENSER RATE. See page 32, A.6 Dispenser Adjustments.

OPERATING THE DISPENSER. The "Dispenser Low" lamp turns on when the dispenser is low on
tickets or basketball cards. It also blinds when the dispenser is empty or jammed (requiring service).
During normal operation, it should be off.

DISPENSER JAMS. If the dispenser should jam or become empty, it is turned off and the ticket low
lamp will blink. There is a game adjust A.6 06 'Dispenser Errors" which can direct the game to
announce the problem on the display with sound for 5 seconds, or ignore the problem and continue
the game (for dispensing cards). After the problem is corrected (tickets are re-loaded to just show
through the dispenser exit hole, and basketball cards can be in any position), press the "ticket
unjammed" switch located inside the dispenser on the printed circuit board. The game will then
dispense the remaining tickets that have accumulated. Note: If this amount is excessive, turn the

game "OFF" then "ON".

TO MANUALLY DISPENSE A TICKET OR BASKETBALL CARD. Press the “ticket unjammed" switch
(located inside the dispenser) during the game or during the attract mode (assuming that there are no
jams). The dispenser will dispense 1 item, without effecting any audits.
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MENU SYSTEM OPERATION

This game operates on a Menu System. The Main Menu allows you to choose from several main
categories, which in turn lead to other menus to choose from. To enter the Menu System, open the
coin door and press the Begin Test button. The displays show the Game |.D. Mode. Press the Enter
button and the Main Menu appears. To cycle through the Main Menu selections press either the Up or
Down button. Activate any selection by pressing the Enter button when the desired selection appears
in the displays. Return to the Attract Mode or a previous menu selection, press the Escape button.
Press the Start button for HELP at any time.

Main Menu
B. Bookkeeping Menu

B.1 Main Audits

B.2 Eamings Audits

B.3 Standard Audits

B.4 Feature Audits

B.6 Time-Stamps

P. Printouts Menu

Press Escape
To move out of a menu selection,

Press Enter
To get into a menu selection.

P.1 Eamings Data Press Up
P.2 Main Audits Increases sequence; Example A.1, A.2, A.3, A4
P.3 Standard Audits
P.4 Feature Audits Press Down
P.7 Time-Stamps Decreases sequence; Example A4, A3, A.2, A1,
P.8 All Data

T. Test Menu Use Up and Down to cycle through the

T.1 Switch Edges selections in a menu.

T.2 Switch Levels

1.3 Single Switches Use Escape and Enter to move into and out of the
7.4 Solenoid Test selected menu
1.5 Flasher Test

T.6 General lllumination
T.7 Sound & Music Test
7.8 Single Lamps

T.9 All Lamps

T.10 Lamp & Flasher Test
T.11 Display Test

T.13 Ordered Lamp Test
T.14 Smart Basket Test
T.15 Manual Basket Test
T.16 Ball Release Coil Test

U. Utilities Menu

U.1 Clear Audits

U.2 Clear Coins

U.3 Reset H.S.T.D.
U.4 Set Tma & Date
U.5 Custom Message
U.6 Set Game 1.D.
U.7 Factory Adjustments
U.8 Factory Resets
U.10 Clear Credits
U.11 Auto Bum-In

A. Adjustments Menu

A.1 Standard Adjustments

A.2 Feature Adjustments

A.3 Pricing Adjustments

A.4 H.S.T.D. Adjustments

A.S Printer Adjustments .
A.6 Dispenser Adjustments
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Bookkeeping is the first category available from the Main Menu. Press the Enter button to activate the
Bookkeeping Menu. Press the Up or Down button to cycle through the selections. Press the Enter
button to activate a selection. Once activated, press the Up or Down button to cycle through the
available audits. Audits cannot be set, they can only be cleared by using U1 and U2 from the Utilities
Menu. Press the Escape button to return to the Bookkeeping Menu. Press it again to return to the
Main Menu.

B. BOOKKEEPING MENU

B.1 Main Audits
B.2 Earning Audits
B.3 Standard Audits
B.4 Feature Audits
B.6 Time-Stamps

One Button Audit System. The Bookkeeping Menu is obtainable directly from the Attract Mode.

Repeatedly pressing the Enter button, while in the Attract Mode, will cycle through all of the game
audits.

B.1 Main Audits

8.1 01 Total Eamings 00
B.1 02 Recent Earnings 00
B.1 03 Free Play Percent 00
B.1 04 Average Ball Time 00
B.1 05 Average Game Time 00
B.1 06 Total Plays 00
B.1 11 Number of Tickets/Cards Awarded 00
B.1 12 % of Tickets/Cards Awarded Per Coin 00

B.2 Earning Audits*

B.2 01 Recent Earnings 00
B.2 02 Recent Left Slot 00
B.2 03 Recent Center Slot 00
B.2 04 Recent Right Slot 00
B.2 05 Recent 4th Slot 00
B.2 06 Recent Paid Credits 00
B.2 07 Recent Service Credits 00
B.2 08 Total Earnings” 00
B.2 09 Total Left Slot™ 00
B.2 10 Total Center Siot* 00
B.2 11 Total Right Siot* 00
B.2 12 Total 4th Slot” 00
B.2 13 Total Paid Credits* 00
B.2 14 Total Service Credits* 00
B.2 15 Recent Number of Tickets Awarded 00
B.2 16 Recent % of Tickets/Cards Awarded Per Coin 00
B.2 17 Total Number of Tickets/Cards Awarded 00
B.2 18 Total % of Tickets/Cards Awarded Per Coin 00

“These audits are NOT resettable. They are a record of the earnings of the game since the “CLOCK
1ST SET" Time-Stamp.
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B.3 Standard Audits

B.3 01 Games Started 00
B.3 02 Total Plays* 00
B.3 11 H.S.T.D. Credits 00
B.3 12 Percent H.S.T.D 00
B.3 15 Tickets Awarded 00
B.3 16 Percent Tickets 00
B.3 20 Average Game Time 00
B.3 21 Play Time 00:00:00
B.3 22 Minutes On 00
B.3 29 1 Player Games 00
B.3 30 2 Player Games™* 00
B.3 31 3 Player Games™** 00
B.3 32 4 Player Games™* 00
B.3 33 H.S.T.D. Reset Count 00
B.3 34 Bum-in Time { 00:00:00

* "Total Plays” only records completed games. A game is considered complete when the GAME OVER
message appears. Audit information from incomplete games is ignored, therefore test and servicing
operations do not affect the Audits.

**Only used with Link Option.

+ This Audit is not resettable.

B.4 Feature Audits

B.4 01 Overtime Level 1 for Game #1 00
B.4 02 Overtime Level 2 for Game #1 00
B.4 03 Overtime Level 3 for Game #1 00
B.4 04 Overtime Level 1 for Game #2 00
B.4 05 Overtime Level 2 for Game #2 00
B.4 06 Overtime Level 3 for Game #2 00
B.4 07 Overtime Level 1 for Game #3 00
B.4 08 Overtime Level 2 for Game #3 00
B.4 09 Overtime Level 3 for Game #3 00
B.4 10 Overtime Level 1 for Game #4 00
B.4 11 Overtime Level 2 for Game #4 00
B.4 12 Overtime Level 3 for Game #4 00
B.4 13 Overtime Level 1 for Game #5 00
B.4 14 Overtime Level 2 for Game #5 00
B.4 15 Overtime Level 3 for Game #5 00
B.4 16 ‘Overtime Level 1 for Game #6 00
B.4 17 Overtime Level 2 for Game #6 00
B.4 18 Overtime Level 3 for Game #6 00
B.4 19 Overtime Level 1 for Game #7 00
B.4 20 Overtime Level 2 for Game #7 00
B.4 21 Overtime Level 3 for Game #7 00
B.4 22 Number of Times Game #1 was Played 00
B.4 23 Number of Times Game #2 was Played 00
B.4 24 Number of Times Game #3 was Played 00
B4 25 Number of Times Game #4 was Played 00
B4 26 Number of Times Game #5 was Played 00
B.4 27 Number of Times Game #6 was Played 00
B4 28 Number of Times Game #7 was Played 00
B.4 29 Number of Tickets/Cards Awarded 00
B.4 30 % of Tickets/Cards Awarded Per Coin 00
B.4 31 Number of Cow Ticket Jackpots 00
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B.6 Time-Stamps
The Time-Stamps Menu allows you to view dates and times that are important to game software.

B.6 01 Current Time

B.6 02 Clock 1st Set

B.6 03 Clock Last Set

B.6 04 Audits Cleared
B.6 05 Coins Cleared

B.6 06 Factory Setting
B.6 07 Last Game Start
B.6 09 Last H.S.T.D. Reset
B.6 10 Champion Reset
B.6 11 Last Printout

B.6 12 Last Service Credit
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Press the Enter button to activate the Printouts Menu, once the menu name is shown under the Main
Menu. Then, use the Up or Down button to cycle through the Printouts Menu selections. Press the
Enter button to activate the desired Printouts group. Press again to return to the Main Menu.

P. PRINTOUTS MENU
(optional board required)

P.1 Earnings Data
P.2 Main Audits

P.3 Standard Audits
P.4 Feature Audits
P.7 Time-Stamps
P.8 All Data

The Printouts Menu is a combination of the other menus. This menu allows you to access and print
information in the available menu selections.

If no printer is attached the message “Waiting for Printer” appears in the displays.
Note: Set print specification from the Adjustment Menu, A.5 Printer Adjustments.
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Press the Enter button to activate the Test Menu, once the menu name is shown under the Main Menu.
Then, use the Up or Down button to cycle through the Test Menu selections. Press the Enter button
to activate a test. Press the Escape button to return to the Test Menu. Press again to return to the Main
Menu. Note: During any test, press the Start button (Help) to obtain the wire color, driver number,
connector number, and fuse location.

T. TEST MENU

T.1 Switch Edges

T.2 Switch Levels

T.3 Single Switch

T.4 Solenoid Test

T.5 Flasher Test

T.6 General lHumination
T.7 Sound & Music Test
T.8 Single Lamps

T.9 All Lamps

T.10 Lamp & Flasher Tests
T.11 Display Test

T.13 Ordered Lamp Test
T.14 Smart Basket Test
T.15 Manual Basket Test
T.16 Ball Release Coil Test

The switch matrix, on the left side of the display, shows the state of all switches. A dot indicates
the switch is open, and a square indicates the switch is closed. The numbers assigned to each switch
indicate where the switch is located in the matrix. The number on the left indicates the column, and the
number on the right indicates the row. Example: Switch 23 is 2nd column, 3rd row.

A short to ground, on either the row or column wire, appears as a shorted row(s). However, a
column wire shorted to ground disappears when all the indicated row switches are open. A row wire
shorted to ground does not disappear.

A shorted diode in the switch matrix can cause other switches 1o appear closed. These
"phantom” switches (though not actually closed) complete a rectangle in the switch matrix. Therefore, if
two switches in the same column are closed (example; #22 and #24), and a third switch is pressed in
another column but in the same row as one of the first two (example; #32), the "phantom” switch #34 is
faisely indicated as closed. The switch with the shorted diode is diagonally opposite the "phantom "
switch (in this case#22).

T.1 Switch Edges Press each switch one at atime. The name and number of the switch is
shown in the display. If a switch other than the one pressed, or no switch at all is indicated, the
system has detected a problem with the switch circuit.

T.2 Switch Levels This test automatically cycles through all switches that are detected
closed. The name and number of each switch that is detected is shown in the display. A filled
square indicates the switch's position in the matrix.

T.3 Single Switches The Single Switch Test isolates a particular switch by blocking signals
from all other switches. Use the Up or Down buttons to select the switch to be tested.
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T.4 Solenoid Test The Solenoid Test has three modes: Repeat, Stop, and Run. Only
one solenoid should pulse at a time. The system has detected a problem if; more then one
solenoid pulses, a solenoid comes On and stays On, or during the Repeat or Run modes, no
solenoid pulses.

Repeat - The Repeat mode pulses a single solenoid. After entering this test, Solenoid 1 shows
in the display. and the corresponding solenoid activates. Press the Up or Down button
to cycle through the solenoids, one at a time. The same solenoid pulses until the Up or
Down button is pressed. Either press the Escape button to return to the Test Menu, or
press the Enter button to advance to the next mode.

Stop - The Stop mode halts the Solenoid Test. Press Enter during the Repeat mode and the
Solenoid Test Stops. No solenoids should be activated while the test is stopped.
Either press the Escape button to return to the Test Menu, or the Enter button to

advance 1o the next mode.

Running - The Run mode cycles through the solenoids automatically. The display shows the
name and number of the solenoid currently being pulsed. Either press the Escape
button to return to the Test Menu, or the Enter button to advance to the next mode.

T.5 Flasher Test This tests the flashlamp part of the solenoid circuit exclusively. This, like the
Solencid Test has three test modes: Repeat, Stop, and Run. During this test, only one
flashlamp circuit should pulse at a time. The system has detected a problem if more than one
circuit pulses, a circuit stays On, or during the Repeat or Run modes, no circuit pulses.

Repeat - The Repeat mode pulses a single flashlamp. After entering this test, the name and
number of the first flashlamp circuit will show in the display and the corresponding
bulb(s) flash. Press the Up or Down button to cycle through all of the flashlamp circuits
one at a time. The same circuit pulses until the Up or Down button is pressed. Either
press the Escape button to return to the Test Menu, or press the Enter button to
advance to the next mode.

Stop - The Stop mode halts the Flasher Test. No flashlamp circuit should be active during this
mode. Either press the Escape button to return to the Test Menu, or the Enter button
to advance to the next mode.

Running - The Run mode cycles through the flashlamps automatically. The display shows the
name and number of the flashlamp circuit currently being pulsed and the
corresponding bulb(s) flash. Either press the Escape button to return to the Test
Menu, or the Enter button to advance to the next mode.

T.6 General lllumination This test checks all of the General Illumination circuits. There
are two modes of operation: Stop and Run.

Stop - Press the Up or Down buttons to cycle through the General Hlumination Test manually.
Allillumination is tested first, followed by an individual circuit test. The circuit name and
number will show in the display while the corresponding lamps light. If any other results
occur the system has detected an error.

Run - Press the Enter button any time during Stop test mode and the General illumination
Test cycles through automatically. For each circuit shown in the displays the
corresponding bulbs should light. |f any other results occurs the system has detected
a problem.
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T.7 Sound and Music Test The Sound and Music Test allows you to check the audio
circuits. This test has three modes for testing the sound and music circuits: Run, Repeat, and
Stop.

Run - This Run mode steps through a sequence of sounds and music. Pressing the Up or
Down button during this portion of the Sound and Music test advances to a particular
sound/tune without having to wait for the program to play all the sounds available in the
test. A sound/tune should be heard for each name and number that appears in the
display. Any other results indicate the system has detected a problem.

Repeat - Press the Enter button at any time during the Run mode to cause the program to stop
and repeat a particular sound/tune. The same sound should repeat continuously until
the Up or Down button is pressed. Any other results indicates the system has
detected a problem.

Stop - Press the Enter button at any time during the Repeat mode to stop this test altogether.
No sound/tune should be heard. Any other results indicates the system has detected
a problem.

T.8 Single Lamp Test The number assigned to each lamp indicates the lamp's position in the
matrix. The number on the left indicates the column. The number on the right indicates the
row. Example: Lamp 23 means 2nd column, 3rd row.

This test checks each lamp circuit individually. Press the Up or Down button to cycle through
this test. For each name and number that is shown in the display the corresponding lamp
should light. Any other results indicate the system has detected a problem.

T.9 All Lamps Test This test causes all the controlled lamps to flash at the same time.
Every controlled lamp should flash. Any other results indicate the system has detected a
problem.

T.10 Lamp and Flasher Test This test causes all the flashlamps and the controlled
lamps to flash at the same time. The controlled lamps blink, while the flashlamps cycle from
highest to lowest. Any other results indicates the system has detected a problem.

T.11 Display Test This test automatically lights every dot in the Dot Matrix Display. A
series of patterns appear in sequence. Each pattern turns On and Off a section of dots. Every
dot on the display should be turned On and Off during this test.

T.13 Ordered Lamp Test The number assigned to each lamp indicates the lamp's
position in the matrix. The number op the left indicates the column. The number on the right
indicates the row. Example - Lamp 23 means 2nd column, 3rd row.

This test checks each lamp circuit individually. Press the Up or Down button to cycle through
the lamps. Lamps light in a clock-wise or counter clock-wise direction starting from the bottom
of the playfield. Direction depends on which button, Up or Down, is pressed. For each name
and number that is shown in the display the corresponding lamp should light. Any other results
indicates the system has detected a problem.
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T.14 Smart Basket Test This test will allow the operator to check out a basket mover
motor to see if it is able to calibrate. Upon entering this test if the basket mover is not calibrated
it will try to calibrate it. If it fails, the test will be entered, but the position will not be valid. ftis
suggested that if this happens, use test T.14 Manual Basket test until the problem preventing
calibration is solved. If the basket calibrates successfully (or was already calibrated), then enter
the test. The position of the basket on the playfield should be approximately the same as the
picture on the left side of the display. The basket can be moved 20 steps up and 20 steps
down. There are two modes in this test: Single Step and Continuous. The enter button will
toggle between them.

In the Single Step mode, pressing the up and down buttons will move the basket up or
down one position until it has reached the end of its travel.

in the Continuous mode, the basket will move continuously between steps in one direction
until the limit is reached, then to the other direction. This will continue until the enter button
is pressed (to go to Single Step mode) or the up/down buttons are pressed to change the
direction of the motor.

At all times the state of switches 31, 32, and 33, and the position of the basket are shown in the
display. The test buttons have the following uses:

up - Tells the basket to go forward (according to mode).
DOWN - Tells the basket to go in reverse (according to mode).
ENTER - Switches between modes:

1. Single Step (basket moves 1 position at a time).
2. Continuous (basket moves continuously up and down).

ESCAPE Will return to the Test Menu'at any time it is pressed during this test.

T.15 Manual Basket Test This test will allow the operator to adjust and test the moving
basket motor when it will not calibrate. This test will simply turn the basket motor on clockwise or
counter-clockwise. It will also show the state of switches: 32 Basket Motor Top; 33 Basket
Mover Bottom; and 31 Basket Made. This test will allow you to move the basket up/down to
make sure switches 32 and 33 trigger and that the motor rod is able to rofate clockwise and
counter-clockwise. The test buttons have the following use:

upP - Toggle on/off the basket mover rod to spin clockwise.

DOWN - Toggle on/off basket mover rod to spin counter-clockwise.

ENTER - Toggle basket mover rod on and off.

ESCAPE - Will return to the Test Menu at any time it is pressed during this test.

T.16 Ball Release Coil Test This test will allow the operator to adjust and test the ball
release coil mechanism as it is used in the game. The release coil is a double wound coil,
consisting of a large outside power coil and a small inside holding coil. In normal coil test the
holding coil does not have enough power to cause the movement of the release ball
mechanism. This test will fire both the power and the holding coil the same way they are fired
during a game. The coil will stay energized for approximately 2/3 of a second. If the shaft only
stays down for an instant, then the coil or power supply to the holding coil may be bad. If the
shaft does not move at all, then the power coil or power supply may be bad. A count of the total
number of coil firings since the test was first started, is shown at the bottom of the display. The
test buttons have the following use:

uUP - Not Used

DOWN - Not Used

ENTER - Toggles between firing coil ON (repeat), and OFF (stopped).
ESCAPE - Will return to the Test Menu at any time it is pressed during this test.
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Press the Enter button to activate the Utilities Menu, once the menu name is shown under the Main
Menu. Then, use the Up or Down button to cycle through the Utility Menu selections. Press the Enter
button to activate a selection. Use the Up or Down button to rotate the settings. Press the Enter
button to lock in a setting. If a mistake is made while changing a setting, press the Escape button while
“Saving Adjustment Value” is still in the display. The original setting is retained and the new sefting is
ignored. Press the Escape button to return to the Utilities Menu. Press it again to return to the Main
Menu.

U. UTILITIES MENU

1 Clear Audits

.2 Clear Coins

3 Reset H.S.T.D.

4 Set Time & Date

5 Custom Message

6 Set Game I.D.

.7 Factory Adjustments
8

1

1

U
u
u
u.
u.
u.
U
U.8 Factory Resets
U
U

.10 Clear Credits
.11 Auto Burn-in

U.1 Clear Audits Press the Enter button to clear the Standard Audits (except Burn-In
Time), Feature Audits, and Histograms. ‘

U.2 Clear Coins Press the Enter button to clear the Earnings Audits.

U.3 Reset H.S.T.D. Press the Enter button to clear the High Score to Date Table and the
Grand Champion.

U.4 Set Time and Date Press the Enter button to activate the time and date. Use the
Up or Down button to change the value, then press the Enter button to lock in that value. If a
mistake is made, press the Escape button while “Saving Adjustment Value” is displayed. The
new value is ignored and the original value is retained.

U.5 Custom Message SetA.120to YES before writing a Custom Message. Press the Enter
button to begin entry of the custom message. Use the Up or Down button to cycle through
letters. Use the Start button to cycle through punctuation marks. Press the Enter button to
lock in the desired letter and punctuation. If you make a mistake, use Up and Down to select
the "back-arrow" character. The "back-arrow” character is located before the space character
and after the number nine. Press Enter while the back-arrow shows to erase the previously
entered character. Once your message is complete, press and hold the Enter button until
"Message Stored" is displayed.

Press the Escape button to cancel the new message. The message "Press Enter to Reset*

appears. If you press Enter, the custom message is cleared and no message is displayed. If
Escape is pressed, the original message remains intact.
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U.6 Set Game I.D. This utility allows the operator to install a message, such as game
location, that only appears on printouts . Press the Enter button to activate Set Game |.D.. Use
the Up or Down button to cycle through letters. Use the Start button to cycle through
punctuation marks. Press the Enter button to lock in the desired letter and punctuation.

U.7 Factory Adjustment Press the Enter button to restore the adjustments to factory
settings.
U.8 Factory Reset Press the Enter button to restore the adjustments to their factory

setting, clear the Audits, H.S.T.D Table, and Custom Message/Game |.D.

U.10 Clear Credits Press the Enter button to clear the game Credits.

U.11 Auto Burn-in Press the Enter button to activate Auto Burn-in. This utility
automatically cycles through several tests. This will help in find intermittent problems. The tests
that Auto Burn-in cycle through are: the Display Test, Sound and Music Test, All Lamps Test,
Solenoid Test, Flashers Test, General lilumination Test, and the Flipper Coil Test. All of the
tests are run concurrently. The time spent on the current burn-in cycle, and the total time the
game has spent in bum-in are displayed.
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Press the Enter button to activate the Adjustments Menu, once the menu name is shown under the
Main Menu. Press the Up or Down button to cycle through the Adjustment Menu selections. Press
the Enter button to activate the selection. Press the Up or Down button to cycle through the available
adjustments. Press the Enter button to activate an adjustment. When an adjustment is activated, the
setting value begins to flash. Use the Up or Down button to raise or lower the setting value. Press
Enter to lock in the value. If a mistake is made, press the Escape button while "Saving Adjustment
Value' is displayed. The new value is ignored and the original value is retained. Press the Enter button
to return to the Adjustments Menu. Press it again to return to the Main Menu.

A. ADJUSTMENTS MENU

Standard Adjustments

Feature Adjustments

Pricing Adjustments

H.S.T.D Adjustments

Printer Adjustments (optional board required)

>Pr>b>>
AW =

A.1 Standard Adjustments

A.1 20 Custom Message The message displayed during the Attract Mode.

YES - A message is displayed
NO - A message is not displayed.

A.1 21 Language The language the game uses: English, French, or German.
A.1 22 Clock Style The style of clock the game uses: A.M./P.M., or 24 Hours.

A.1 23 Date Style The style of date the game uses: Month/Date/Y ear, or Date/Month/Year.

A.1 24 Show Date and Time The date and time show in the Attract Mode.
YES - Show date and time in status repon, or Attract Mode.
NO - Do Not show date and time in status report or Attract Mode.
A.1 25 Allow Dim lllumination The game program dims the General lllumination for special
effects during the Attract Mode.
YES - Dim General lllumination during Attract Mode.
NO - Do Not dim General lliumination.
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A.1 26 Tournament Play Equalize game play during multi-player games. The basket must return
to the home position (center of slot) before a new game is started.

YES - Do not allow a game to start until basket is centered on playfield.
NO - Allow a game to start even if basket is not centered on playfield.

A.1 28 Minimum Volume Control The volume can be turned Off.

YES - Volume can be turned Off.
NO - Volume can be turned Down but not Off.
A.1 29 General lllumination Power Saver * This allows the general illumination and

controlled lamps to be dimmed following a time interval after a game is played. Power Saver
Level (A.1 30) determines how dimness of lamps. Using this feature will substantially increase
the life of the lamps.

Setting: - Off, 2-60 Minutes

A.1 30 Power Saver Level When General lllumination Power Saver (A.1 29) is set to On,
this controls the intensity of the G.I. and controlled lamps once the game has been idle for a
specified period of time.
Range: 4-7
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A.2 Feature Adjustments

A.2 01 Game Time The operator selects how long a game is. This does not include any overtimes
that may be possible. The setting range is from 10 to 240 seconds.

Factory Default: 45 Seconds

A.2 02 Start Difficulty The operator selects the number of baskets that a player must make
before the basket starts moving. This allows first time players to get familiar with the game
before it gets harder. The setting range is OFF through 100 shots.

Factory Default: 3 Shots

A.2 03 Linked Game Number The operator selects the game number for this game if two or
more games are linked (requires optional linking kit). The choices are:

Link Off - The games are not linked.
Number 1 - Number4 - Number of this linked game. All linked games MUST have a
unique number starting from Number 1.

Factory Default: Link Off

A.2 04 Select A Game Time Out Timer The operator selects how long the player is allowed to
select a game before it automatically starts. The choices are:

Off - Unlimited time - Game will not start until the player hits the start/serve button.
10 - 120 Seconds - The number of seconds a player is allowed to select a game
before it automatically starts.

Factory Default: 30 Seconds

A.2 05 Linked Game - Waiting for Players Timer The operator selects the amount of
time a linked game waits for other linked games 1o join in. The setting range is from 5 to 60

seconds.

Factory Default: 8 Seconds

A.2 06 Game Number 1 Available To Play The operator selects whether or not the player
has the option of playing game #1 - Three Point Line. The choices are:

Yes - The player may select the game to play.
No - The player can not select this game to play (it will not show up in the select a

game menu).

Factory Default: On
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A.2 07 Game Number 2 Available To Play The operator selects whether or not the player
has the option of playing game #2 - 4th Quarter. The choices are:

Yes - The player may select the game to play.
No - The player cannot select this game to play (it will not show up in the select a
game menu).

Factory Default: On

A.2 08 Game Number 3 Available To Play The operator selects whether or not the player
has the option of playing game #3 - Repeat-A-Shot. The choices are:

Yes - The player may select the game to play.
No - The player cannot select this game to play (it will not show up in the select a
game menu).

Factory Default: On

A2 09 Game Number 4 Available To Play The operator selects whether or not the player
has the option of playing game #4 - Around the World. The choices are:

Yes - The player may select the game to play.
No - The player cannot select this game to play (it will not show up in the select a
game menu).

Factory Defaultt: On

A.2 10 Game Number 5 Available To Play The operator selects whether or not the player
has the option of playing game #5 - Pushback. The choices are:

Yes - The player may select the game to play.
No - The player cannot select this game to play (it will not show up in the selecta
game menu).

Factory Default: On

A.2 11 Game Number 6 Available To Play
Note: This game is only available when 2 or more games are linked together (optional linking

kit required).

The operator selects whether or not the player has the option of playing game #6 - Tug-O-War.
The choices are:

Yes - The player may select the game to play.

No - The player cannot select this game to play (it will not show up in the select a
game menu).

Factory Default: On
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A.2 12 Game Number 7 Available To Play
Note: This game is only available when 2 or more games are linked together (optional linking
kit required).

The operator selects whether or not the player has the option of playing game #7 - Repeat-A-
Race. The choices are:

Yes - The player may select the game to play.
No - The player cannot select this game to play (it will not show up in the select a
game menu).

Factory Default: On

A.2 13 Attract Mode Sounds The operator can select whether or not the attract mode has
sound to attract the player. The Attract Mode Sounds will begin after the game has flashed
“GAME OVER" on the display. Sound plays for approximately 10 seconds, then shuts OFF.
Sounds will repeat every 4 1/2 minutes. The choices are:

On - The attract mode does have sound.

Off - The attract mode does not have sound.

Factory Default: Off

A.2 14 Overtime Time The operator selects the amount of additional time a player is awarded

when an overtime level is passed. The choices are:

Off - This turns the overtime feature off. All games will last the
amount of time set in Adjustment A.2 01, Game Time.

1-120 Seconds - The amount of seconds added to the players game timer when
awarded.

Factory Default: 15 Seconds

A.2 15 Overtime Difficulty Level This adjustment allows the operator to set all the overtime
levels, on all seven games, to one of ten levels. This adjustment is provided to make it easier to
set all the games overtime levels to a certain difficulty level. The operator may optionally change
each overtime level on every game individually. But, since there are a large number of
adjustments to change, using this adjustment will allow a mass setting of all games to a certain
level. The choices are:

Overtime Level 1-10 - Will set the following adjustments to certain values (see table
below). The lower the level, the easier it is to get an overtime.

Overtime Level 6 - Recommended for 50¢ play for 45 seconds.

Overtime Level 3 - Recommended for 25¢ play for 30 seconds.

Factory Default: Overtime Level 6

See Overtime Level Settings Table, next page.
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Game#1 OT #1
Game#1 OT #2
Game#1 OT #3

Game#2 OT #1
Game#2 OT #2
Game#2 OT #3

Game#3 OT #1
Game#3 OT #2
Game#3 OT #3

Game#4 OT #1
Game#4 OT #2
Game#4 OT #3

Game#s OT #1
Game#5 OT #2
Game#5 OT #3

Game#6 OT #1
Game#6 OT #2
Game#6 OT 43

Game#7 OT #1
Game#7 OT #2
Game#7 OT #3

A.2 16 1st Overtime, Game Number 1

1

10PT
30PT
60PT

10PT
30PT
60PT

30PT
80PT
50PT

20PT
90PT
120PT

40PT
150PT
250PT

10PT
40PT
70PT

OFF
OFF
OFF

Factory Default:

A.2 17 2nd Overtime, Game Number 1

OVERTIME LEVEL SETTINGS TABLE

2

16 PT
40PT
70PT

16 PT
35PT
70PT

35PT
100PT
200PT

25PT
100PT
150 PT

55PT
200PT
300PT

16PT
45PT
80PT

OFF
OFF
OFF

3

22PT
45PT
80PT

22PT
40PT
80PT

40PT
140PT
300 PT

30PT
110PT
180PT

70PT
250PT
350PT

22PT
50PT
90PT

OFF
OFF
OFF

30 Points

4

26 PT
50PT
90 PT

24PT
50PT
90PT

45PT
180 PT
350PT

35PT
130PT
200PT

80PT
275PT
400PT

26 PT
55PT
100PT

OFF
OFF
OFF

5

28PT
60PT
100PT

26 PT
50PT
100PT

50PT
200PT
400 PT

40PT
150PT
300PT

100PT
300PT
500PT

30PT
60PT
110PT

OFF
OFF
OFF

6 7

30PT 35PT
70PT 75PT
110PT 120PT

30PT 35PT
64PT 70PT
110PT 120PT

60PT 65PT
250PT 260PT
500PT 525PT

50PT 60PT
180PT 200PT
400PT 500PT

160PT 200PT
500PT 600PT
900PT 925PT

30PT 35PT
70PT 75PT
120PT 130PT

OFF  OFF
OFF  OFF
OFF  OFF

8

40PT
80PT
130PT

40PT
80PT
130PT

70PT
280PT
550PT

70PT
210PT
540PT

220PT
650PT
950PT

40PT
BOPT
150PT

OFF
OFF
OFF

9

50PT
90PT
150 PT

50PT
90 PT
150 PT

80PT
300PT
600PT

80PT
220PT
600 PT

250PT
700 PT
975 PT

50 PT
90PT
180 PT

OFF
OFF
OFF

10

60PT
110PT
200PT

60PT
100PT
180PT

100PT
350PT
800PT

. 90PT
230PT
700PT

300PT
750PT
999PT

60PT
100PT
200PT

OFF
OFF
OFF

This is the first overtime level of game #1. The setting
range is Off through 999 points (Off will disable this overtime level).

setting range is Off through 999 points (Off will disable this overtime level).

Factory Default:

A.2 18 3rd Overtime, Game Number 1

Factory Default:

A.2 19 1st Overtime, Game Number 2

Factory Defautt:

70 Points

110 Points

30 Points

HOTSHOT 1-24

This is the second overtime level of game #1. The

This is the third overtime level of game #1. The setting
range is Off through 999 points (Off will disable this overtime level).

This is the first overtime level of game #2. The setting
range is Off through 999 points (Off will disable this overtime level).



A.2

A2

A2

A.2

A.2

A.2

A.2

A.2

20 2nd Overtime, Game Number 2 This is the second overtime level of game #2. The
setting range is Off through 999 points (Off will disable this overtime level).

Factory Default: 64 Points

21 3rd Overtime, Game Number 2 This is the third overtime level of game #2. The setting
range is Off through 999 points (Off will disable this overtime level).

Factory Default: 110 Points

22 1st Overtime, Game Number 3 This is the first overtime level of game #3. The setting
range is Off through 999 points (Off will disable this overtime level).

Factory Default: 60 Points

23 2nd Overtime, Game Number 3 This is the second overtime level of game #3. The
setting range is Off through 999 points (Off will disable this overtime level).

Factory Default: 250 Points,

24 3rd Overtime, Game Number 3 This is the third overtime level of game #3. The setting
range is Off through 999 points (Off will disable this overtime level).

Factory Default: 500 Points

25 1st Overtime, Game Number 4 This is the first overtime level of game #4. The setting
range is Off through 999 points (Off will disable this overtime level).

Factory Default: 50 Points

26 2nd Overtime, Game Number 4 This is the second overtime level of game #4. The
setting range is Off through 999 points (Off will disable this overtime level).

Factory Default: 180 Points _

27 3rd Overtime, Game Number 4 This is the third overtime level of game #4. The setting
range is Off through 999 points (Off will disable this overtime level).

Factory Defauit: 400 Points
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A.2

A.2

A.2

A2

A.2

A.2

A.2

A.2

A.2

28 1st Overtime, Game Number 5 This is the first overtime level of game #5. The setting
range is Off through 999 points (Off will disable this overtime level).

Factory Default: 160 Points

29 2nd Overtime, Game Number 5 This is the second overtime level of game #5. The
setting range is Off through 999 points (Off will disable this overtime level).

Factory Default: 500 Points

30 3rd Overtime, Game Number 5 This is the third overtime level of game #5. The setting
range is Off through 999 points (Off will disable this overtime level).

Factory Defaulit: 900 Points

31 1st Overtime, Game Number 6 This is the first overtime level of game #6. The setting
range is Off through 999 points (Off will disable this overtime level).

Factory Default: 30 Points

32 2nd Overtime, Game Number 6 This is the second overtime level of game #6. The
setting range is Off through 999 points (Off will disable this overtime level).

Factory Defauit: 70 Points

33 3rd Overtime, Game Number 6 This is the third overtime level of game #6. The sefting
range is Off through 999 points (Off will disable this overtime level).

Factory Default: 120 Points

34 1st Overtime, Game Number 7  This is the first overtime level of game #7. The setting
range is Off through 999 points (Off will disable this overtime level).

Factory Default: Oftf

35 2nd Overtime, Game Number 7 This is the second overtime level of game #7. The
setting range is Off through 999 points (Off will disable this overtime level).

Factory Default: Off

36 3rd Overtime, Game Number 7 This is the third overtime level of game #7. The setting
range is Off through 999 points (Off will disable this overtime level).

Factory Default: Off
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A.3 Pricing Adjustments

A3

»>p>
Wwww

A.3

A3

A3

A3

A3

>
vLwww

01 Game Pricing (if set to custom, then 02 to 09 are available) The cost of a game is
selected from the Standard Pricing Table or by installing Custom pricing.

02 Left Coin Units

03 Center Coin Units

04 Right Coin Units

05 4th Slot Units The number of coin units purchased by a coin passing through the left,
right, center, and fourth coin chutes.

06 Units/Credits Defines the number of coin units required to obtain 1 credit. A coin
unit counter in the game program totals the number of coin units purchased through all coin
chutes prior to each game. If the total number of these coin units exceeds or matches the Unit
per Credit value by a multiple (or more, coin units) of the specified Units per Credit value the
Credits display shows the proper number of credits. The coin unit counter retains any
remaining coin units, until the start of Ball 2; then the coin unit counter is cleared (its contents
are zeroed).

07 Units/Bonus Additional credits are to be indicated in the credits display, when a
certain number of coin units are accumulated.

08 Bonus Credits The number of credits that are awarded when the Units/Bonus level is
achieved.

09 Minimum Units No credits are to be posted (indicated in the credit display), until the

credits unit counter reaches a particular value, by setting this value to 02 (or more).

10 Coin Door Type (if set to custom, then 11 to 15 are available) This
adjustment is used to preset adjustments 11 through 15, based on standard coin doors
(U.S.A., German, Etc.).

11 Collection Text The coin system used to display the Earning Audits.

12 Left Slot Value

13 Center Slot Value -

14 Right Slot Value

15 4th Silot Value The monetary value of the left, center, right, and 4th coin chutes.

16 Maximum Credits The maximum number of credits the game can accumulate, either
through game play awards or coin purchases. The range of this setting is 5 through 99.
Reaching the specified setting prevents the award of any credits. The factory default is 10.
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A.3 17 Free Play The player can operate the game without a coin (free play) or with a coin.

NO - A coin is necessary for game play.
YES - Game play is free; no coin required.

A.3 18 Hide Coin Audits The coin audits may, or may not be displayed.

YES - The coin audits are not displayed.
NO . - The coin audits are displayed.
HIDE NAMES - The coin audit value is shown but not the audit name.
A.3 19 1 Coin Buy-in If game pricing is set to 1 for 50¢/2 for $1.00 the player is allowed to

‘buy-in’ a subsequent game for 1 coin. The number of games that may be purchased at this
cost is determined by the number of players in the previous game; that is, if the previous game
had three players, 3 Credits can be purchased at the rate of 1 coin per credit.

YES - The player has 10 seconds to buy-in at 1 coin per game.
NO - The buy-in feature is disabied.

A.3 20 Base Coin Size The number of ticket per coin calculations.

A.3 21 Coin Meter Units It is possible to connect a coin meter to the knocker coil driver which will
log all coins through all slots. This adjustment activates the use of the knocker driver for this
purpose, and determines the value of each unit on the meter. For example, to show the total
amount of money collected as "total quarters”, set this adjustment to "0.25". To show the
amount of money collected as "total dollars®, set this adjustment to "1.00".

Setting this adjustment to anything other than Off establishes the coin unit for a meter attached
to the knocker driver, and overrides use of the knocker during awards.

A3 22 Dollar Bill Slot The system normally requires 150 microseconds between coin puises.
This is too long a delay for a fast-pulsing dollar bill validator. This adjustment may be used to tell
the game that there is a fast pulsing dollar bill validator connected to one of the coin switches.
The options are:

NONE = No validator connected.

LEFT = Validator connected to left slot.
CENTER = Validator connected to center slot.
RIGHT = Validator connected to right slot.
FOURTH = Validator connected to fourth slot.

A.3 23 Minimum Coin Microseconds This is the minimum width required for coin pulses to
be accepted as valid coins. This may be changed to prevent certain kinds of cheating.
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Pricing Table

Country Coin Chute | Coin Chute | Games/Coin Display Pricing Adjustments A.3
Left Right 02 03 04 05 06 07 08 09
USA .25¢ .25¢ 1/25¢, 4/$12 U.S.A. 4/81.00
1/50¢, 2/75¢, 3/¢1 12 50-75-1.00
1/50¢, 2/$1 2 U.S.A. 2/$1.00
1/25¢, 3/$1 2 U.S.A. 3/8$1.00
1,25: 3,35% 6/$1 CUSTOM 01 04 01 00 01 02 01 00
1/25¢, 5/$1 CUSTOM 01 00 01 00 01 04 01 00
Canada 25¢ $1.00 | 1/50¢, 2/75¢, 3/$1 2 CANADA 1
1/50¢, 2/$12 CANADA 2
Australia 20¢ $1 1$1, 3/$22 AUSTRALIA
United Kingdom 10Pence 50Pence | 1/3x10P, 2/50P U. KINGDOM
Belgium 20Fr 50Fr | 1/20 F, 3/50 Franc 2 BELGIUM
West Germany 1DM 50M 1/2DM, 2/3DM, 3/4DM, 5/5DM1:2 | GER. 1/2DM
1/1 DM, 2/2 DM, 5/5 DMark 2 GER. 1/1 DM
1/1 DM, 2/2 DM, 6/5 DM 2 GER. 6/50M
1/1 DM, 3/2 DM, 9/5 DM CUSTOM 09 18 45 00 05 00 01 00
1/2x1 DM, 1/2 DM, 3/5 DM CUSTOM 03 06 15 00 05 00 01 00
2/1 DM, 5/2 DM, 14/5 DM CUSTOM 13 26 65 00 05 65 01 00
France 5Fr 10Fr 2/5 F, 5/10 Franc 2.3 TARIF 1
SFr 10Fr | 3/5F, 7/10 Franc 23 TARIF 2
5Fr 10Fr |45 F, 310F, 7/2x10 Franc 23 |TARIF3
i’ :gi' 2/5 F, 4/10 F, 9/2¢10 Franc 112:3 122:::;
5F: ] OF: 2/5F,5/10F, 11210 Franc 22 | Z O r 2
1/5 F, 3/10 Franc 23
Spain 100 P 500 P 1/100 P, 6/500 Peseta 2 SPAIN
25 P 500P | 1/25 P, 5/100 Peseta CUSTOM 01 00 04 00 01 04 01 00
25 P 100P | 1/25 P, 4/100 Peseta CUSTOM 01 00 04 00 01 00 01 00
25 P 100P  |[1/2x25 P, 2/100 Peseta CUSTOM 01 00 04 0O 02 00 01 00
25 P 100p | 1/25x25 P, 3/100 Peseta CUSTOM 03 00 12 00 04 00 01 06
Italy 500L sooL | 1/500 Lire 2 ITALY
Japan 100 ¥ 100¥ | 1/100 Yen 2 JAPAN
New Zealand $1.00 $2.00 | 1/$1.00, 3/$2.00 NEW ZEALAND
20¢ 20¢ 1/3x20¢ 2 CUSTOM 01 00 01 0 03 00 00 Of
Hungary 10F 20F 1/1x20F, 1/2x10F, 3/2x20F2 HUNGARY

NOTES: 1. Factory Default. 2. Standard Setting - Change by pressing Enter button. 3. Other functions are also affected.
* Only if center coin chute and dollar bill acceptor are available.
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A.4 H.S.T.D. Adjustments

A.4

A.4

A4

A4

>>pr
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A4

01 Highest Scores The game maintains a record of the four highest scores achieved to
date.
OFF - No high scores are recorded, or displayed.
ON - The four highest scores for each game are stored in memory and displayed in

the Attract Mode.

02 H.S.T.D. Award The award given for achieving the High Score To Date, or the
Champion H.S.T.D: Credit or Ticket/Card.

03 Champion H.S.T.D. The “Highest” High Score is displayed in the Attract Mode.
This score is not cleared when “High Score Reset Every” occurs.
ON - The “Highest” High Score is retained in memory and is displayed.
OFF - The “Highest” High Scare for each game is not retained.

04 Champion Credits The operator chooses the number of credits or tickets awarded for a
Grand Champion Score.

Range: 00 - 10.

05 H.S.T.D. 1 Credits

06 H.S.T.D. 2 Credits

07 H.S.T.D. 3 Credits

08 H.S.T.D. 4 Credits The number of credits or tickets to be awarded whenever a player
exceeds the 1st, 2nd, 3rd, and 4th highest scores.
Range: 00 - 10.

09 High Score Reset Every The number of games to be played before an automatic reset

of the displayed "Highest Score" occurs. The values provided upon reset are those selected
by the operator in the Back-up High Scores.

Range: OFF (disabled); 250 to 20,000.
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A.5 Printer Adjustments (optional board required)

A5 01 Column Width The column width to be printed. Range: 22 - 80.

A.5 02 Lines Per Page The amount of lines per page. Range: 20 - 80.

A.5 03 Pause Every Page Choose whether the printer pauses at the end of a page.

YES - The printer does pause.
NO - The printer does not pause.
A.5 04 Printer Type Select the type of printer . Choices: Parallel, Serial, or ADP.

A.5 05 Serial Baud Rate The baud rate used for Serial or ADP communications (bit rate).
Choices: 300, 600, 1200, 2400, 4800, or 9600.

A.5 06 Serial D.T.R. (Data Terminal Ready) When a Serial Printer is used, this line may be
connected to a printer output line signaling that the printer is busy.

Normal - Normal D.T.R. signal goes low to indicate the printer is not ready.

Inverted - inverted D.T.R. (busy) signal goes high to indicate printer is not
ready.

Ignore - D.T.R. signal is ignored.
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A.6 Dispenser Adjustments

IMPORTANT! EQUIPPING AN ELECTRONIC GAME WITH A REDEMPTION DEVICE
MAY BE PROHIBITED UNDER APPLICABLE LAWS. CHECK WITH LOCAL
AUTHORITIES CONCERNING THESE LAWS PRIOR TO INSTALLING ANY TICKET OR
OTHER REDEMPTION DEVICE.

A.6 01 Dispenser Type The operator chooses whether the game has a dispenser and which
dispenser is being used. The choices are:

Nothing - No dispenser is being used.
Tickets - A ticket dispenser is being used.
Cards - A basketball card dispenser is being used.
A.6 02 Dispense Rate The operator chooses that rate at which cards or tickets will be

dispensed. This adjustment is provided to make it easier to set the dispensing rate of all the
games. When a dispense rate is selected all the dispenser adjustments for all the games will be
set. You may still change any dispensing adjustment manually, but this adjustment allows the
mass setting of 63 adjustments. Dispensing rates will vary according to the skill level of the
player. The current percentage of tickets being dispensed per quarter is shown on the bottom
of the display when viewing this audit. It is suggested that the dispense rate be changed, up or
down, to get the desired dispensing rate. The lower the dispense rate level the lower the
number of tickets/cards that will be dispensed. Also, note these settings are designed for a
game time start of 45 seconds, if this time is lowered, the dispensing rate must be made higher
to compensate. [f the game time is increased, the dispensing rate must be lowered to
compensate. The choices are:

Ticket1-10 - Set to dispense tickets at a certain rate (see table for setting values).
Card1-10 - Set to dispense cards at a certain rate (see table for setting values).
Factory Default: Ticket 8

Recommended card Start: Card 5
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TICKET DISPENSE RATE LEVEL (1-10)

Dispense Rate 1 2 3 4 5 6 7 8 9 10

Dispense Show YES YES YES | YES YES YES YES YES YES NO

Attract Sound ON ON ON ON ON ON ON ON ON ON

Max. Tickets 3TK 6TK{ 10TK| 16TK| 20TK| 26TK| 30TK]| 36TK| 40TK| 40TK
H.S.T.D. Award | TICKET TICKET| TICKET | TICKET | TICKET | TICKET | TICKET | TICKET | TICKET | TICKET
Grand Champ 2TK! 2TK; 38TK| 4TK| S5TK| S5TK] 5TK[ 5TK| 5TK 5TK
HS.TD. 1 1TK 1TK] 2TK| 2TK| 3TK| 3TKj 3TK}| 3TK| 3TK| 37K
HS.1.D. 2 1TK 1TK] 2TK| 2TK| 3TK| 3TK| 3TK{ 3TK| 3TK| 3TK
HST1.D. 3 1TK 1TK] 2TK| 2TK| 3TK] 3TK| 3TK| 3TK; 3TK 37K
HS.T.D. 4 1TK 1TK}] 27TK; 2TK|[ 3TK| 3TK| S3TK| 3TK| 3TK|] 37K
At Game Start O0TK| OTK| OTK| OTK| OTK|{ OTK| 17K 1TK 1TK] 27K
Overtime #1 1TK 1TK 1 TK 1TK 1TK] 2TK] 1TK| 2TK| 2TK] 27K
Overtime #2 OFF 1TK 1TK] 1TK| 1TK| 2TKiI 1TKl 27TK| 2TK! 27K
Overtime #3 OFF 1 TK 1TK 1TK] 1TK} 2TK| 1TK| 2TK| 2TK} 27K
T/C Per Level OFF OFF 1 TK 1TKl 1TK|] 1TK| 2TK] 2TK[ 2TK| 27K
Game #1 Level #1] OFF OFF 4PT| 4PT| 4PT| 4PT| 4PT| 4PT| 4PT| 4PT
Game #1 Level #2| OFF OFF | 60PT| 30PT| 10PT| 10PT| 10PT| 10PT| 10PT! 10PT
Game #1 Level #3| OFF OFF OFF | SOPT| 20PT|{ 20PT| 20PT| 20PT| 20PT| 20PT
Game #1 Level #4| OFF | OFF OFF |100PT] 30PT| 30PT| 30PT| 30PT| 30PT| 30PT
Game #1 Level #5| OFF | OFF | OFF | OFF | 60PT| 60PT| 60PT| 50PT| 40PT! 40PT
Game #1 Level 6| OFF OFF | OFF OFF | 70PT| 70PT| 70PT| 60PT|{ 50PT}| SOPT
Game #1 Level #7| OFF | OFF OFF OFF | SO0PT] 90PT{ 90PT} 80PT| 60PT| 60PT
Game #1 Level #8| OFF OFF | OFF | OFF |100PT{100PT|100PT{100PT|100PT[100PT
Game #2 Level #1| OFF OFF 4PT| 4PT|{ 4PT| 4PT| 4PT] 4PT| 4PT| 4PT
Game #2 Level #2| OFF QFF | 60PT| 30PT| 10PT] 10PT| 10PT| 10PT| 10PT| 10PT
Game #2 Level #3| OFF OFF OFF | 50PT| 20PT{ 20PT| 20PT| 20PT| 20PT| 20PT
Game #2 Level #4| OFF OFF { OFF |100PT| 30PT; 30PTj{ 30PT| 30PT| 30PT| 30PT
Game #2 Level #5| OFF OFF OFF | OFF | 50PT| 50PT| 50PT| 40PT| 40PT| 40PT
Game #2 Level #6| OFF OFF OFF OFF | 70PT| 70PT{ 70PT| 60PT| S0PT| SOPT
Game #2 Level #7| OFF OFF | OFF | OFF | 90PT| 90PT| S90PT| 80PT| 60PTj 60PT
Game #2 Level #8| OFF OFF OFF | OFF {100PT[100PT{100PT|100PT|100PT|100PT
Game #3 Level #1| OFF OFF 8PT| 8PT| 8PT| 8PT| 8PT| 8PT{ 8PT 8 PT
Game #3 Level #2| OFF OFF | 70PT| 60PT| 16PT] 16PT| 16PT} 16PT! 16PT| 16PT
Game #3 Level #3| OFF OFF OFF |150PT| 30PT| 30PT| 30PT! 30PT| 30PT| 30PT
Game #3 Level #4| OFF OFF OFF |300PT| 80PT| 80PT| 80PT| 60PT| SOPT| 50PT
Game #3 Level #5| OFF OFF OFF | OFF |150PT}150PT{150PT|100PT] 80PT| 80OPT
Game #3 Level #6| OFF OFF OFF | OFF {200PT{200PT|200PT]150PT|{150PT|150PT
Game #3 Level #7| OFF OFF OFF | OFF |300PT[300PT[300PT|250PTj200PT|200PT
Game #3 Level #8| OFF OFF | OFF | OFF |400PT|400PT{400PT|400PT{400PT{400PT
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Dispense Rate 1 2 3 4 5 6 7 8 9 10

Game #4 Level #1| OFF OFF 6PT| 6PT| 6PT| 6PT| 6PT{ 6PT| 6PT| 6PT
Game #4 Level #2] OFF OFF | 80PT| 40PT| 20PT| 20PT| 20PT| 20PT| 20PT| 20PT
Game #4 Level #3| OFF OFF OFF | 100PT| 40PT| 40PT] 40PT{ 40PT! 40PT| 40PT
Game #4 Level #4| OFF OFF OFF |200PT| 80PT! 80PT| 80PT| 70PT| 60PT| 60PT
Game #4 Level #5| OFF OFF OFF | OFF | 90PT| 90PT| 90PT! 80PT| 80PT| 80PT
Game #4 Level #6| OFF OFF OFF | OFF |100PT|100PT[100PT|[100PT|100PT|100PT
Game #4 Level #7| OFF OFF OFF | OFF [160PT{160PT|160PT|150PT|120PT|120PT
Game #4 Level #8| OFF OFF OFF OFF [220PT[220PT|{220PT|210PT|200PT]|200PT
Game #5 Level #1| OFF OFF 10PT| 10PT| 10PT} 10PT{ 10PT| 10PT| 10PT] 10PT
Game #5 Level #2| OFF OFF |100PT| 80PT| 30PT| 30PT| 30PT} 30PT| 30PT} 30PT
Game #5 Level #3| OFF OFF OFF |200PT| 50PT| 50PT| 50PT| 50PT| 50PT| 50PT
Game #5 Level #4| OFF OFF OFF | S00PT|120PT|120PT[120PT| 90PT| 80PT| 80PT
Game #5 Level #5{ OFF OFF OFF | OFF |1200PT|200PT[200PT|[170PT|120PT|120PT
Game #5 Level #6| OFF OFF OFF | OFF |300PT{300PT|300PT|250PT|200PT|200PT
Game #5 Level #7| OFF OFF OFF | OFF |600PT|600PT[600PT|500PT|400PT[400PT
Game #5 Level #8| OFF OFF OFF | OFF |900PT|900PT|900PT|800PT|600PT|600PT
Game #6 Level #1| OFF OFF 4PT| 4PT| 10PT| 10PT| 10PT] 10PT| 10PT| 10PT
Game #6 Level #2| OFF OFF | 60PT| 30PT| 20PT{ 20PT| 20PT| 20PT| 20PT| 20PT
Game #6 Level #3| OFF OFF OFF | 50PT| 40PT! 40PT| 40PT| 40PT| 40PT| 40PT
Game #6 Level #4| OFF OFF OFF |100PT| 80PT| 80PT| B80OPT| 60PT{ 50PT]| 50PT
Game #6 Level #5| OFF OFF OFF | OFF {100PT|100PT|100PT| 90PT| 60PT| 60PT
Game #6 Level #6| OFF OFF OFF | OFF [120PT 120PT|120PT|110PT| 70PT| 70PT
Game #6 Level #7| OFF | OFF | OFF [ OFF |140PT}140PT{140PT|130PT| 90PT| 90PT
Game #6 Level #8{ OFF OFF OFF OFF [160PT|160PT{160PT{150PT{110PT110PT
Game #7 Level #1] OFF OFF 8PT| B8PT| 8PT| 8PT| 8PT 8 PT 8PT 8PT
Game #7 Level #2| OFF OFF | 70PT| 60PT| 16PT} 16PT| 16PT| 16PT] 16PT| 16PT
Game #7 Level #3| OFF OFF OFF {150PT| 30PT| 30PT| 30PT| 30PT| 30PT| 30PT
Game #7 Level #4| OFF OFF OFF |300PT| B0OPT| 80PT| BOPT| 60PT| 50PT!| 50PT
Game #7 Level #5| OFF OFF OFF | OFF [150PTj150PT|150PT|110PT| 80PT| 80PT
Game #7 Level #6| OFF OFF OFF OFF |200PT|200PT{200PT|175PT[150PT|150PT
Game #7 Level #7| OFF OFF OFF OFF |300PTI300PT|{300PT{250PT|200PT|200PT
Game #7 Level #8| OFF OFF OFF OFF |400PT|400PT[400PT|400PT|[400PT|400PT
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Dispense Rate

Dispense Show

11

NO

TICKET DISPENSE RATE LEVEL (11-20)

12

NO

13

NO

14

NO

15

NO

16

NO

17

NO

18

NO

19

NO

20

NO

Attract Sound

ON

ON

ON

ON

ON

ON

ON

ON

ON

ON

Max. Tickets

40TK

407K

40TK

40TK

40TK

40TK

40TK

50TK

50TK

50TK

H.S.T.D. Award

TICKET

TICKET

TICKET

TICKET

TICKET

TICKET

TICKET

TICKET

TICKET

TICKET

Grand Champ

8 TK

8 TK

8TK

8TK

8 TK

8TK

10TK

10TK

10TK

15TK

‘H.S.T.D. 1

4TK

47K

47K

4TK

4TK

4TK

5TK

5TK

5TK

8TK

H.8.T.D. 2

4TK

471K

4TK

47K

4TK

4TK

5TK

5TK

5TK

8TK

H.S.T.D.3

4TK

47K

47K

47K

4TK

4TK

5TK

5TK

5TK

8 TK

HS.T.D. 4

4TK

4TK

4TK

47K

4TK

4TK

5TK

5TK

5TK

8 TK

At Game Start

2TK

2TK

2TK

27K

27K

2TK

2TK

27K

27K

3TK

Qvertime #1

2TK

27K

2TK

2TK

3TK

3TK

3TK

3TK

3TK

47K

Qvertime #2

2TK

2TK

27K

2TK

3TK

3TK

3TK

3TK

3TK

4TK

Overtime #3

27K

2TK

27K

27K

37K

37K

3TK

3TK

3TK

4TK

T/C Per Level

27K

27K

27K

27K

27K

2TK

2TK

2TK

2TK

3TK

Game #1 Level #1

4PT

4PT

4PT

2PT

2PT

2PT

2PT

2PT

2PT

2PT

Game #1 Level #2

10PT

10PT

8PT

8PT

8PT

8 PT

8 PT

4PT

4PT

4PT

Game #1 Level #3

20PT

20PT

10PT

10PT

10PT

10PT

10PT

8 PT

8 PT

8PT

Game #1 Level #4

25PT

25PT

20PT

20PT

20PT

20PT

20PT

12PT

12PT

12PT

Game #1 Level #5

30PT

30PT

30PT

25PT

25PT

25PT

25PT

20PT

20PT

20PT

Game #1 Lovel #6

40PT

35PT

35PT

30PT

30PT

30PT

30PT

30PT

25PT

25PT

Game #1 Level #7

60PT

40PT

40PT

40PT

40PT

35PT

35PT

35PT

30PT

30PT

Game #1 Level #8

100PT

100 PT

90PT

80PT

80PT

60PT

40PT

40PT

40PT

35PT

Game #2 Level #1

4PT

4PT

4PT

2PT

2PT

2PT

2PT

2pPT

2PT

2PT

Game #2 Level #2

10PT

10PT

8PT

8 PT

8PT

8 PT

8 PT

4PT

4PT

4PT

Game #2 Level #3

20PT

20PT

10PT

10PT

10PT

10PT

10PT

8 PT

8 PT

8 PT

Game #2 Level #4

25PT

25PT

20PT

20PT

20PT

20PT

20PT

12PT

12PT

12PT

Game #2 Level #5

30PT

30PT

30PT

25PT

25PT

25PT

25PT

20PT

20PT

20PT

(Game #2 Level #6

40PT

35PT

35PT

30PT

30PT

30PT

30PT

30PT

25PT

25PT

Game #2 Level #7

60PT

40PT

40PT

40PT

40PT

35PT

35PT

35PT

30PT

30PT

Game #2 Level #8

100PT

100 PT

90PT

80PT

80PT

60PT

40PT

40PT

40PT

35PT

Game #3 Level #1

8 PT

8PT

8 PT

8 PT

8PT

8 PT

8PT

8PT

8PT

6 PT

Game #3 Level #2

16 PT

16 PT

14PT

14PT

14PT

12PT

12PT

10PT

10PT

10PT

Game #3 Level #3

30PT

30PT

20PT

20PT

20PT

20PT

20PT

16 PT

16 PT

14 PT

Game #3 Level #4

40PT

40PT

30PT

25PT

25PT

25PT

25PT

20PT

20PT

20PT

Game #3 Level #5

60PT

S0PT

40PT

30PT

30PT

30PT

30PT

30PT

25PT

25PT

Game #3 Level #6

150 PT

100 PT

90PT

50PT

50PT

40PT

40PT

40PT

30PT

30PT

Game #3 Level #7

200PT

150PT

150 PT

90PT

90PT

80PT

50PT

50PT

40PT

40PT

Game #3 Level #8

400PT

400PT

400PT

200PT

200PT

200PT

100PT

90PT

60PT

50PT
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Dispense Rate

Game #4 Level #1

Tic

11

6 PT

12

6 PT

p

13

6 PT

14

6 PT

v

15

6 PT

11-

16

6 PT

ontinue

17

6PT

18

4PT

19

4PT

20

4PT

Game #4 Level #2

20PT

20PT

12PT

10PT

10PT

10PT

10PT

10PT

10PT

10PT

Game #4 Level #3

30PT

30PT

20PT

20PT

20PT

20PT

20PT

20PT

20PT

20PT

Game #4 Level #4

50PT

40PT

30PT

30PT

30PT

30PT

30PT

25PT

25PT

25PT

Game #4 Level #5

80 PT

70PT

50PT

40PT

40PT

35PT

35PT

30PT

30PT

30PT

Game #4 Level #6

100 PT

100PT

90PT

80PT

80PT

70PT

50PT

35PT

35PT

35PT

Game #4 Level #7

120 PT

120PT

120PT

100PT

100PT

90PT

80PT

50PT

50PT

40PT

Game #4 Level #8

200PT

200PT

200PT

200PT

200PT

150PT

110PT

100PT

80PT

60PT

Game #5 Level #1

10PT

10PT

10PT

10PT

10PT

10PT

10PT

8 PT

8PT

8PT

Game #5 Level #2

30PT

30PT

20PT

20PT

20PT

20PT

20PT

16 PT

16 PT

16 PT

Game #5 Level #3

50PT

50PT

40PT

30PT

30PT

30PT

30PT

30PT

26PT

26 PT

Game #5 Level #4

80PT

60PT

50PT

40PT

40PT

40PT

40PT

40PT

32PT

32PT

Game #5 Level #5

100PT

100PT

80PT

60 PT

60PT

50PT

50PT

50PT

46PT

40PT

Game #5 Level #6

150 PT

120PT

100 PT

90 PT

90PT

80PT

70PT

60PT

60PT

50PT

Game #5 Level #7

300PT

200PT

200PT

200PT

200PT

100PT

90 PT

70PT

70PT

65PT

Game #5 Level #8

600PT

500 PT

500PT

400PT

400PT

300PT

200PT

100PT

80PT

80PT

Game #6 Level #1

10PT

8 PT

4P7T

4PT

4PT

2PT

2PT

2PT

2PT

2PT

Game #6 Level #2

20PT

10PT

8PT

8PT

8 PT

8PT

8PT

4PT

4PT

4PT

Game #6 Level #3

30PT

20PT

10PT

10PT

10PT

10PT

10PT

8 PT

8PT

8 PT

Game #6 Level #4

40PT

30PT

20PT

20PT

20PT

20PT

20PT

12PT

12PT

12PT

Game #6 Level #5

50PT

40PT

30PT

25PT

25PT

25PT

25PT

20PT

20PT

20PT

Game #6 Level #6

60PT

50PT

40PT

30PT

30PT

30PT

30PT

30PT

25PT

25PT

Game #6 Level #7

70PT

60PT

50PT

40PT

40PT

35PT

35PT

35PT

30PT

30PT

Game #6 Level #8

100 PT

100PT

90PT

90PT

90PT

60PT

40PT

40PT

40PT

35PT

Game #7 Level #1

8 PT

8 PT

8 PT

8PT

8 PT

8PT

8 PT

8 PT

8PT

8 PT

Game #7 Level #2

16 PT

16 PT

14PT

14PT

14 PT

12PT

12PT

10PT

10PT

10PT

Game #7 Level #3

30PT

30PT

20PT

20PT

20PT

20PT

20PT

16 PT

16 PT

14PT

Game #7 Level #4

40PT

40PT

30PT

25PT

25PT

25PT

25PT

20PT

20PT

20PT

Game #7 Level #5

60PT

50PT

40PT

30PT

30PT

30PT

30PT

30PT

25PT

25PT

Game #7 Level #6

150PT

100PT

90PT

50PT

50PT

40PT

40PT

40PT

30PT

30PT

Game #7 Level #7

200PT

150PT

150PT

90PT

90PT

80PT

50PT

S50PT

40PT

40PT

Game #7 Level #8

400 PT

400PT

400PT

200PT

200PT

200PT

100PT

90PT

60PT

50PT
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CARD DISPENSE RATE_ LEVEL (1-10)

Dispense Rate 1 2 3 4 5 6 7 8 9 10

Dispense Show YES | YES | YES | YES | YES | YES | YES YES NO NO

Attract Sound OFF | OFF | OFF | OFF | OFF | OFF | OFF | OFF OFF | OFF

Max. Tickets 3CD| 6CDj| 10CD| 16CD| 20CD| 26CD| 30CD| 36CD{ 40CD| 40CD
H.S.T.D. Award CARD | CARD | CARD | CARD [ CARD | CARD [ CARD | CARD | CARD | CARD
Grand Champ 2CD| 2CcD| 2cDf 2CD| 2cCDj 2cD| 3CD; 3CD| 3CD| 5CD
H.S.T.D. 1 1CD| 1CD| 1CD| 1CD| 1CD] 1CD| 2cCcD| 2CD| 2CDj 3CD
H.S.T.D. 2 1iCD] 1CD] 1CD| 1CD| 1CD| 1CD| 2CD| 2CD| 2CD| 3cCD
H.S.7.D. 3 1CD| 1CD| 1CDf 1CD| 1CD| 1CD| 2CD| 2CD| 2cCcD| 3CD
H.S.T.D. 4 1CD| 1cD|] 1CD| 1CD| 1CD| 1CD| 2CD| 2CD| 2CDf 3CD
At Game Start 0CcDl ocCcDf oCD| ocCcD| oOCD| oCD|f ocCD| 1CcD| 1t1cD] 1¢D
Overtime #1 1CD| 1CD| 1CD}] i1CD| 1CD| tCD| 1CD| 1CD| 1CD| 2cCD
Overtime #2 OFF 1CD] 1CDj 1CD| 1CD| 1CD| 1CDf 1CD| 1CD} 2CD
Overtime #3 OFF 1CDI 1CD] 1CD| 1¢CD] 1CD| 1CD| 1CD| 1CD}] 2CD
T/C Per Level OFF | OFF 1CD] 1CD|] 1CD| 1CD| 1CD| 1CD|] t1CcD] 1CD
Game #1level#1| OFF | OFF | 10PT| 10PT| 10PT! 4PT| 4PT| 4PT| 4PT| 4PT
Game#1level#2| OFF | OFF | OFF | 70PT] 50PT| 10PT} 10PT|{ 10PT| 10PT| 10PT
Game #1 Level #3| OFF | OFF | OFF | OFF [ 80PT| 20PT| 20PT| 20PT| 20PT| 20PT
Game #1 Level#4| OFF | OFF | OFF | OFF [120PT| 30PT| 30PT| 30PT| 25PT| 25PT
Game #1 Level#5| OFF | OFF | OFF | OFF | OFF | 60PT| 60PT| SOPT| 40PT| 40PT
Game #1 Level#6]! OFF | OFF | OFF | OFF | OFF | 60PT| 40PT| 35PT| 30PT| 30PT
Game#1level#7| OFF | OFF | OFF | OFF | OFF | 70PT| 50PT| 40PT| 40PT| 35PT
Game#1 Level#8]| OFF | OFF | OFF | OFF | OFF | 90PT| 60PT| 50PT| 50PT| 40PT
Game#2 Level#1| OFF | OFF | 10PT| 10PTj{ 10PT| 4PT| 4PT| 4PT| 4PT| 4PT
Game #2 Level#2| OFF | OFF | OFF | 70PT| SOPT| 10PT| 10PT| 10PT| 10PT| 10PT
Game #2 Level #3| OFF | OFF | OFF | OFF | 80PT| 20PT| 20PT| 20PT| 20PT| 20PT
Game #2 Level#4] OFF | OFF | OFF | OFF [120PT| 30PT| 30PT} 30PT| 25PT| 25PT
Game #2 Level#5| OFF | OFF | OFF | OFF | OFF | 50PT| 40PT| 35PT| 30PT| 30PT
Game #2 Level#6| OFF | OFF | OFF | OFF | OFF | 70PT| 50PT| 40PT| 40PT| 35PT
Game #2 Level #7| OFF OFF OFF | OFF | OFF | 90PT] 60PT| S0PT| 50PT| 40PT
Game #2 Level#8} OFF | OFF | OFF | OFF | OFF |100PT| 90PT| 80PT| 60PT| SO0PT
Game #3 Level#1| OFF | OFF | 20PT| 20PT| 20PT| 8PT| 8PT| 8PT| 8PT| 8PT
Game #3 Level #2| OFF | OFF | OFF | 80PT| 50PT| 16PT| 16PT| 16PT{ 16PT| 16PT
Game #3 Level #3| OFF | OFF | OFF | OFF [100PT| 30PT| 30PT| 25PT| 25PT]| 25PT
Game #3 Level#4| OFF | OFF | OFF | OFF |200PT| 80PT| 50PT| 40PT| 40PT| 40PT
Game #3 Level#5| OFF | OFF | OFF | OFF | OFF |150PT|100PT| 90PT| 60PT]| SOPT
Game #3 Level#6| OFF | OFF | OFF | OFF | OFF |200PT|150PT|140PT[100PT| 80PT
Game #3 Level #7| OFF | OFF | OFF | OFF | OFF |300PT|200PT|200PT|150PT|110PT
Game #3 Level#8]| OFF | OFF | OFF | OFF | OFF |400PT|300PT|300PT|300PT|200PT
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CARD DISPEN 1- Cc d

Dispense Rate 1 2 3 4 5 6 7 8 9 10

Game #4 Level #1| OFF OFF | 20PT| 20PT| 20PT| 6PT| 6PT| 6PT| 6PT| 6PT
Game #4 Level #2| OFF OFF OFF | 50PT| 50PT| 20PT| 20PT| 20PT| 16PT | 16PT
Game #4 Level #3| OFF OFF OFF | OFF | BOPT| 40PT| 30PT| 30PT| 24PT| 24PT
Game #4 Level #4| OFF OFF OFF | OFF |120PT| 80PT| 50PT{ 40PT| 32PT| 32PT
Game #4 Level #5| OFF OFF OFF OFF | OFF | 90PT| 80PT| 70PT| 50P7] 40PT
Game #4 Level #6| OFF OFF OFF | OFF | OFF |[100PT}|100PT| 90PT| BOPT| 60PT
Game #4 Level #7| OFF OFF OFF | OFF | OFF [160PT|150PT|{150PT|120PT|100PT
Game #4 Level #8| OFF OFF OFF | OFF | OFF |220PT|200PT|200PT|180PT|150PT
Game #5 Level #1| OFF OFF | 30PT| 30PT| 30PT| 10PT! 10PT| 10PT| 10PT| 10PT
Game #5 Level#2| OFF | OFF OFF | 80PT| 80PT| 30PT| 20PT| 20PT| 20PT| 20PT
Game #5 Level #3| OFF OFF OFF | OFF |120PT| S0PT| 40PT| 40PT| 30PT| 30PT
Game #5 Level #4| OFF OFF OFF | OFF [220PT|120PT|120PT| 90PT| 50PT} 50PT
Game #5 Level #5] OFF OFF OFF | OFF | OFF |200PT{200PT|180PT|[100PT| 80PT
Game #5 Level #6| OFF OFF OFF | OFF | OFF [300PT|300PT|250PT|200PT|150PT
Game #5 Level #7| OFF OFF OFF | OFF | OFF |600PT|400PT|{350PT|300PT|[200PT
Game #5 Level #8| OFF OFF OFF | OFF | OFF [900PT|700PT|600PT|500PT|400PT
Game #6 Level #1| OFF OFF 10PT{ 10PT}| 10PT| 10PT| 4PT| 4PT| 4PT| 4PT
Game #6 Level #2| OFF OFF OFF | 70PT| 50PT| 20PT| 20PT| 20PT| 20PT| 20PT
Game #6 Level #3| OFF OFF OFF OFF | 80PT| 40PT| 40PT| 30PT| 25PT| 25PT
Game #6 Level #4| OFF OFF OFF | OFF |120PT| 80PT| 50PT| 40PT! 30PT|{ 30PT
Game #6 Level #5| OFF OFF OFF | OFF | OFF |100PT|{ 80PT| 50PT| 35PT| 35PT
Game #6 Level #6| OFF OFF OFF | OFF | OFF |120PT{110PT| 90PT| S0PT| 40PT
Game #6 Level #7| OFF OFF OFF | OFF | OFF |140PT|130PT|100PT[ 90PT| 60PT
Game #6 Level #8| OFF OFF OFF | OFF { OFF |160PT{150PT|120PT[120PT}100PT
Game #7 Level #1| OFF OFF | 20PT| 20PT| 20PT| 8PT{ 8PT; 8PT| 8PT| 8PT
Game #7 Level #21 OFF OFF OFF | 80PT| 50PT} 16PT| 16PT| 16PT| 16PT] 16PT
Game #7 Level #3| OFF OFF OFF | OFF |100PT| 30PT| 30PT| 25PT| 25PT} 25PT
Game #7 Level #4| OFF OFF OFF | OFF {200PT]| BOPT| 50PT| 40PT| 30PT| 30PT
Game #7 Level #5| OFF OFF OFF | OFF | OFF |150PT|100PT{ 90PT| 60PT| 50PT
Game #7 Level #6 | OFF OFF OFF | OFF | OFF [200PT|150PT[140PT|{100PT| 90PT
Game #7 Level #7| OFF OFE OFF OFF | OFF |300PT[200PT|200PT[150PT|110PT
Game #7 Level #8| OFF OFF OFF | OFF | OFF [400PT|300PT|[300PT|300PT|200PT
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A.6 03 Dispenser Errors The operator selects how to resolve dispenser problems. Note, the
dispenser ALWAYS blinks its dispenser lamp when a problem has occurred. The choices are:

Announce - Display an error message with sound, for 5 seconds, to alert attendant
every time a ticket was attempted to be dispensed.

Ignore - Do not announce a problem in the display, or with sound.

Factory Default: Ignore

A.6 04 Cards Till Empty  When the dispenser is set to dispense CARDS, the operator chooses
how many basketball cards it takes until the dispenser is considered "empty" after the
“dispenser low" switch is activated. Note, the card dispenser should not dispense the last 30
cards. The choices are:

0-199 - Number of cards to dispense after the "Dispense low" switch has been
activated.

Factory Default: 80 Cards

A.6 05 Maximum Tickets/Cards Per Game The operator chooses the MAXIMUM amount
of tickets/cards that a player can eam per game. The range is 0 to 255,

Factory Default: 20 Cards

A.6 06 Dispense Tickets/Cards At: The operator selects WHEN tickets/cards are
dispensed and if the display tells the player as it dispenses items. The choices are:

Game & Show - Tickets/Cards will be dispensed during the game and the
display WILL SHOW this.

Game & No Show - Tickets/Cards will be dispensed during the game and the
display WILL NOT SHOW this.

End & Show - Tickets/Cards will be dispensed only at the end of the game
and the display WILL SHOW this.

End & No Show

Tickets/Cards will be dispensed only at the end of the game
and the display WILL NOT SHOW this.

Factory Default: Game & Show

A.6 07 Tickets/Cards At Game Start: The operator selects the number of tickets/cards that
will be dispensed at the start of a game. The range of this setting is 0 through 30 tickets/cards.

Factory Default: 0 Tickets/Cards
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A.6 08 Ticket Jackpot Available: The operator selects how often the Cow Ticket Jackpot is
available to the player. The Cow Ticket Jackpot awards a large amount of tickets (see
Adjustment A.6 09 Ticket Jackpot Award below) to the player if they make a basket when the
cow is on the screen. This feature only works when adjustment A.6 01 Dispenser Type is set to
TICKETS. It may also be turned OFF by setting this Adjustment to OFF. The operator selects
the number of games that must be played before the Cow Ticket Jackpot will appear. The

choices are:

OFF - No Cow Ticket Jackpot is available.

25-5000 - - Number of games that must be played before the Cow Ticket Jackpot
is available

Factory Default: Every 250 games (only work if dispenser type is set to tickets).

A.6 09 Ticket Jackpot Award: The operator selects the number of tickets the Cow Ticket
Jackpot will award. This should be balanced with Adjustment A.6 08 Ticket Jackpot Available,
so that the correct ticket pay out percentage is obtained.

The setting range is 50, 100, 150, 200, 250, 300, 350, 400, 450,0r 500 tickets.

Factory Default: 100 Tickets

A.6 10 Linked/Multi-player Winner Tickets/Cards Award: The operator selects the
number of tickets a player gets when he WINS a multi-player linked game. This feature only
works when games are linked together with the optional Link Kit. The choices are:

OFF - No extra tickets are given to the winner.
1-500 - Number of tickets given to the winner.
Factory Defauit: OFF

A.6 11 Tickets/Cards For Overtime Level 1: The operator selects the amount of
tickets/cards that are dispensed when Overtime Level #1 is passed. The range of this setting is
0 through 30 tickets/cards.

Factory Default: 1 Ticket/Card

A.6 12 Tickets/Cards For Overtime Level 2: The operator selects the amount of
tickets/cards that are dispensed when Overtime Level #2 is passed. The range of this setting is
0 through 30 tickets/cards.

Factory Default: 1 Ticket/Card

-

A.6 13 Tickets/Cards For Overtime Level 3: The operator selects the amount of
tickets/cards that are dispensed when Overtime Level #3 is passed. The range of this setting is
0 through 30 tickets/cards.

Factory Default: 1 Ticket/Card
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A.6 14 Tickets/Cards Per Level: The operator selects the amount of tickets/cards that are
dispensed when a ticket/card level is passed. The range of this setting is 0 through 50
tickets/cards.

Factory Defauit: 1 Ticket/Card Per Level Passed

A.6 15 Tickets/Cards Level #1 - Game #1: This is the ticket/card dispense level #1 for
game #1. The range of this setting is Off through 999 points.
Factory Default: 10 Points

A.6 16 Tickets/Cards Level #2 - Game #1: This is the ticket/card dispense level #2 for
game #1. The range of this setting is Off through 999 points.
Factory Defauit: 20 Points

A.6 17 Tickets/Cards Level #3 - Game #1: This is the tickeV/card dispense level #3 for
game #1. The range of this setting is Off through 999 points.
Factory Default: 50 Points

A.6 18 Tickets/Cards Level #4 - Game #1: This is the ticket/card dispense level #4 for
game #1. The range of this setting is Off through 999 points.
Factory Default: 60 Points

A.6 19 Tickets/Cards Level #5 - Game #1: This is the ticket/card dispense level #5 for
game #1. The range of this setting is Off through 999 points.
Factory Default: 80 Points

A.6 20 Tickets/Cards Level #6 - Game #1: This is the ticket/card dispense level #6 for
game #1. The range of this setting is Off through 999 points.

Factory Defauit: 100 Points
A.6 21 Tickets/Cards Level #7 - Game #1: This is the ticket/card dispense level #7 for

game #1. The range of this setting is Off through 999 points.

Factory Default: 110 Points
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A.6

A.6

A6

A.6

A.6

A.6

A6

A.6

A.6

22 Tickets/Cards Level #8 - Game #1: This is the ticket/card dispense level #8 for
game #1. The range of this setting is Off through 999 points.

Factory Default: 120 Points

23 Tickets/Cards Level #1 - Game #2: This is the ticket/card dispense level #1 for
game #2. The range of this setting is Off through 999 points.
Factory Defauilt: 10 Points

24 Tickets/Cards Level #2 - Game #2: This is the ticket/card dispense level #2 for
game #2. The range of this setting is Off through 999 points.
Factory Default: 20 Points

25 Tickets/Cards Level #3 - Game #2: This is the ticket/card dispense level #3 for
game #2. The range of this setting is Off through 999 points.
Factory Default: 50 Points

26 Tickets/Cards Level #4 - Game #2: This is the ticket/card dispense level #4 for
game #2. The range of this setting is Off through 999 points.
Factory Defauit: 60 Points

27 Tickets/Cards Level #5 - Game #2: This is the ticket/card dispense level #5 for
game #2. The range of this setting is Off through 999 points.
Factory Default: 80 Points

28 Tickets/Cards Level #6 - Game #2: This is the ticket/card dispense level #6 for
game #2. The range of this setting is Off through 999 points.
Factory Default: 100 Points

29 Tickets/Cards Level #7 - Game #2: This is the ticket/card dispense level #7 for
game #2. The range of this setting is Off through 999 points.
Factory Default: 110 Points

30 Tickets/Cards Level #8 - Game #2: This is the ticket/card dispense level #8 for

game #2. The range of this setting is Off through 999 points.

Factory Default: 120 Points
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A.6

A.6

A.6

A.6

A.6

A.6

A6

A.6

A.6

31 Tickets/Cards Level #1 - Game #3: This is the ticket/card dispense level #1 for
game #3. The range of this setting is Off through 999 points.

Factory Default: 20 Points

32 Tickets/Cards Level #2 - Game #3: This is the ticket/card dispense level #2 for
game #3. The range of this setting is Off through 999 points.
Factory Default; 40 Points

33 Tickets/Cards Level #3 - Game #3: This is the ticket/card dispense level #3 for
game #3. The range of this setting is Off through 999 points.
Factory Default: 60 Points

34 Tickets/Cards Level #4 - Game #3: This is the ticket/card dispense level #4 for
game #3. The range of this setting is Off through 999 points.
Factory Default: 80 Points

35 Tickets/Cards Level #5 - Game #3: This is the ticket/card dispense level #5 for
game #3. The range of this setting is Off through 999 points.
Factory Default: 100 Points

36 Tickets/Cards Level #6 - Game #3: This is the ticket/card dispense level #6 for

game #3. The range of this setting is Off through 999 points.

Factory Default: 150 Points

37 Tickets/Cards Level #7 - Game #3: This is the ticket/card dispense level #7 for
game #3. The range of this setting is Off through 999 points.
Factory Default: 200 Points

38 Tickets/Cards Level #8 - Game #3: This is the ticket/card dispense level #8 for
game #3. The range of this setting is Off through 999 points.
Factory Default: 250 Points ~

39 Tickets/Cards Level #1 - Game #4: This is the ticket/card dispense level #1 for

game #4. The range of this setting is Off through 999 points.

Factory Detfauilt: 20 Points
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40 Tickets/Cards Level #2 - Game #4: This is the ticket/card dispense level #2 for
game #4. The range of this setting is Off through 999 points.
Factory Defautt: 40 Points

41 Tickets/Cards Level #3 - Game #4: This is the ticket/card dispense level #3 for
game #4. The range of this setting is Off through 999 points.
Factory Default: 60 Points

42 Tickets/Cards Level #4 - Game #4: This is the ticket/card dispense level #4 for
game #4. The range of this setting is Off through 999 points,
Factory Default: 80 Points

43 Tickets/Cards Level #5 - Game #4: This is the ticket/card dispense level #5 for
game #4. The range of this setting is Off through 999 points.
Factory Default: 90 Points

44 Tickets/Cards Level #6 - Game #4: This is the ticket/card dispense level #6 for
game #4. The range of this setting is Off through 999 points.
Factory Default: 100 Points

45 Tickets/Cards Level #7 - Game #4: This is the ticket/card dispense level #7 for
game #4. The range of this setting is Off through 999 points.
Factory Default: 120 Points

46 Tickets/Cards Level #8 - Game #4: This is the ticket/card dispense level #8 for
game #4. The range of this setting is Off through 999 points.
Factory Default: 180 Points

47 Tickets/Cards Level #1 - Game #5; This is the ticket/card dispense level #1 for
game #5. The range of this setting is Off through 999 points.
Factory Defautt: 20 Points -

48 Tickets/Cards Level #2 - Game #5: This is the ticket/card dispense level #2 for

game #5. The range of this setting is Off through 999 points.

Factory Default: 50 Points
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49 Tickets/Cards Level #3 - Game #5: This is the ticket/card dispense level #3 for
game #5. The range of this setting is Off through 999 points.
Factory Default: 80 Points

50 Tickets/Cards Level #4 - Game #5: This is the ticket/card dispense level #4 for
game #5. The range of this setting is Off through 999 points.
Factory Default: 110 Points

51 Tickets/Cards Level #5 - Game #5: This is the tickeVcard dispense level #5 for
game #5. The range of this setting is Off through 999 points.
Factory Default: 180 Points

52 Tickets/Cards Level #6 - Game #5: This is the ticket/card dispense level #6 for
game #5. The range of this setting is Off through 999 points.
Factory Default: 250 Points

53 Tickets/Cards Level #7 - Game #5: This is the ticket/card dispense level #7 for
game #5. The range of this setting is Off through 999 points.
Factory Default: 350 Points

54 Tickets/Cards Level #8 - Game #5: This is the ticket/card dispense level #8 for
game #5. The range of this setting is Off through 999 points.
Factory Default: 450 Points

55 Tickets/Cards Level #1 - Game #6: This is the ticket/card dispense level #1 for
game #5. The range of this setting is Off through 999 points.
Factory Defauit: 20 Points

56 Tickets/Cards Level #2 - Game #6: This is the ticket/card dispense level #2 for
game #6. The range of this setting is Off through 999 points.
Factory Default: 40 Points

57 Tickets/Cards Level #3 - Game #6: This is the ticket/card dispense level #3 for

game #6. The range of this setting is Off through 999 points.

Factory Default: 60 Points
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58 Tickets/Cards Level #4 - Game #6: This is the ticket/card dispense level #4 for
game #6. The range of this setting is Off through 999 points.

Factory Default: 80 Points

59 Tickets/Cards Level #5 - Game #6: This is the ticket/card dispense level #5 for
game #6. The range of this setting is Off through 999 points.
Factory Default: 100 Points

60 Tickets/Cards Level #6 - Game #6: This is the ticket/card dispense level #6 for
game #6. The range of this setting is Off through 999 points.
Factory Default: 120 Points

61 Tickets/Cards Level #7 - Game #6: This is the ticket/card dispense level #7 for
game #6. The range of this setting is Off through 999 points.
Factory Default: 140 Points

62 Tickets/Cards Level #8 - Game #6: This is the ticket/card dispense level #8 for
game #6. The range of this setting is Off through 999 points.
Factory Default: 160 Points

63 Tickets/Cards Level #1 - Game #7: This is the ticket/card dispense level #1 for
game #7. The range of this setting is Off through 999 points.
Factory Default: 20 Points

64 Tickets/Cards Level #2 - Game #7: This is the ticket/card dispense level #2 for
game #7. The range of this setting is Off through 999 points.
Factory Default: 40 Points

65 Tickets/Cards Level #3 - Game #7: This is the ticket/card dispense level #3 for
game #7. The range of this setting is Off through 999 points.
Factory Default: 60 Points

66 Tickets/Cards Level #4 - Game #7: This is the ticket/card dispense level #4 for

game #7. The range of this setting is Off through 999 points.

Factory Default: 80 Points
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A.6 67 Tickets/Cards Level #5 - Game #7: This is the ticket/card dispense level #5 for
game #7. The range of this setling is Off through 999 points.

Factory Default: 100 Points

A.6 68 Tickets/Cards Level #6 - Game #7: This is the ticket/card dispense level #6 for
game #7. The range of this setting is Off through 999 points.
Factory Default: 140 Points

A.6 69 Tickets/Cards Level #7 - Game #7: This is the ticket/card dispense level #7 for
game #7 The range of this setting is Off through 999 points.
Factory Default: 200 Points

A.6 70 Tickets/Cards Level #8 - Game #7: This is the ticket/card dispense level #8 for

game #7. The range of this setting is Off through 999 points.

Factory Default: 250 Points
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ERROR MESSAGES

The WPC game program has the capability to aid the operator and service personnel. At Game Turn-on,
or after pressing the Begin Test switch, (once the game has been operating for an extended period),
the display may signal with the message, "Press ENTER for Test Report". This indicates the game
program has detected a possible problem with the game.

To obtain details of the problem, open the coin door and press the Begin Test switch. Press the Enter
button to begin displaying the message(s). The following messages apply to your game.

Check Switch ##.

XXXXX

This message indicates that at least one switch was stuck ‘On’ at game turn-on or has NOT been
actuated during ball play (for 90 balls or =30 games). The game program compensates the
game play requirements affected by each disabled switch to allow 'nearly normal’ play. This
helps keep the game earning, until the service technician can repair the problem.

To verify the problem, refer to the Test Menu text describing Switch Testing, and check each
reported switch using applicable switch tests. Always check switch operation using a ball, to
simulate game conditions. Switch problems may often be resolved by adjusting the wire switch
actuators, fixing switch circuitry problems, securing loose connectors, etc. Mechanisms using
‘opto switches' (drop targets, etc.) need to be checked for proper power connections (+12V dc
and ground).

Sw. is Stuck On.
This message indicates that a switch, which is not usually On, remains in the On position after
the game is switched On. The stuck switch is essential for game play (for example, a coin chute
switch, the slam tilt switch, the plumb bob tilt switch), and should be cleared to permit proper
game operation.

Ground Short Row-N, Wht-xxx.

This message indicates that the switch wires being called out are touching a grounded part on
the playfield or coin door. The following should be checked:
1. Slam Tilt (or other coin door) switch touching the grounded coin door.
2. A leaf-type, playfield switch touching a grounded part.
3. Players poking metallic objects (wires, coat hanger, etc.) into the game
4. Switch cable insulation pierced or damaged allowing bare wire contact with a grounded part
5. All switches in a row closing at the same time. Note: This instance is NOT a switch problem;
however, for most games this is a very rare possibility.

U6 Checksum Error.

The game ROM checksum is invalid. If this occurs replace the game ROM.

Time and Date Not Set.

The real time clock is not running. If this occurs go to U.4 of the Utilities Menu and set the time
and date.
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Factory Settings Restored . o

This message indicates that the CMOS RAM no longer retains any custom Pricing or Game
Adjustment settings and has reverted to factory default settings. Generally, the following CPU
checks will isolate the cause of the CMOS RAM memory failure. The voltage at pin 28 and pin
26 of U8 should be +5V (game turned On) and at least +4V (game turned Off). When the
voltage drops below +4 V, memory reset occurs. Check the batteries and battery holder. Be
sure that the batteries are good and that there is no contamination on the battery holder
terminals. Turn the game OFF, and use an ohmmeter to check diodes D1 and D2 on the CPU
Board. D1 should read 0 ochms when forward-biased and infinite ohms when reverse-biased.
D2 should read 15 ohms when forward-biased and infinite ohms when reverse-biased. Note:
Readings taken from Analog Meter. This message can also indicate that there is an open diode
on a 50V coil, and noise is entering the circuit.

Card Dispenser Problem ] .
The cards from the card dispenser are taking too long to dispense. This usually means that the
cards are not falling freely into the card catcher. Possible problems are:

1) The card chute is adjusted too far towards the back of the dispenser, putting additional drag
on the card after the cards leaves the motor. (See adjusting card dispenser in the

Maintenance Information Section).

2) The card is hitting something when it goes through the cabinet hole to the card catcher.
There should be no obstructions.

3) The cards have curied too much probably due to humidity, or the cards are too old. Replace
all the cards with fresh cards.

4) The picture side of the basketball cards are NOT ALL facing to the back of the dispenser.
The Dispenser cannot reliably grip the picture side of the cards. Remedy, ALL CARDS must

have the picture side towards the back of the dispenser.

CPU L.E.D.'s
The CPU has three L.E.D.'s located on the upper left side of the board: D19, D20, and D21.
On game power-up D19 and D21 turn On for a moment then, D19 turns Off and D20 starts to
blink rapidly. D21 remains On. The system has detected a problem if the following happens:

CPU Board L.E.D, Error Codes
Center L.E.D. blinks one time - ROM Error U6
Center L.E.D. blinks two times - RAM Error @J8 )
Center L.E.D. blinks three times - Custom Chip Failure U9

Sound Board Beep Error Codes
Upon Game Turn-On:

1Beep = Sound Board O.K.

2 Beeps = U9 Failure (RAM)

3 Beeps = U18 Failure (ROM)
4Beeps = -~ U15 Failure (ROM), if used
5Beeps = U14 Failure (ROM), if used
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Error - Basket Is Not Calibrated
Check Basket Motor and Switch 32 & Switch 33.
This error means the moving basket mechanism was unable to calculate the amount of time it
takes to get from the bottom to top, and from top to bottom. The moving basket will not operate
correctly unless it is able to calibrate. The following could prevent it from calibrating, OR from
staying in calibration:

1. The opto switches #32 Basket Motor Top and/or #33 Basket Motor Bottom are not working,
or are not working consistently. Check both switches using the switch test or in T.14 Manual
Basket test to make sure they are triggering.

2. The basket motor is dead. If the basket does not move at all, the motor may be defective or
power is not being supplied to the motor. Check for voltage at the motor. Use T.14 Manual
Basket test to see if the basket will move.

3. The basket mover motor directional P.C. board is defective. If in test T.14 Manual Basket, the
motor shaft is not able to turn both clockwise and counter clockwise, then this P.C. board may
be defective or the power supply may be defective in one direction.

4. The rotating shaft is jammed or blocked by an object. Make sure the basket mover cart is able
to move freely up and down the playfield and that there are no wires or foreign objects on/in the
grooves of the turning rod. Also see "Rotating Basket Motor Rod Adjustment” below.

NOTE: Once the basket mover has been fixed, test T.15 Smart Basket should be used to make
sure basket can calibrate and move properly.

ROTATING BASKET MOTOR ROD ADJUSTMENT

Proper operation of the basket mover is only possible if the turning motor rod is adjusted properly. If it is
not binding, damage to the motor, rod, and rod follower are possible. Adjustment of the turning motor
rod that the basket mover rides on should be as follows.

1. There should be approximately 1/8" "slop" in the up/down movement of the rod. It should NOT
be pushed tightly against the motor gear box housing, but allowed to move slightly. There is a
slotted bracket with 2 screws for adjustment on the end of the shaft, opposite the motor.

2. If you grad the motor rod in your hand, you should be able to turn it clockwise and counter-
clockwise slightly without engaging the motor. If not, loosen the 2 nuts holding the rod follower
(the part that is attached to and moves up and down the rod) slightly until a little "play* in the rod is
felt. 4
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LED List

B1 |
U4
U6|lus| | U9 | B2 |
| B3 |
D19 D20 D21
O O O CPU Board
CPU Board
D19, Blanking
D20, Diagnostic
D21, +5vdc

At Game Turn-On = D19 & D21 On, D20 Off
During Normal Operation = D19 Off, D20 flashing, D21 On

LED

L]

Fit1
F112
F113
Fi14

LED7

O

LED3

Iz
O
I

LED 6

OO0
LED 2 LED 4 @)
O
o1
TFoe]| Power Driver Board
[[F107][]|F109| |
[|F106{||F110] |

Power Driver Board

LED 1, +12vdc, Switch Circuit, Normally On

LED 2, High/Low Line Voltage Sensor, Normally On

LED 3, High/Low Line Voltage Sensor, Normally Off

LED 4, +5vdc, Digital Circuit, Normally On

LED 5, +20vdc, Flashlamp Circuit, Normally On

LED 6, +18vdc, Lamps Circuit, Normally On

LED 7, +12vdc, Power Circuit (Motors, Relays, Etc.), Normally On
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Fuse List

Audio Board Dot Matrix
Controller Board

[Fs02] | [Feot]]

F111

]
T | F112
3 F11

[P

Lotd
cOtd
Sold

Power Driver Board

|| F108
|| F107]}| F109 |
F1 F11q |

Audio Board
F501 -24V Circuit 3A, SB.
F502 +25V Circuit 3A, SB.

Dot Matrix_Controller Board

F601 +62V Circuit 3/8A, S.B.
F602 -113V and -125V Circuits 3/8A, S.B. Line Filter

Domestic Game 8A
Power Driver Board Foreign Game 5A, S.B.

F103 Solenoid #25-#28 3A,SB
F104 Solenoid #9-#16 3A,SB
F105 Solenoid #1-#8 3A, S.B
F106 G.l. #5 Wht-Vio 5A, S.B.
F107 G.l. #4 Wht-Gm 5A, S.B.
F108 G.I. #3 Wht-Yel 5A, SB
F109 G.I #2 Wht-Org 5A, SB
F110 G.I. #1 Wht-Brn 5A, S.B
F111 Flasher Secondary 5A, S.B.
F112 Solenoid Secondary 5A, S.B.
F113 45V Logic 5A, S.B.
F114 +18V Lamp Matrix 8A, N.B. h
F115 +12V Switch Matrix 3/4A, S.B.
F116 +12V Secondary 3A, SB.
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MAINTENANCE INFORMATION

SWITCH CONTACTS

For proper game operation, switch contacts should be free of dust, dirt, contamination, and corrosion.
Blade switch contacts are plated to resist corrosion. Cleaning blade switch contacts requires gentle
closing of the contacls on a clean business card or piece of paper, and then pulling the paper about 2
inches, which should restore the clean contact surface. Adjust the switch contacts to a 1/16-inch gap.

CLEANING

Good game action and extended playfield life are the results of regular playfield cleaning. During each
collection stop, the dome should be removed (see Game Assembly Instructions, #5) and cleaned with
glass cleaner and a soft nonabrasive cloth. The playfield should also be wiped off with a soft cloth. The
game balls should be inspected for excessive wear and replaced when necessary.

Occasionally, more extensive, playfield cleaning is required. Avoid excessive use of water and caustic
or abrasive cleaners because they tend to damage the playfield surface. Playfield wax (or any camauba
based wax), or polish may be used sparingly, to prevent a buildup on the playfield surface. Do not use
cleaners containing petroleum distillates on any playfield plastics because they may dissolve the plastic
material or damage the artwork.

CARD DISPENSER ADJUSTMENTS

Note, the dispenser is not guaranteed to operate properly when the humidity is at or above 90° level,
Note, it is REQUIRED that the PICTURE SIDE OF ALL CARDS face the back of the dispenser.

Note, use only Vending Machine Basketball Cards. DO NOT use individually wrapped cards (packaged
with gum or food) because the dispenser will not operate properly.

If your supply of baseball cards are to thick or too thin, on the left side of the dispenser are 4 slotted
screws that adjust the motor assembly for various size cards. The motor assembly should be moved
forward or backward, so that only 1 card is dispensed at a time.

If the card chute is not adjusted properly, cards will not fall when the card passes the motor's pinch roller.
The adjustable screw slot on the front right side of the dispenser can widen the narrow gap that a card
must fall through before it falls into the wide portion of the card chute. If this narrow path is too narrow,
the next card can hold the currently dispensing card and prevent it from falling.

ROTATING BASKET MOTOR ROD ADJUSTMENT

Proper operation of the basket mover is only possible if the tuming motor rod is adjusted properly. If itis
not binding, damage to the motor, rod, and rod follower are possible. Adjustment of the turning motor
rod that the basket mover rides on should be as follows.

1. There should be approximately 1/8" "slop” in the up/down movement of the rod. It should NOT
be pushed tightly against the motor gear box housing, but allowed to move slightly. There is a
slotted bracket with 2 screws for adjustment on the end of the shaft, opposite the motor.

2. If you grad the motor rod in your hand, you should be able to turn it clockwise and counter-

clockwise slightly without engaging the motor. If not, loosen the 2 nuts holding the rod follower
(the part that is attached and moves up afd down the rod) slightly until a little *play* in the rod is fel.

HOTSHOT 1-53



Notes...

...........................................................................................
...........................................................................................
...........................................................................................
...........................................................................................
...........................................................................................
...........................................................................................
...........................................................................................
............................................................................................
...........................................................................................
...........................................................................................
...........................................................................................
...........................................................................................
...........................................................................................
...........................................................................................
...........................................................................................
e T T I R R I I I I A A B A R
...........................................................................................

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

HOTSHOT 1-54



SECTION 2

GAME PARTS INFORMATION
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03-8734 Cover Hood

A-15992 Feeder Housing Assembly

; |
L~ |
/}/ i i—;::'_’?jwhi

JEN
| } TS—————— 03-8783
'i /IU\J%T—T‘: Ceiling
- ‘

2y

03-8773 — /"' 03-8780
Feeder Housing, Left A
/

Feeder Housing, Right

03-8784
Buck Plate
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HOTSHOT Cabinet

OPTIONAL EQUIPMENT (Not Shown)

Part Number{ Description e
63329 Card Dispenser
60604 Ticket Dispenser
Model DL-1275| Deltronic Ticket Interface Kit
63117 2 Link w/Armor
63217 4 Link w/Armor
63317 2 Link w/o Armor
63417 4 Link w/o Armor

Item Part Number

Description

Item Part Number

Description

1. 08-7377 Leg Adjuster 3" 9. 01-10869 Hood Retainer Bracket (2 Used)
2. (C-10843 Metal Leg (4 Used) 10. 03-8798 Shade i

3. 03-8776 Cam ) 11, 11-1096 Ball Deflector

4. 01-10686-1 Hood Mounting Bracket - Right 12.  01-10868-2 Hood Mounting Bracket - Left

5. A-15809 Backboard & Hoop Assembly 13, A-15081 Control Panel Assy. {See p.2-22)
6. 31-1707 Screened Panel Cover 14.  09-35000-1 Mini-Coin Door USA 2-Sfot

7. 03-7981 Lens (Tr. Red) ‘

8. A-15804 Dot Matrix Display Assembly

a) 5901-12784-00 Dot Matrix Display/Driver Bd.
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HOTSHOT Rear View

®E

’L

10

3

Item Part Number

01-10714
A-12738-60017
A-14038
A-16001
A-16212
A-12742-60017
A-16049
A-12697-1

©ONO O AWM

Ribbon Cables:
9. 5795-13434-02

10. 5795-13018-00
11. 5795-10938-09
12. 5795-12653-03

Description

Line Cord Cover
WPC Sound Board

Dot Matrix Controller Assy.

PCB Mounting Plate

3-Flash Lamp Dome Assy.

WPC CPU Board
18-Lamp Board Assy.
WPC Power Driver Board

Ribbon Cable, 32"
Ribbon Cable, 22"
Ribbon Cable, 9"
Ribbon Cable, 3"

Line Filter/Cordset Application Chant

i

>| > 2/8|18(8|8|8|8
18 AR AR NE N b
B SISI8|8iISIRIS|E
5|5 18818 1812/2 28
5| glalslsliglale|gle
< | < 2lz13|81318|3|8}|=

AUSTRALIA o [

BELGIUM ® D)

FRANCE ® ®

HUNGARY [ ] [ ]

ITALY ® D

JAPAN ® e 6

NEW ZEALAND ® L

UNITED KINGDOM [ ] @

UNITED STATES ® ®

WEST GERMANY ® ®
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HOTSHOT Cabinet interior Parts

O,

ST

7
®

item Part Number

Nooh®N =

A-15811
01-10865

*

01-10868-2
5555-12469-00
5610-12835-00
A-15646

Description tem Part Number
Shooter Assembly 8. A-14689
Playfield Mounting Bracket 9. A-15955

Line Filter Assembly 10. A-16048
Hood Mounting Bracket, Left 11.  20-9347
Speaker 402 (2 Used) 12.  01-11042
WPC Transformer 115/230V 13.  A-15982

24-Switch Opto PC Board

* Sce Application Chart (p.2-4) -~

Description

Coin Door Interface Board
Cashbox Assembly

8-Diode Switch Assembly
Toggle Latch (2 Used)
Service Bracket (2 Used)
Diagnostic Sw. Bracket Assy.

NOTE:
contact your authorized Midway Distributor.

To order replacement or additional basketball card
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Part No.

01-9980

4004-01005-06
4104-01012-C4
4404-01119-00
5010-08772-00
5010-12065-00
5010-08991-00
5¢10-10987-00
5010-09034-00

5010-09035-00
50610-09036-0C
5010-09134-00

5010-09162-00
5010-08774-00
5010-09269-00
5010-03358-00
5010-09416-00

5010-09534-00
5010-10171-00
5010-10258-00
5010-10650-00
5010-10989-00
5010-12752-00
5040-08966-00
5040-09332-00
5040-11036-00
5040-12729-00
5040-12750-00
5041-09031-00
£041-09243-00
5043-08980-00
5043-08996-00
5048-11027-00
5048-11028-00
5048-11028-00
5048-11030-00
5048-11031-00
5048-11065-00
5048-11072-C0
5048-12036-00
5048-12745-00
5048-12746-00
5048-12748-00

A-12738-60017

Designator

Ut
U1
U1
R21
R22,
RS1
R23, R24

R13, R14, R29-R31, R33,
R34, R50, R45-F49

R4

R35

R1, R2, R6, R8, R,
Ri11,R12

R26, R102

R3, R5, R17, R19

R15

R18, R32

R28, R36, R37, R39-R44
R52, RS3, R57

W3, W5, W7-W10

R38, R56

R16

A7.R10

RS54, RSS, R27

R20

c3

C15, C18, C34, C36, C38
C32,C35

C24,C25

c22

C26-C29, C37, C46-C48
€20, C21

C41-C44, B(15)

c1,c2

c8,C10

cas

€33, C49

c12

C19, C31

c13

€39, G40

c23

C4,C6

C5,C7

C9,C11,C30

R25

Description

Shield: Wire Protector
Mach. Screw, 4-40 x 3/8
Sh. Mach. Screw, #4 x 1/4
Nut, 4-40 SNUT

Resistor, 15KQ, 1/4w, 5%
Resistor, 120K, 1/4w, 5%
Resistor, 4.7KQ, 174w, 5%
Resistor, 56KQ, 1/4w, 5%
Resistor, 10KQ, 1/4w, 5%

Resistor, 47KQ, 1/4w, 5%
Resistor, 100Q, 1/4w, 5%
Resistor, 150K, 1/4w, 5%

Resistor, 100K, 1/4w, 5%
Resistor, 22K, 1/4w, 5%
Resistor, 12KQ, 1/4w, 5%
Resistor, 1KQ, 174w, 5%
Resistar, 470Q, 1/4w, 5%

Resistor, 0Q2

Resistor, 56Q, 1/4w, 5%
Resistor, 1M, 1/4w, 5%
Resistor, 62K, 1/4w, 5%
Resistor, 470K, 1/4w, 5%
Resistor, 103, 1/4w, 5%
Capacitor, 100M, 10v (£20%)
Capacitor, 47ufd., 25v, Axial
Capacitor, 47ufd., 16v, Rad
Capacitor, 4700ufd., 35v.
Capacitor, 22ufd., 35v, Rad.
Capacitor, 1pfd. TANT
Capacitor, 10pufd. TANT
Capacitor, .01M, 50v, (+80, -20)
Capacitor, .1ufd., 50v, 10%
Capacitor, 33pfd., 50v, 10%
Capacitor, 22pfd., 50V, Axial
Capacitor, 100pfd., 50v
Capacitor, 470pfd., 50v
Capacitor, .001ufd., 50v, 10%
Capacitor, .0022ufd., 50v, 10%, Ax.
Capacitor, .0033uld.

Capacitor, .22ufd., 10v, Ceramic
Capacitor, 1800pfd., 50V, 10%
Capacitor, 330pfd., 50V
Capacitor, 220pfd., S50V

WPC Audio Board

Part No.

5070-08919-00
5070-09045-00
5250-10495-00
5281-09215-00
5281-09246-00
5281-09486-00
5281-09487-00
5281-09500-00
5281-09745-0C
5281-09850-00
5281-10577-00
5370-11086-00
5371-11087-00
5400-10320-C0
5284-12651-00
5340-12278-00
5370-09691-00
5370-12260-00
5370-12728-00
5370-12730-00
5370-12742-00
5371-12727-00
5432-12726-00
5460-12423-00
5460-12743-00
5520-09020-00
5521-10931-00
5551-09822-00
5700-08985-00
5§700-09004-00
5§700-09006-C0
Not Used
A-5343.80017-2
A-5343-60017-3
5700-12088-00
§705-12755-00
5731-10356-00
5733-12060-01
5791-10862-04
5§791-10862-05
5791-10862-07
5791-12462-03
§791-12462-04
5791-12516-00

HOTSHOT 2-6

Designator

D5,D6
D1-D4
us
u22
ui2
U28-U30
Us, U23-U25
U3t
u26,U27
u20
uts
u1e
U1
W
uz21
us
u17
u2

U1t

U7, us
u32
u19
us

u4
u33
X1
0sCt
L1

13
u10
Uit
u1s
U14
uts
U1

F501, F502

J50¢4, JS505
J502
J501
J509
J508
J506

Description

Diode, 1N4148

Diode MR5C1, 3.0A
Reg. 7912 1.0A -12v.
IC, 74LS04 Hex INV
IC, 741.5139 2-4 Dec.
IC, 74L5374 8 Dual Flipflop
IC, 74LS74 Dual Flipflop
IC, 741832

IC, 74L.5138 DMLTPX
IC. 74L.511 Trippte AND
IC, 74L.5125 Q/B Bfr
IC, YM2151 Sound

IC, YM3012 D/A

IC, MPU 68B09E

IC 4584

S/Ram 2064

IC, 55536 CVSD

IC, 3340 Elec Alten

IC, Audio Amp LM1875
IC, Op Amp TL084

IC, Op Amp TLOB2
Dac AD7524

EE Prom Pot X9503
IC, LM7812

LM7809 TO-220
Crystal, 3.58 MHz.
Oscillator, 8.0 MHz.
ind, 4.7UH 3.0A.
Sccket, IC 4C-pin, 6"
Socket, IC 24-pin, 6"
Socket, IC 16-pin, .3

IC, Audio ROM

IC, Audic ROM

Socket, IC 32-pin (Ut4, U18)
Heatsink 52998-220

Fuse, 3A, S-B, 250v

Fuse Holder (F501, F502)
Connector, 4-pin Header Sq.

Connector, 5-pin Header Sq. .
156
.100
100

Connector, 7-pin Header Sq.
Connector, 3-pin Header Sqg.
Connector, 4-pin Header Sq.
34 Hen 2x17 STR

156

156
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WPC Audio Board
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A-12742-60017

Part Number
5010-09034-00

5010-09085-00
5010-09314-00

5010-09358-00

5010-09416-00
5010-09534-00
5010-10258-00
5010-10989-00
5010-12104-00
5019-09362-00
5040-08986-00
5043-08980-00
5043-09030-00
5043-09065-00
5043-09491-00
5043-09492-00
5043-09845-00
5070-08919-00
5070-09266-00
5160-10269-00
5162-12422-00
5281-09308-00
5281-09486-00
5281-09851-00
5281-09867-00
5281-10182-00
5284-12651-00
5340-12278-00
5370-12272-00
5370-12687-00
5520-10438-00
5§520-12084-00
56551-09822-00
5671-03019-00
5700-08985-00
5700-12088-00
5700-12424-00
5791-10850-00
5791-10862-07
5791-12461-08
5791-12461-09
5791-12461-12
5791-125186-00
5881-09021-00
5048-11033-00
A-5343-60017-1
5410-12426-00
5400-10320-00
5880-09022-00

Designator

R14-R22,

R27-R42, R86,

R90, R94, R98
R1, R2, R4, R93, R96, R97

R52, R54
Re62, R64

, R56, R58, R60,
., R66, R75-R82

R3, R43-R51, R53, R55, R57,

R59, R61, R63, R6S5, R67-R74,

R84
R5-R8, R

12, R13, R87-R89

W1, W4, W7, W13 - W18

R95, R99
R92

R91

SiP 1
C31

B

cz27
C3-C26
C2, C29,
Cc28

C32, C33
D2 -D18
D1, D25
a1

uz20

U3

u14

us

C30, C34

ut, U2, U7
U11, U12, U13, U15

u21
us

U6 -U19

u1o0
X2
X1
L1

D19 - D21

U4
ue
U9

J201, J204

J210
J212

J206 - J209

J205
J202, J21
B1-B3
Cs0

ue

us

u4
B1-B3

1

HOTSHOT 2-8

WPC CPU Board

Description
Resistor, 10KQ, 1/4w, 5%

Resistor, 1.5KQ, 1/4w, 5%
Resistor, 1.2KQ, 1/4w, 5%

Resistor, 1KQ, 1/4w, 5%

Resistor, 4700, 1/4w, 5%
Resistor, 0Q2

Resistor, .01ufdQ2, 1/4w, 5%
Resistor, 470KQ, 1/4w, 5%
Resistor, 22ufd, 1/4w, 5%
SIP, 9R, 10-pin, 4.7KQ, 5%
Capacitor, 100pufd, 10v (£20%)
Capacitor, .01ufd, 50v, (+80, -20%)
Capacitor, 0.047ufd, 50v (x20%)
Capacitor, 470ptd, 50v (x20%)
Capacitor, 22pid, 1KV, (x10%)
Capacitor, 100pid, 50v, (£10%)
Capaciter, 1KP, 50v, (x20%)
Diode, 1N4148, 150MA

Diode, 1N5817, 1.0A.
Transistor, 2N3904, NPN

IC, ULN, 2803A

IC, 741.8245, Octal Bus Trncv
IC, 74LS374, 8D F/F

IC, 74LS14, SMT/TRG

IC, Octal Buffer, 741.5244

IC, 74L.5240 Driver

IC, 4584

S/RAM 20864

IC, LM339, Quad. Comp

MC, 34064 Reset Chip

Crystal, 8.0MHz.

Crystal 32.768 KHz

ILN, 4.7 UH 3A

DSPL LED RED

Socket, IC 40P, .6"

Socket, IC 32P, .6"

Socket, 84 Pin PLCC

Connector, 26-pin Header Str Sq.
Connector, 7-pin Header Str Sq.
Connector, 8-pin Header Str Sqg.
Connector, 9-pin Header Sq. pin
Connector, 12-pin Header Sq. pin
34 Hen 2x17 STR

Battery Holder "AA"

Capacitor, 0.022uf, 10v

Game PROM Assembly
WPC-89 ASIC

IC MPU 68B09E

Battery, Alkaline, 1.5v ( "AA")
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ftem  Part Number

W N -

IS

~ » o,

20

21
22
23
24
25
26
27
28
29
30
A

Not Used

4006-01005-06
4406-01128-00
4004-01005-06

4404-01119-00
5010-C8981-0C
5010-08991-00

5010-08992-00

5010-08893-00

§010-08997-00

5010-08998-00
5010-09034-00
5010-09085-00

5010-09086-00
5010-09224-00

5010-09314-00

5010-09324-00
5010-08358-00

5010-09361-00

5010-09416-00

5010-09534-00
§010-11079-00
5010-12427-00
5012-12632.00
5012-12238-00
5019-10143-00
5040-08986-00
5040-09421-C0
5040-09537-00
5040-12313-00
5043-08980-00

A-12697-1

Ckt Designator

Qa1,Q2

Q1,02

Q10,Q12,Q14,
Q16,018
010,Q12,Q14,0Q16, Q18
R260

R9, R12, R15, R18, R21,
R23, R27, RA1, R35, R39,
R43, A47, R51, RS5, RS9,
R63, R67, R71, R75, R7S,
R83, R87, RY1, RIS, RA9,
R126, R128, R130, R132,
R134, R136, R138, R140,
R209, R227

RB, R11, R14, R17, R20,
R177, R179, R181, R183,
R185, R187, R189, R191
A25, R29, R33, R37, R41,
R45, R49, R53, R57, R61,
R85, R69, R73, R77, Ret,
R85, R89, R93, R97, R101,
R103, R106, R109. R112,
A115 R118, R121, R124
R24, R28, R32, R36, R40,
R44, R48, RS2, R56, REO,
R64, RE8, R72, A76, R8O,
R84, AE8, R92, R96, R100,
R102, R105, R108, R111,
A114, R117, R120, R123,
R195

R155, R157, R159, R161,
R165, R167, R169, R171
R3, R4, R6, R142-R149,
R197-R198

R194, R196, R251, R253-
R257

R252

R1, R2, R192, R201- R205,
R208

R176, R178, R180, R182
R184, R186, R188, R190
R206

R154, R156, R158, R160,
R164, A166, R168, R170,
R162, R193, R199, R200
R250

R104, R107, R110, R113
R116, R119, R122, R125
R22, R26, R0, R34, R38,
R42, R46, RS0, AS4, R58,
R62, R66, R70, R74, R78,
R82, R86, RYO, R94, RIS,
R127, R129, R131, R133,
R135, R137, R139, R141
Wi, w2

R7,R10, R13, R16, R19
R150-R153, R172-R175
R224

R210, R211

SR1

C4

c2

cs8

€s,Ce,C7, C11,C30
B-BYPASS

Description

Mach. Screw, 6-32x 3/8
Nut. 6-32 KEPS
Mach. Screw, 4-40x 3:8

Nut, 4-40 SNUT
Resistor, 10KQ, 172w, 5%
Resistar, 4.7KQ, 14w, 5%

Resistor, 5600, 1/4w, 5%

Resistor, 6852, 174w, 5%

Resistor, 2.7KQ, 1/4w, 5%

Resistor, 2.2KQ, 1/4w, 5%
Resistor, 10KQ, 174w, 5%
Resistor, 1.5KQ, 1/4w, 5%

Resistor, 6.8KQ. 1/4w, 5%
Rassistor, 2700, /4w, 5%

Resistor, 1.2KQ2, 1/4w, 5%

Resistor, 27KQ, 1/4w, 5%
Resistor, 1KQ2, 1/4w, 5%

Resistor, 220Q, 1/4w, 5%

Resistor, 47042, 1/4w, 5%

Resistor, 0€2

Resistor, 51Q, 1/4w, 5%

Resistor, .2202, 1w, 5%

Resistor, .12Q, 10w, 5%

Resistor, 3.3K51, Sw, 10%

StP, 9R, 10 pin, 470Q, 5%
Capacitor, 100ufd. 10v (+20%)
Capacitor, 100utd, 25v (+50, -10%}
Capacitor, 100ufd, 100v (£20%)
Capacitor, 15,000utd, 25v (=20%)
Capacitor, .01ufd, 50v (+80, -20%)

Hem Part Number

32 5043-08996-00
33 5043-09845-00
34  5048-10994-00
35  5070-0891%-00
36 5070-09054-00
37 5100-09690-00
38 5131.12725-00
39 5162-12422-00
40  5162-12635-00
41 5134-09055-00
42 5191-12179-00
43 5192-12428-00
44 5250-12634-00
45  5281-09486-00
46  5281-09487-00
47  5281-10182-00
48 5370-12272-00
49  5460-12423-00
50 5490-10892-00
51 55B80-08994-01
52  5671-09019-00
53  5701-09652-00
54  5705-09199-00
55 Not Used

56  570§-12637-00
§7  5705-12638-00
58  5733-12060-01
59 Not Used

60  5791-10862-03
61 5791-10862-04
62 5791-10862-05
63 5791-10862-06
64 5791-10862-07
65 5791-10862-09
66 5791-10862-11
67 5791-10862-12
68 §791-10862-13
69  5791-12461-05
70  5791-12461-09
71 5791-12516-00
72  5824-09248-00
73  5041-09163-00
74-100 Not Used
101 Not Used

102 5730-09071-00
103 Not Used

104 5731-09432-00
105 5731-09651-00
106 Not Used

107 5731-10356-00
108 5730-09797-00
109 5705-12698-C0
110  4010-01006-00

HOTSHOT 2-10

WPC Power Driver Assembly

Ckt Designator

C13-C20, C3

C1,C12

C3

D33. D34

D1.D3, D5-D12, D17-

032, D38, D39

BR1-BRS
Q10,Q12,Q14,Q16,Q18
19

Q20, Q22, Q24, Q26, Q28
Q30, Q32, O34, Q36, Q38,
040, Q42, Q44, Q46, Q48,
050, Q52, 054, 056, 058,
Q63, 065, Q67, Q69, Q75,
Q77.Q79, 081,083 - Q%0
Qg, Q11, G13,Q15, 017,
Q19, Q21, G23, G25, Q27,
Q29, Q31, G33,Q35, Q37,
Q39, Q41, 043, 045, Q47,
Q49, Q51, 053, O55, Q57,
Q59-Q62, 071-Q74, Q99
Qe4, 66, Q68, Q70, Q76
(78, Q80, Q82

Q91-Q98

Qo1

uU1.Us, U18

U10-U13

us

Us, U15, U6

Q2

U7, Us

ALY 1

LED1-LED?

o1

Q2

[o]]
010, 012, Q14,Q16, Q18

J108, J119,J136
J103, J116-J118

J112, J104-J106, J123, J124,

4128, 129,131, 0132
J107

J101, 4109, J114

J102, J110, J122, J125,
J127,J130, J137,J138
J120, 4121

J115

26

Jity

J133-J135

J113

TP1-TPB

co

F114

Ft12
F106 - F111,F113

£101- F105,F116
F115

Description

Capacitor, .1ufd, 50v (=20%)
Capacitor, 1,000ptd, SOv {£20%)
Capacitor, .33uld, 50v (+20%) Ax,
Diode, 1N4148, 150MA,

Diode, 1N4004, 1.0A.

Bridge Recttier, 35A,, 200v
Triac, BT138E

IC, ULN 2803

Transistor, TIP 102

Transistor, 2N5401 PNP

Transistor, TIP36C PNP

Transistor, TIP 107

Reg LM 323 5v

1C, 745374 8 Dual D Flipliop
IC, 74LS74 Duat D fliptiop
IC, 7418240, L/Devr

{C, LM339 Quad. Comp
IC, LM 7812

Opto Isolator, AN25
Relay 4PDT 6VDCSA VS
Diaplay LED Red
Thermal Pad TO-3
Heatsink, #60308

Heatsink 5054
Heatsink 52988
Fuse Holder, F101-F116

Connector, 3-pin Header STR Sq.
Connector, 4-pin Header STR Sa.
Connector, 5-pin Header STR Sq.

Caonnector, 6-pin Header STR Sg.
Connector, 7-pin Header STR Sq.
Connector, 9-pin Header STR Sq.

Connector, 11-pin Header STR Sq.
Connector, 12-pin Header STR Sa.
Connector, 13-pin Header STR Sq.
Connector, 5-pin Header STR Sq.
Connector, 9-pin Header STR Sq.
34 HEN 2x17 STR

Test foint #1502-1

Capacitor, 2.2ufd TANT

Fuse, 8A, 32v

Fuse, S-8, 7A., 250v
Fuse, S-B, 5A., 250v

Fuse, S-8, 3A., 250v
Fuse, S-8, 3/4A., 250v
Heatsink 862365

Mach, Screw, 10-32 x 3



A-12697-1 WPC Power Driver Assembly

b

& L 3
1
XD g-N-N.N-H . 2

\4 3
DCDC' ‘DDDUDD‘UD

T Zoir vorr s " e T
| o | e
| Oz: ANk
; al o o
e e b o c
“é @ e u o & % ; :
- 53] L
o J’:
‘n LY
. = B L
‘ o - M
i 3 -3 S 1%
Do e £283 + ¢ &R =
O§ 2 ="
= 3 -4
= -]
) T L
A ] <]
- Pc .
=
T
O3 BT : =
v i) o c
2 =D B 00 h c
a
[ 4xv:] [ruvia) ]
g mE o * (
o
. ! 7l c
e J o -]
°© a_'§ x
— Q
P s c
Sil o
[x] . N
= g ) ) e BRI
" = OO 3 8 o | Site
et S8 3] 5
- o | U=
a e
n il °| §014 F——-
S o lln ] :l " . 2]
oI5 :!9_ _ngl @E)-.%@‘%@ il 5 s
A mu IRE
e | o - PR o
= .... ﬁ 8 ‘o =i e
G T=1; PPl ||
. 2 - Bi-eE B 9 (3| |=
O leda fio
, 0
— X i o
I —) 5 _ A
o|™ [ -
s — Ll 3 gyl P e I
| N o
el g i=] e} - _
o /3 1 2 Ju
SEC 5: % ) Gg = |
H ::- ! 8
He =l le) : dmEaAEE
[ ol o Sho
59; ™ =i o Sl o
Sa % ’ O Jn :
E:é | L _l 3 l_ gfg T Le .
3| a 0
4 14 + B
3 » !
. E: 7 JF
z ° i
o o
-]
ERIHE BIHEE
’ 3 - b - o = °
208 ° ° e =7 3
&
@ p
E(él Le =
¥ w ; ENE R
SR i 02| i m
H oz| =|'o
e | = s 5 3 o2, —"
- o s @ ré - w1
- = g‘D ~ :
3 2 3 oz =liw
[——0 @} a3, e |,
113 J114
33l oesococeveccococsos |t |
4] 00000e00v000000an |, iolu:uuul JnnnlcucnucuolJns (—‘
v 14 Al

HOTSHOT 2-11



A-14039

Part Number

§010-08991-00
5010-09224-00
5010-12832-00
5010-12841-00
5012-12830-00
5012-12842-00
5012-12843-00
5010-10171-00
5040-08986-00
5040-12324-00
5043-08980-00
5043-09072-00
5043-09845-00
5043-09492-00
5070-09054-00
5075-12824-00
5075-12823-00
5075-12826-00
5100-12833-00
5160-10269-00
5164-09056-00
5164-12154-00
5194-09055-00
5194-12155-00
5281-09738-00
5281-10033-00
£281-10043-00
5311-10946-00
5311-10947-00
5311-10951-00
5311.10977-00
5311-12817-00
5311-12819-00
5311-12820-00
5311-12822-00
5315-12009-00
6315-12812-00
5281-09308-C0
5315-12815-00
5315-12816-00
5315-12821-00
5§340-12278-00
5551-09822-00
5671-09019-00
5705-09199-00
§731-12328-00
5733-12060-00
5791-10850-00
5791-10862-05
5791-10862-07
5791-10862-08
5791-12516-00
5791-12827-00
5010-09036-00
4006-01003-06
4406-01128-00

Dot Matrix Controller Board

Ckt Designator

R1
R10

R3, R6, R12, R13

R4, R5

R9

R11

R8

R7

C3

C4,C7
BYPASS
Cs, C9, C10
C1,C2.Cn1
Cs,Cs8

D7

Ds6, D8

D4, D5

D3

BR1, BR2
Q1

Q2, Q1o
Q3,Q7
Q4,Q5

Qe

U16, Uzs - U27
U3

U31 - U33, U35

U4, Us, U17, U18, U20

U9

u10, U1
ue

u29

u21

23
Ui3-U15
uz22

U1, U2, U30
uzs

us, U34
u1g

u7

Uz24

L1

D10

Qg3, Q8, Q7
Fe01, F602

Je0o2

J6éos

J606

J604 -
J601

J603
R14-R23
Q3, Qs, Q7
Qg3, @6, Q7

Description

Resistor, 4.7KQ, 1/4w, 5%
Resistor, 270, 1/4w, 5%
Resistor, 47K, 1/2w, 5%
Resistor, 120Q, 1/2w, 5%
Resistor, 1.8KQ, 5w, 5%
Resistor, 12002, 5w, 5%
Resistor, 4.7K, 5w, 5%
Resistor, 5682, 1/4w, 5%
Capacitor, 100uifd., 10v, (£20%)
Capacitor, 150ufd., 160v, (+50%)
Capacitor, .01uid., 50v, (+80, -20%)
Capacitor, .1ufd., 500v, (+80, -20%)
Capacitor, 1KP, 50v, (£x20%)
Capacitor, 100P, 50v, (£10%)
Dicde, 1N4004, 1.0A.
Zener, 1N4742A, 12v
Zener, 1N4758A, 62v
Zener, 1N4759A, 62v
Bridge, 400v, 1A,
Transistor, 2N3904 NPN
Transistor, MPSD02, NPN
Transistor, MUE15030 NPN
Transistor, MPSD52 PNP
Transistor, MJE15031 PNP
IC, 74LS157

IC, 74LS30

IC, 7418175

IC, 74HC74

IC, 74HC125

IC, 74HC161

IC, 74HC04

IC, 74HC165

IC, 74HC688

IC, 74HC27"

IC, 74HC193

IC, 74HCT374

IC, 74HCT138

IC, 74HCT245

IC, 74HCTO08

IC, 74HCT32

IC, 74HCT240

S/RAM 2064 150NS

IND 4.7uH, 3.0A.

Display LED Red

Heatsink 6030B

Fuse, 3/8A.,SB, 250v

Fuse Holder (F601, F602)
Connector, 26-pin STR Saq.
Connector, 5-pin Header Sq.
Connector, 7-pin Header Sq.
Connector, 8-pin Header Sq.
34 Hen 17x2 STR

14 Hen 7x2 STR

Resistor, 100Q, 1/4w, 5%
Mach. Screw, 6-32 x 3/8
Nut, 6-32 KEPS
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A-14039 Dot Matrix Controller Assembly
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A-15809

Item  Part Number

1. 03-8799

2. 01-10881

3. 01-10879

4, A-16052

5. 01-10883

6. 03-8736

7. 02-4665

8. 12-6227

9. 03-8772

10. 03-7520-2

11. 03-8506-1

12. 03-8506

13. A-14231

14. A-14232

15. 4104-01001-06
16. 4106-01019-06
17. H-16019

18. 02-4701

19. 4408-01119-00
20. 4008-01005-28
21. 03-8022-1

22. 4006-01041-20
23. 4006-01041-09
24, 4406-01119-00
25. 4006-01005-09
26. 4406-01128-00
27. 01-11037

28, 4006-01017-05
29, H-16016

30. 23-6693

31. §792-10817-05
32. 5791-10770-00
33. 5823-10820-00
34. 23-6535

35. 20-9845

Backboard & Hoop Assembly

Description

Backboard

Hoop Weldment

Backboard Support

9-Lamp G.|. Board

Opto Lever Pivot

Opto Lever

Opto Lever Pivot Pin

Hairpin Clip

Basketball Net

Ty-wrap

Opto Mounting Base (White)
Opto Mounting Base (Black)

LED Asembly (White)

Photo Transistor Assy. (Black)
Sh. Metal Screw, #4-24 x 3/8 P-PH
Sh. Metal Screw, #6-20 x 3/8 P-PH
Cable Assembly

Opto Lever Weight

Nut 8-32 ESNA

Mach. Screw, 8-32 x 1-3/4 P-PH-S
Spacer, .541" Long

Mach. Screw, 6-32 x 1-1/4 P-F-H
Mach. Screw, 6-32 x 9/16 P-F-H
Nut 6-32 ESNA

Mach. Screw, 6-32 x 9/16 P-PH
Hex. Nut 6-32 KEPS

Opto Cover

Mach. Screw, 6-32 x 5/16 P-RH-S
Harness Assembly

Post Pad

SP MTEND 156

3P SM NMT

PLZ Key 156

Grommet

Light Cover

HOTSHOT 2-18



Backboard & Hoop Assembly

A-15809

NEAR SIDE

FAR SIDE
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A-15811

Item Part Number

01-10888
03-8743
03-8744
02-4669
03-8738
02-4670
23-6534-16
23-6686
10-442

10.  03-8740
11. 03-8741

12.  20-8712-31
13. 20-8712-25
14.  4008-01017-10

©CENOO LN

15.  20-9807
16. H-16024-2
17.  03-8506
18. 03-8506-1
19.  02-477%
20. A-14232
21, A-14231

22. 4106-01019-06
23. 4104-01001-06
24. 4006-01005-08
25.  4700-00011-00

* 26.  31-1741
27. 23-6698
28.  20-9807

Shooter Assembly

Description

Bracket Shooter
Arm Shooter
Actuator Arm Shooter
Shatt

Roller

Pin

Edge Protector
Bumper Plug 1" Dia.
Spring

Housing Plunger
Plunger Shooter

"E" Ring, 5/16" Shaft
“E" Ring, 1/4" Shaft

Mach. Screw, 8-32 x 5/8 P-PH SEMS

Bearing Flange

24" Transmitter Opto Cable

Opto Mounting Base (Black)

Opto Mounting Base (White)
Bearing Retainer Cap

Photo Transistor Assembly

LED Assembly

Sh. Metal Screw, #6-20 x 3/8 P-RH
Sh. Metal Screw, #4-24 x 3/8 P-PH
Mach. Screw, #6-32 x 1/2 P-RH
Flatwasher, 11/64 x 7/16 x 16ga.
Ball Shooter Decal

"O"-Ring Seal

Bearing - Flange

* Not available for individua! sale. Order Decal Set 31-1741.
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Shooter Assembly

A-15811

/]

L

SV IIVL3A33S
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A-15822

Item Part Number

PoNoOh~ LN

01-10826
02-4693
01-11295
03-8777
01-11013
14-7980
A-15810
03-8506
A-14232
03-8506-1
A-14231
20-9807
4008-01017-05
4106-01019-06
4104-01001-06
4008-01003-04
4408-01119-00
02-4771
02-4343
20-9567
4006-0005-08

Carrier Track Assembly

Description

Carrier Track

Reversing Screw

Thd. Rod Bearing Bracket
Retainer Rod, Threaded

Motor Mounting Bracket

Motor, 12VDC

Carrier Assembly

Opto Mounting Base (Black)
Photo Transistor Assembly

Opto Mounting Base {(White)
LED Assembly

Bearing Flange

Mach. Screw, #8-32 x 5/16 P-RH-S
Sh. Metal Screw, #6-20 x 3/8

Sh. Metal Screw, #4-24 x 3/8 P-PH
Mach. Screw, #8-32 x 7/8P-RH-S
Nut #8-32 ESNA

Bearing Retainer Cap
Follower-Reverse Screw
Bushing, Bronze

Mach. Screw, 6-32 x 1/2 P-PH
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A-15822 Carrier Track Assembly

O
— o |
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A-15981 Control Panel Assembly

: SERVE SERVE

BALL BALL

FRONT VIEW

BACK VIEW @{ g

ltem  Part Number Description

1. 01-10864 Front Molding

2. 20-9663-8-3 Serve Ball, Right & Left
3. 20-9663-8 Select Game

4. 20-9663-4 Credit Button

5. H-16018 Cable, Panel Switch

6. 03-7722-4 Kwik Klip

LEFT
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A-15991

Ball Mover Assembly

T

J

®

—

————
ﬂ\\ﬁ,
=0

ﬂ\% J. £
g 1 l | G—J
ltem Part Number Description
1. 01-10991 Ball Mover Bracket
2. 01-10990 Coil Bracket
3. 02-4746 Push Reod
4. 02-4696 Orive Pin
5. 03-8778 Actuating Lever
6. 20-8790-2 Nyliner Bearing
7. 02-4694 Lever Sleve
8. 02-4695 Rod Sleeve
9. 10-399 Spring
10. 01-7695 Coil Mounting Bracket
1. A12111 Stop Bracket Assembly
12. A-15943 Coil Assembly
13.  4700-00011-00 Flatwasher, 11/64 x 7/16 x 16ga.
14,  20-8790 Nyliner Bearing
15, 20-8712-43 "E™ Ring
16.  4008-01017-05 Mach. Screw, #8-32 x 5/16 P-RH-S
17.  4406-01119-00 Nut #6-32 ESNA
18.  4700-00006-00 Flatwasher, 3/16 x 9/16 x 14ga.
19.  4008-01003-16 Mach. Screw, #6-32 x 1" P-RH-S
20.  4008-01003-16 Mach. Screw, #8-32 x 1" P-RH-S
21.  4408-01119-00 Nut #8-32 ESNA
22.  4700-00009-00 Flatwasher, 11/64 x 7/16 x 21ga.
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A-16004-1 Motor Assembly

NC BROWN

BROWN
-—Q

Item Part Number Description

1.

14-7979 Motor, S50VAC
2. 5820-09080-00 Pin
3. 5791-09111-00 Connector

A-15982 Diagnostic Sw. Bracket Assembly

=) [
SERVICE VOLUME BEGIN
REDIT! TEST
ﬂ ik N :D t==
T — [ESCAPE -+ ENTER
T
= - T 7
g"} 3
Item Part Number Description
1. A-16033 Diagnostic Switch
2. 01-10965 Mounting Bracket
3. 20-9678-2 Standoff
4. 4106-01036-05 Pt #6x5/16 Phit Pan Head
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Part Number

A-12738-60017
A-12742-60017
A-13769-60017
A-15804
A-15809
A-15811
A-15822
A-15946
A-15955
A-15981
A-15982
A-15991
A-15992
A-16001
A-16004-1
A-16028
A-16033
A-16034
A-16035
A-16048
A-16049
A-16052
A-16053
A-16154-1
A-16212
01-10865
01-10868-1

Unique Part List

Description

WPC Sound Board

WPC CPU Board

Playfield & Insert Assembly
Dot Matrix Display Assy.
Backboard & Hoop Assy.
Shooter Assembly

Carrier Track Assembly
Bridge Driver Assembly
Cashbox Assembly

Control Pane! Assembly
Diagnostic Switch Brkt. Assy.
Ball Mover Assembly
Feeder Housing Assembly
PCB Mounting Plate

Motor Assembly

20-Lamp Board Assembly
Diagnostic Switch Board
7-Lamp Board

4-.amp Board

8-Diode Switch & Lamp Assy.
18-Lamp Board Assembly
9-Lamp Board Assembly
6-Lamp Board Assembly

Memory Switch & Bracket Assy.

3-Flashlamp Dome Assy.
Playfield Mounting Bracket
Hood Mounting Bracket, Right

Part Number Description
01-10868-2

01-10869

01-10932

01-11168 Ball Guide
03-8252-3

03-8772 Basketball Net
03-8776 Cam

03-8783 Ceiting

03-8798 Shade

03-8805 Speaker Screen
09-35000-1

11-1079 Wood Playfield
11-1081 Wood Cabinet
11-1082

11-1084

11-1096 Ball Deflector
14-7979 Motor, 12VDC
14-7980 Motor, 50VAC
23-6690 Basketball
23-6693 Post Pad
31-1002-60017

31-1707

31-1732 Decal
31-1735-1 Playfield Plastic
31-1735-2 Playfield Plastic
36-60017

Cable List

Part Number

H-16011
H-16012
H-16013
H-16014
H-16015
H-16016
H-18017
H-16018
H-16020
H-16021
H-16022
H-16023
H-16024
H-16173
H-16176

Description

Cabinet Cable
Secondary Cable
Logic Power Cable
Dot Display Power Cable
Switch Cable

Lamp Cable

Solenoid Cable

Panel Switch Cable
Up Opto Cable

Down Opto Cable
Motor Cable

A.C. Motor Cable

24" Ball Opto Cable
Shooter Sol/Sw Cable
Opto Cable

HOTSHOT 2-27

Hood Mounting Bracket, Left
Hook Retainer Bracket
Cover Support Bracket

Marquee Retainer

Mini Coin Door, USA 2-Slot

Rear Door, Wood
Wood Matrix Mtg. Panel

Screened Playfield
Screened Panel, Cover Matrix

Playfield Hardcoat
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UPPER PLAYFIELD PARTS LOCATIONS

Part

Number Description ]

A-13769-60017  Screened Playfield )

A-15809 Backboard & Hoop Assernbly

03-8776 Cam D

A-15992 Feeder Housing Assembly

03-8798 Shade C]

A-16102 P.C. Board & Bracket Assembly C]

23-6690 Basketball (5)

A-15811 Shooter Assembly D

A-15991 Ball Mover Assembly

A-15981 Control Panel Assembly C]

01-11168 Ball Guide D
]
]

3

oo UUuulpbudd

9 [l'""""""’"“""'"?""""""I",,
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3

LN RELD S |

Part Number

A-13088-2
A-16035
A-18034
A-16028
A-15822
A-13901-2
A-15946
A-16004-1 -
A-15991

LOWER PARTS LOCATIONS

Underside of Playfield, Viewed in Raised Position

Description

Triac Board

4-Lamp Board (2 Used)
7-Lamp Board

20-Lamp Board (2 Used)
Carrier Track Assembly
Opto Ramp Board
Bridge Driver Assembly
Motor Assembly

Ball Mover Assembly

(<]

0 6 686006 6606 66

6 6 6 &5 66 6 68 8 666

3

©

(=]

e 6 6 668 8 § 6 8

D 6 0666 6 666
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fem Bulb  Lamp

No.

24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768
24-8768

sy. No.

A-16028
A-16028
A-16028
A-16028
A-16028
A-16028
A-16028
A-16028
A-16028
A-16028
A-16028
A-16028
A-16028
A-16028
A-16028
A-16028
A-16028
A-16028
A-16028
A-16028
A-16028
A-16028
A-16028
A-16028
A-16028
A-16028
A-16028
A-16028
A-16028
A-16028
A-16028
A-16028
A-16028
A-16028
A-16028
A-16028
A-16034
A-16034
A-16034
A-16034
A-16034
A-16034
A-16034
A-16035
A-16035
A-16035
A-16035
A-16035
A-16035
A-16035
A-16035
20-9663-B-3
20-9663-8
20-9663-B-3
20-9663-1
A-16028
A-16028
A-16028
A-16028

LAMP LOCATIONS

Description

Middie Right Back 1 #555
Middle Right Back 2 #555
Middle Right Back 3 #555
Middle Right Back 4 #555
Middle Right Back 5 #555
Middle Right Back 6 #555
Middie Right Back 7 #555
Middie Right Back 8 #555
Right Back 1 #555

Right Back 2 #555

Right Back 3 #555

Right Back 4 #555

Right Back 5 #555

Right Back 6 #555

Right Back 7 #555

Right Back 8 #555

Not Used

Left Back 9 #555

Left Back 10 #555

Middle Left Back 9 #555
Middie Left Back 10 #555
Middle Left Back 1 #555
Middle Left Back 2 #555
Middie Left Back 3 #555
Middle Left Back 4 #555
Middle Left Back 5 #555
Middle Left Back 6 #555
Middle Left Back 7 #555
Middle Left Back 8 #555
Left Back 1 #555

Left Back 2 #555

Left Back 3 #555

Left Back 4 #555

Left Back 5 #555

Left Back 6 #555

Left Back 7 #555

Left Back 8 #555

Front Line 1 #5855

Front Line 2 #555

Front Line 3 #555

Front Line 4 #555

Front Line 5 #555

Front Line 6 #555

Front Line 7 #555

Not Used

Front Circle 8 #555

Front Circle 7 #555

Front Circle 6 #555

Front Circle 5 #555

Front Circle 4 #555

Front Circle 3 #555

Front Circle 2 #555

Front Circle 1 #555
Serve Ball Right

Select Game

o o
(3] -~

i
w

N
N

w
. ~

&
~

46

[+]
-]

-
~

N

I IO O D
R — 16

[ 45 |
[ 43 |
@
72)

N
w

~ ~

°e phaga

Serve Ball Left -

Credit Button

Middie Right Back 9 #555
Middle Right Back 10 #555
Right Back 9 #555

Right Back 10 #555
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ltem
1112
13
14
15
16
17
18

21
22
23
24
25

26

27

28

31

32

34-88

Switch
Number

20-9663-1
20-9663-B-3
20-9663-B-3
20-9663-8

27-1066

SW-1A-117
5643-09268-00

Not Used

A-8630

A-14231 (LED)
A-14232 (Photo Trans)
5647-12693-01
A-14231 (LED)
A-14232 (Photo Trans)
A-14231 (LED)
A-14232 (Photo Trans)
A-14231 (LED)
A-14232 (Photo Trans)
A-14231 (LED)

A-14232 (Photo Trans)

* Not shown.

+ Located on underside of playfieid.

Where Used

Not Used

Start Button

Not Used

Serve Ball Left
Serve Ball Right
Select Game

Not Used

*Slam Tilt (Coin Door)
*Slam Tilt (Cabinet)
*Coin Door Closed
*Ticket Opto.
*Always Closed
Not Used

tBall In Shooter

*Dispenser Low

*Dispenser Unjam

tBasket

tBasket Motor Top

1Basket Motor Bottom

Not Used

HOTSHOT

SWITCH LOCATIONS
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SOLENOID/FLASHER LOCATIONS

ColVFiasher
ltem _Number Assy, No. Description

o1 - --- Not Used
02 - - Not Used
03 A-15943 A-15991 Release Ball Power
04 A-15943 A-15991 Release Hold Down
05-16 - - Not Used

CL RO Q1 TOR D

17 14-7980 50VAC A-15882 Basket Motor Forward
18 14-7980 50VAC A-15882 Basket Motor Reverse
19 14-7979 12VDC A-16004-1  De-jamming Motor
20 24-8704 (2) A-9302 Back Left Flasher #89
21 24-8802 (3) A-16212 *Dome Light #9506
22 24-8704 (2) A-9302 Front Left Flasher #89
23 24-8704 (2) A-8302 Back Right Flasher #89
24 24-8704 (2) A-9302 Front Right Flasher #89
25 24-8802 (2) A-16049 tUpper Left Flasher #9306
26 24-8802 (2) A-16049  tUpper Right Flasher #906
27 14-7962 A-14469 *Dispenser Motor
28 20-9679 A-14560 *Dispenser Low

General Hllumination Circuits

*01  24-8768 A-16049  Upper Back Panel #555
*102  24-8768 A-16053 Shooter Panel #555
‘03 248768 A-16052 Basket Backboard #555
*04 - - Not Used
*05  24.8768 A-16052 Cabinet/Coins #555
* Not shown

1 Located behind display panel
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em

11-12
13
14
15
16
17
18

21

22
23
24
25

26

Switch  Switch
Number = Assy,

- 20-9663-8-3
20-9663-B-3
- 20-9663-8
- 27-1066
SW-1A-117 A-15487
5643-09268-00 A-16154-1
- Not Used
- A-8630
A-14231 (LED) A-15811

A-14232 (Photo Trans)

27  5647-12693-01 A-14473-1

28  A-14231(LED) A-14473-1
A-14232 (Photo Trans)

31 A-14231(LED) A-15809
A-14232 (Photo Trans)

32  A-14231 (LED) A-15822
A-14232 (Photo Trans)

33  A-14231(LED) A-15822
A-14232 (Photo Trans)

34-88 - -

* Not shown.

T Located on underside of playfield.

SWITCH LOCATIONS

Description

Not Used

Start Button

Not Used %]
Serve Ball Left

Serve Ball Right %
Select Game D
Not Used [:
*Slam Tilt (Coin Door) D
*Slam Tilt (Cabinet) %
*Coin Door Closed

*Ticket Opto. D
*Always Closed
Not Used

tBall In Shooter

*Dispenser Low

*Dispenser Unjam
1Basket
1Basket Motor Top

tBasket Motor Bottom

.
g gy e S g U e

Not Used
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SOLENOID/FLASHER LOCATIONS

CojUFlasher
tem _Number Assy. No, Description

01 - - Not Used

02 - - Not Used

03 A-15943 A-15991 Release Ball

04 A-15943 A-15991 Release Hold Down
05-16 —— - Not Used

al o miolRle] D

17 14-7980 50VAC A-15882 Basket Motor Up
18 14-7980 SOVAC A-15882 Basket Motor Down

19 14-7979 12VDC A-16004-1  De-jamming Motor

20 24-8704 (2) A-9302 Back Left Flasher #89

21 24-8802 (3) A-16212 “Dome Light #906

22 24-8704 (2) A-9302 Front Left Flasher #89

23 24-8704 (2) A-9302 Back Right Flasher #89
24 24-8704 (2) A-9302 Front Right Flasher #89
25 24-8802 (2) A-16049 tUpper Left Flasher #906

26 24-8802 (2) A-16049 tUpper Right Flasher #906

:
1
1
\
]
]
L]
]
27 14-7962 A-14469 *Dispenser Motor X
]
28 20-9679 A-14560 "Dispenser Low '
General lllumination Circuits |
]
}
*01  24-8768 A-16049  Upper Back Panel #555 '
)
]
*+02  24-8768 A-16053 Shooter Panel #555 !
)
‘03  24-8768 A-16052 Basket Backboard #555 !
b
*04 - Not Used :
]
'
‘05 24-8768 A-16052 Cabinet/Coins #555 ;
[}
* Not shown -

s g U

t Located behind display panel
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SECTION 3

GAME WIRING AND SCHEMATICS

P e e —
CONNECTOR COMPONENT IDENTIFI ON

Each plug or jack receives a number that identifies the circuit board and position on that board that it
connects to. J-designations refer to the male part of a connector. P-designations refer to the female
part of a connector. For example, J101 designates jack 1 of board 1 (a Power Driver Board Board jack);
P206 designates plug 6 of board 2 (a CPU Board plug). ldentifying the specific pin number of a
connector involves a hyphen, which separates the pin number from the plug or jack designation. For
example, J101-3 refers to pin 3 of jack 1 on board 1. ,

Other game components may also have similar numbers to clarify their locations or related circuits. For
example, F501 refers to a fuse located on the Sound Board.

Prefix numbers for the WPC circuit boards are listed below.

1 - Power Driver Board
2 - CPU Board
5 - Sound Board
6 - Dot Matrix Controller
Dot Matrix Display/Driver Board

Schematics for standard WPC backbox boards are found in the WPC Schematics
Manual. Playfield, cabinet, and all other backbox board schematics are found in this
section.
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SWITCHES

White ———t}—o” o— Groen
Column 1 2 3 4 5 [ 7 8
Dedicated Green- Green- Groeen- Green- Green- Green- Green- Green-
Grounded Brown Red Orange Yeliow Black Blue Violet Gray
Switches J207-1 J207-2 J206-3 | J2oe-4 J2oes | J206-6 J206-7 J206-9
Row U20-18 U20-17 U20-16 | U20-1§ U20-14 | U20-13 U20-12 U20-11
Orange-Brown (1) |1 White- NOT SLAM BASKET | NOT NOT NOT NOT NOT
J205-1 Brown USED TILT USED USED USED USED USED
Jooe-1
Left Coin Chute pyf | Y1811 1" 21 N “ 51 61 n o
Orange-Red (2] {2 White- NOT COIN BASKET NOT NOT NOT NOT NOT
J205-2 Red USED DOOR MOTOR | USED USED USED USED USED
Center Coln Jeoa-2 CLOSED TOP
Chute D ute-9 12 22 2 2 52 62 72 82
Orange-Black (3] |3 white- || START TICKET | BASKET | NOT NOT NOT NOT NOT
J205-3 Orange || BUTTON OPTO. MOTOR | USED USED USED USED USED
Right Coin J208-3 BOTTOM
Chute D u18-5 13 23 33 3 53 63 73 83
TTange-Yelow (a) (4 white- I NoT | ALways | NOT | NOT NOT NOT NOT NOT
Yollow {| USED CLOSED | USED USED USED USED USED USED
4th Coin J2os-4
Chute od | V&7 "* 24 4 44 54 64 74 84
12058 reen (5§ |s white- | SERVE NOT NOT NOT NOT NOT NOT NOT
Green BALL USED USED USED USED USED USED USED
J208-5 LEFT
u1e-11 15 25 a5 45 55 (13 75 85
6 White- {| SERVE BALL NOT NOT NOT NOT NOT NOT
Bive BALL IN USED USED USED USED USED USED
Jz08-7 §§ RIGHT | SHOOTER
uis-9 16 26 3 46 56 66 76 26
7 White- {| SELECT | DISPENSER| NOT NOT NOT NOT NOT NOT
Violet GAME LOW USED USED USED USED USED USED
J208-8
Ui9-6 17 27 a7 a7 s7 &7 ™ 7
8 White- NOT | DISPENSER| NOT NOT NOT NOT NOT NOT
Gray USED UNJAM USED USED USED USED USED USED
J208-9
u19-7 18 28 38 48 58 68 78 88
SWITCH MATRIX CIRCUIT
g .
' +12V '
v CPUBoard 1206 |
[ 1 ' 7
| unzsos 37K : Playtield  ‘acie
' Column (exampie) xL_t o
! l_] " Green-XXX
! |
' [l
i )
1 1
! 1
t 1
¥ t
1 E ¥
: —_ :Whl(e-XXX
) 1
X 7415240 Iﬂo ot ! Row I c I D ‘ E I
L] ]
Switch Open H H L |Off
1
. Row (example) at : Switch Closed l L l L l H IOn
1 ‘

HOTSHOT 3-2

The microprocessor is constantly strobing the column side of the switch, When point *A" on the column circuit toggles low
the column side is active.

When a switch closes, the row side of the circuit activates. The “+* input to the LM339 drops below +5V causing its output to
go low. Corresponding row and column switches must be low at the same time, for the switch to be considered closed by
the microprocessor. When the switch opens, the *+" input to the LM330 is above +5V, its output is high and the row is
inactive.



DEDICATED SWITCHES

Coin Acceptor

CPUBoard ' : Coin Door interface Board or
i
J205 ¢ J1 J3 Control Switches
] : Orange-Brown (U17-5) D1 : ” n o
t I
2 t Orange-Red  (U17-7) D2 ! h3l 5
- +
! ! Coin Acceptor Switches
s ! Orange-Black (U17-11) D3 ! o 6 - D1 Left Coin Chute
X ) D2 Center Coin Chute
, . ) D3 Right Coin Chute
4 , Orange-Yellow (U17-8) D4 . D4 Forth Coin Chute
+ [k
,0 o U169 ) Control Switches
 Orange-Green (U16-9) D5 D5 Normal Function; Service Credits
] 11 7H—o oy Tast Function: Escape
! ! D6 Normal Funclion: Volume Down
+ Orange-Blue  (U16-11) D¢ ' ho 8 ~ . Test Function: Down
, D7 Normal Function: Volume Up
: ' Test Function: Up
R Orange-Violet (U16-7) D7 | |gq 9 ~ D8 Normal Function: Begin Test
b ; Test Function: Enter
) ]
9 :Orar_mgg-Gray (16-5) D8 : 8 1 o
! ]
LH : Black : s 3
—_E'—_ ) [ —
— X .
""" L o @ o v > e = -m - mew o=
DEDICATED SWITCH CIRCUIT
f ot e A ]
' CPU Board b e e e e =
' ' 1 CoinDoor !
! +<§)V +12v ' ) Interface !
' ' ' Board v
' ' ' 1 Coin Acceptor
' ' | J3 or
"
' ' ] ! Controf Switch
]
X : Orange-XXX : X X ' o
' ] 1 ¥
[ + [ '
i t [ !
1 [l ) 1
1 [ [] !
' T Black {15 3
' ' ' i
' 1 = 0
1 1 ]
[ 1

The dedicated switches operate similar to switchies in the matrix except that instead of a column circuit there is a direct tie to

ground. Therefore, the column side is constantly active (low).

When a switch closes the row side (dedicated input) of the circuit activates. The “+° input to the LM339 drops below +5V
causing its output to go low. Since the row circuit (dedicated input) is tied directly to ground through the switch, the switch is
considered closed by the microprocessor. When the switch opens, the "+" input to the LM339 is above +5V, its output is high

and the row is inactive.
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LAMP S Yellow (B+) __®——.'— Red
c 1 2 3 4 5 6 7 8
oumnt v eliow- Yollow- | Yellow- Yellow- Yellow- | Yeliow- | Yellow- Yellow-
Brown Red Orange Black Green Blue Violet Gray
41374 J137-2 J137-3 J137-4 J137-5 J1376 J137-7 J137-9
Row Q98 Q97 Q96 Qs Q94 Q93 Q92 Q9
Red- MIDDLE RIGHT NOT MIDDLE LEFT FRONT FRONT SERVE
4 Brown} RIGHT BACK USED LEFT BACK LINE CIRCLE BALL
1331 BACK 1 BACK 1 1 8 RIGHT
Qso URT] 21 31 1 4 51 61 7 81
Red- MIDOLE AIGHT NOT MIDDLE LEFT FRONT FRONT SELECT
Blac RIGHT BACK USED LEFT BACK LINE CIRCLE GAME
2 i332] BACK 2 BACK 2 2 7
Q89 2 12 22 2| % 52 62 72 82
Red- MIDOLE RIGHT NOT MIDDLE LEFT FRONT FRONT SERVE
Orangel RIGHT BACK USED LEFT BACK LINE CIRCLE BALL
3 J1334§ BACK 3 BACK 3 3 6 LEFT
Qss 3 43 23 33 3 4 53 63 73 a3
Red- MIDDLE RIGHT NOT MIDDLE LEFT FRONT FRONT CREDIT
Yoilow | RIGHT BACK USED LEFT BACK LINE CIRCLE | BUTTON
4 1335 BACK 4 BACK 4 4 5
Q87 4 44 24 34 M) 54 64 74 84
Red- MIDDLE AIGHT LEFT MIDDLE LEFT FRONT FRONT MIDDLE
Green | RIGHT BACK BACK LEFT BACK LINE CIACLE RIGHT
s J133s] BACK 5 9 BACK 5 5 4 BACK
Q86 5 45 25 3s 5 4 s5 65 75 S &
Red- MIODLE RIGHT LEFT MIDDLE LEFT FRONT FRONT MIDDLE
Blue RIGHT BACK BACK LEFT BACK LINE CIRCLE RIGHT
6 J133-7 BACK 6 10 BACK 6 6 3 BACK
Qss ¢ 16 26 36 & 4 56 66 76 0 g6
Red- MIDDLE RIGHT MIDDLE | MIDDLE LEFT FRONT FRONT RIGHT
Violet RIGHT BACK LEFT LEFT BACK UINE CIACLE BACK
7 s33s| BACK 7 BACK BACK 7 7 2 9
Qa4 T 1 27 S & T @ 57 67 7 87
Red- MIODLE RIGHT MIDDLE | MIDDLE LEFT NOT FRONT RIGHT
Gray RIGHT BACK LEFT LEFT BACK USED CIACLE BACK
g 41339 BACK 8 BACK BACK 8 1 10
Qas3 8 10 8
18 28 38 48 58 68 78 88
LAMP MATRIX CIRCUIT
mTTTTTssssEsESsEE- hala f
| Power Driver Board , Column _a,I_ﬁ_’__L =
' \
X Column (example) ’113 : L' H 'on
Y13 ULN-2803 P4 t
I ] . 123 Jhﬂ: Playfiold
i {: 5600 S
. LS240 LS374 TP 107 U ! Yekuox
1 1
' J133¢
] L]
: | [1 Fecoux
1 G D U 1
1 E— 'C_;k—' 1
1 ]
| o ' smoloicte g o
1
(normal HlL]H]L| H|Of
: 74LS74 ! o B L n Llon
1] ]

Row (example)

The processor sends a signal to the column circuit, causing the output of the UNL-2803 to toggle. When point "A*
drops low, the TIP107 transistor conducts and point "B* changes to a high state. At the same time the processor
drives the input of the 74LS74 low, causing a high at output "F". A high state at the base of TIP102 causes the
transistor to conduct, bringing the row circuit to ground and tuming the lamp On.

The processor changes the input of the 741574 to a high state to turn the lamp Off.

In overcurrent conditions the lamp is shut Off through the comparator. If the voltage at the negative input of the
LM339 rises above 1.4V the output changes to a low, which is fed back to the 74L574 and shuts the row circuit Off.
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SOLENOID/FLASHER TABLE

Sol. Function Solenold Yoitage Drive Drive Drive Solenoid Part
No. Type Connections Xister Connections Wire Number
Color Flashlamp
Playfield Backbox Cabinst Playtield Backbox Cabinet Type
01 | Not Used High Power 82 Vio-Brm —
02 | Not Usad High Power Q80 Vio-Red! —
03_| Release Ball Power High Power | 11063 Q78 | J132-3 Vio-Org A-15043
04_| Release Hold Down High Power | 11063 Q76| J132-5 Vio-Yel A-15043
05 | Not Used High Power Q64 Vio-Grn —
06 | Not Used High Power Q66 Vio-Blu —
07 { Not Used High Power Q68 Vio-Bik -
08 | Not Used High Power Q70 Vio-Gry —
08 | Not Usec Low Powet Qs8 Brn-Blk —
10 { Not Used Low Power : Q56 Brn-Red —
11 | NotUsed Low Power Q54 Brn-Org -
12 | Not Used Low Power Qs2 Brn-Yel -
13 1 Not Used Low Power Q50 Brn-Grn —
14 | NotUsed Low Power 48 Brn-Blu —
15 1 Not Used Low Power Q46 Brn-Vio -
16 | NotUsed Low Power Q44 Bro-Gry. =
17_] Basket Motor Forward . | Plasher J1182 Q42 | J1z61 Bik-Bm | 14-7080 12VDC_
18 ] Aasket Motof Baverse Flasher J1182 Q40 | J1262 Blic-R 14-7960 12VOC |
18 | DejammingMotor | Flasher J104-12 Q38 | J1263 Ik-Org | 14-7979 SOVAC |
120 | Back|aftFlashar ~ JFlasher | J1065 Q36 | .)1264 BlicYel #80
21 | Domelight Flasher J106-5 Q28 | J1265 Blu-Grn #0906
122 | Frontleft Flasher Flasher J106-5 Q30 | J126-6 Blu-Blk #89
23 i Low Power | 11068 Q34 J126-7 |u-Vio #80
24 | FrontRight Flasher 1 Low Power § J106:5 Q32 | J1268 #Q9
25 | Upper Loft Flasher Flasher J106-5 Q26 J124-1 Blu-Brn #906
126 | Upper Aight Flasher Flasher J106-5 Q24 J124-2 Blu-Red #006
27 | Dispansar Mator Flasher J116-2 Q22 J1234 | Blu-Org 14-7962
28 | Di 2] 162 | Q20 J1235 TBiuvel] 200670 |
General Blumination Playfieid Backbox Cabinet Playtield | Backbox | Cabinet
01 | Upper Back Panet G.. J120-1 Qi - J120-7 Wht-Brod #555
Gl J120-2 Q10 | J120-8 Wht #555
03 | Pasket Backhoard G, J1203 Qie | J1209 5 #5
04 | Not Used Gl Q1e 2 —_
[ 05 1 CaninetiCains Gl J11 Q2 J119-1 -Yigl #

High Power Solenoid Circuit

: Power Driver Board )
]

[)

! Drive +50V :

\ vee ‘

! 1N4004 )

' s J30!  Playfield

1 47 2200:: ' or

) < D x| Backbox Coil
L3

[ 4700 B 680 ip 36C U \ Violet-oo

! 15374 . NS4t ¢ :

o 27K Tpy2 )

! i X

X a2 Fyp = v

' J107!

'

i P05 ! Violet-Yeliow

3

t

i

i

]

]

)

The microprocessor toggles the output of the 74LS374. When point A" drops low, point "B" the collector of the 2N5401
transistor is high. A high at point "B* causes point *C* the collector of the TIP102 transistor, and point “D" the emitter of the
TIP36 transistor to drop low. When point "D” is low the coil is grounded through the transistor and the coil tums On. The coil
shuts Off when point A" toggles high. '
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Low Power Solenoid Circuit

Drive
vCC

The microprocessor toggles the output of the 74LS374. When point "A” is low, point "B* the collector of the 2N5401 transistor is
driven high. A high at point “B" tums On the TIP102 transistor and causes point “C*" to drop low. When point "C" is low the coil is
grounded through the transistor and the coil tums On. The coil shuts Off when point "A" toggles high.

Flashlamp Solenoid Circuit

Power Driver Board

Drive

J113

Red-White

The microprocessor toggles the output of the 74LS374. When point "A" is low, point "B*® the collector of the 2N5401 transistor is
high. Once point "B" is high, point “C* the collector of the TIP102 transistor is low. When Point "C" is low the flashlamp is
grounded through the transistor and the flashlamp tums On. When point "A" toggles high the circuit shuts Off.
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Special (General Purpose) Solenoid Circuit

Flashiamp®
or
Coil

Biue-xax

Red-White

The microprocessor toggles the output of the 74LS374. When point "A" drops low, point *B” is high. A high at point "B*
causes a low at point "C". When point “C" is low the coil/flashlamp is grounded through the transistor and the coil/flashiamp
tums On. When point "A* toggles high the coil/flashlamp tums Off.

* Tieback Diode is not used for flashlamp circuit.

General lHlumination Circuit

Power Driver Board

1
) ]
1 '
) Orive vce '
1 [}
] t
. Jua 4120
: R 10K Q . Gl Lights
] X x
) -] [+ )
2N5401
: L5374 s10 '
i @
: X = ]
] ]
X J115 sB ,
] ]
’ X U X
' Power — !
__________________________ 4
| Playfietd or |

| Power || Upto 18 bulbs. ——

' 32::; I ' | [ Power Driver Board |

] | ] Trsc | 115074 |
Es.svonsecondary fe—= e ] l___m_}rs__fh J

Zeto Cross Delection Microprocessor |
£ 5 voit secondary Circuit (CPU Board)
¢
(Power Driver Board)

When point “A” toggles low, then points “B” and “C" are high. This tums On the triac and the desired General lllumination string lights.
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SOLENOID WIRING

Gray-Yellow +12VDC

J116

J11e Gray-Yellow +12VDC

5 |_Red-White +20VDC
J106 3 olet-Yellow +50VDC

[>][m]

Not Not Release | | Release Not Not Not Not
Used Used Ball Hold Used Used Used Used
Down
Sol 1 Sol 2 Sol 3 Sol 4 Sol5 Sol 6 Sol 7 Sol 8
Violet-Orange
4132 E Violet-Yellow
Not Not Not Not Not Not Not Not
Used Used Used Used Used Used Used Used
Sol 9 Sol 10 Sol 11 Sol 12 Sol 13 So! 14 Sol 15 Sol 16
J104 |12
v
g
? ®
e
=
s *Basket | [ *Basket | [tDe-Jam| [ Back Dome Front Back Front
< Motor Motor Motor Left Light Left Right Right
g’ Up Down Flashers Flashers | | Flashers| [Flashers
2 Sol 17 Sol 18 Sol 19 Sol 20 Sol 21 Sol 22 Sol 23 Sol 24
a
4 Black-Brown
2 Black-Red
a aCl range
4 Black-Yellow
J126| g lue-G'mekn
g Ilue-\ﬁo!et
8 Bliue-Gray
Upper Upper | |Dispenser] Dispenser
l?ep: ipht Motor W
Flashers Flas?xers
Sol 25 Sol26 |.| Sol27 Sol 28
Blue-Brown l
J124 Emm
4 |Blue-Orange * See page 3-10 for complete circuit diagram.
J123 E lue-Yellow 1 See page 3-9 for complete circuit diagram.

HOTSHOT 3-8



Triac Driver Board Assembly
A-13088-2
J1-1 Red-White from J106-5
J1-2 Key
J1-3 Black-Orange from J126-3
J1-4 Black, Ground from J118-1

J2-1 Black-Yellow from J104-2
J2-2 Not Used

J2-3 Key

J2-4 Not Used

J2-5 Black-Yellow from J104-1

i

zr

J3
b fels[sla} fulalil

HODMOO(|S {OoNoD |»

J3-1 White-Red to Motor
J3-2 Not Used

J3-3 Key

J3-4 White-Red to Motor
J3-5 Not Used

J3-6 Not Used

J3-7 Not Used

Dt A1 R3

24VDC > moc
= e
DRIVER (J1-3 )
anD

o

N
sgvac (728 S

— Ut
NG —2 4
R2
C
KEY-

= s
agvac (J2-1 F1

Triac Driver Board Schematic

HOTSHOT 3-9

BIk L Wht-Red A
j:;g; Blk-Om |4 |J1 3| NC q Sol. #19
i Key 3 Triac 3 | Key S0VAC
2 Wht-Red
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Driver fl; 'N/C
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J104 NC},
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Bridge Driver Assembly

A-15946
J1-1 Black-Brown from J126-1
J1-2 Black-Red from J126-2
J1-3 Key
J1-4 Black, Ground from J118-3 oS 8
J1-5 Gray-Yellow from J118-2 21l e o || *
[] - °
J2-1 Red to Motor ~L2 el
J2-2 Key
J2-3 Not Used
J2-4 Black, Ground to Motor
leos g
B ) Vi G Vo
_J_ N
" ‘[ ot The —3— Th T%
B, 5 §
4 LED 1
GROUND
ke e 8
| oipz " ¢
- # L]
7 é“ I.omrz ve [_m.v;,
T fe VT4 e INl_ 5 (] = %:MF J2
mvz;N %Q;K N2 7] ses 8 rs  lour2 y.,'-‘,'y\ t
«SVDC +5VDC EN__ 1 u 3 7 2 KEY2
i v vReF o O1MF °U"'_ s
°=2 | Cand .g?MF
U ?5'( SENSE 10 [ I__BQQ.I’.I_ 4
LI.JGND R
cs

Nz I.'IMFD L
o B Bridge Driver Schematic
Gry-Yel Ji J2 Red
J118 | 2 Black 5 1
3 Key ; Bridge 2 “‘—y'zfc /
Bik-Red Driver 3 Bik
J126 | 2 Blk-Brn ? Board 4
1
Power
Driver
Board Basket Motor Circuit
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Opto Sw-24 P.C.B. Assembly
A-15646

J1-1 Green-Red to Opto Switch #28 (Photo Transistor)

J1-2 Key
J1-3 White-Blue to Opto Switch #28 © &
G
J2-1 Gray-Yellow to Opto Switch #28 =L°
J2-2 Black, Ground to Opto Switch #28 ;—
L4 [}
9
J3-1 White Blue from J209-7 ®s T e b
J3-2 Key N ©
J3-3 Green-Red from J207-2
J3-4 Black, Ground from J118-3
J3-5 Gray-Yellow from J118-2
R13
ot 15K
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Toswsur Jan o o ” R
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'%:E T aoer MCRITS e ™ ﬁm: g‘é ~ 2 e Ao
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¢ I : m * PEAY : SRR ~ Re govzw ws (FURE COLUMN
KEY, N outPuT = 0Ok 1 4 l
e M SR, TPl %
. 1':30 é ) i.aw %S‘K N4004
TS
J2
D‘ A , _» A12
2 i RE; ® vee "‘é c10 oot *
470 V2w e ; PISCHARGE gy 18K 100MF
[TRIGGER ¢ [fHRESHOLD 7.5 Sch emati c
IOUTPUT o~
i 1% bowtroL Rt 4
555 J’suo VOLTAGE
cs
K]
T T Ty SW #28
, POWER DRIVER |
! BOARD ! GRY-YEL | E"
' : BLK
| | GRN-RED
_____________ WHT-BLU
- ‘ | I
: CPU BOARD ! i ! [
l | Rbbon Cable | bz] [z]
| s < | Jz2 J1
[ = o ] OPTO SW-24
! ! ' - i P.CB.
: J208 1207 : ! Jiis !
i A = | : 2 : 5431|993
GRY-YEL
2;'; — Circuit Diagram
WHT-BLU
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Opto Ramp Switch Board Assembly

A-13901-2
1 4 1 4 1 4
oo¥o oD¥WOo DoOMO
J5 J6 J7
o
a
o -
D -—h
»*
a
-8 J2 J3 J4
slalisl §ul ooOMOO o¥o0OO
5 t 5 5 1

J1 - 1 Black (Ground) from J118-3
J1 - 2 Gray-Yellow (+12V) from J118-2

J1 -3 Key

J1 - 4 White-Orange (Switch Row #3) from J208-3

J1 - 5 White-Red (Switch Row #2) from J208-2

J1 - 6 White-Brown (Switch Row #1) from J208-1

J1 - 7 Green-Orange (Switch Column #3) from J206-3

J2 - 1 White-Brown to Opto Sw #31 (Photo Transistor)

J2 - 2 Key

J2 - 3 Green-Orange to Opto Sw #31 (Photo Transistor)
J2 - 4 Gray-Yellow to Opto Sw #31 (LED)

J3 - 1 White-Red to Opto Sw #32 (Photo Transistor)
J3 - 2 Green-Yellow to Opto Sw #32 (Photo Transistor)

J3 - 3 Key

J3 - 4 Gray-Yellow to Opto Sw #32 (LED)
J3 - 5 Black, Ground to Opto Sw #32 (LED)

J4 - 1 White-Orange to Opto Sw #33 (Photo Transistor)
J4 - 2 Green-Yellow to Opto Sw #33 (Photo Transistor)

J4 - 3 Gray-Yellow to Opto Sw #33 (LED)

J4 -4 N/C

J4 - 5 Black, Ground to Opto Sw #33 (LED)

J2 - 5 Black, Ground to Opto Sw #31 (LED) J5 through J7 are Not Used
SW #33
1| WHT-ORG
;_ GRN-YEL ~ {
s 3 H-GRY-YEL
e 5 H-BLK
| POWER DRIVER | L2 W
#3
! BOARD | | oPTO RAMP 2
| | | swiTcH 1L WHT-RED .
| i |BoarD |l 1| GRN-YE
F-—----"TTTTT 7" | [ | 7 || 4 H-SRY:-YEL
} CPU BOARD 1 | | 5 BLK
! | Ribbon Cable) | — SW #31
| € oy |
, 5 Eﬁ] s l 1| WHT-BRN S
| 2= ® ' |3 J-aRN-ORG
| ! | | S 4 H-GRY-YEL
| J206 J2oe ! | -~ J118 } J1 5 BLK
1 3 1 2 2 | | |23| ! |124567l_‘
Lo e e = —— = Iy Sy | | g S
BLK
GRY-YEL
WHT-ORG
WHT-RED
WHT-BRN
_GBN-ORG
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Opto Ramp Switch Board Schematic
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Coin Door Interface Board
A-14689

J1
1] ©00000000000000CKOO

J2
18 1 | OOXOO0000|8

J6
oooomooo|g

1

J5
g|omooooooo0|1

13 OOO‘OOJOSOOOOOO 1 15 00000005)400000'0 1

J1-1  Green-Brown, switch column 1 from J207-1

J1-2  Red-Gray, lamp row 8 from J133-5

J1-3  White-Yellow, switch row 4 from J209-4

J1-4  White-Orange, switch row 3 from J209-3

J1-5  White-Red, switch row 2 from J209-2

J1-6  White-Brown, switch row 1 from J209-1

J1-7 Green-Red, switch column 2 from J207-2

J1-8 Orange-Gray, dedicated switch row 8 from J205-9
J1-9 Orange-Violet, dedicated switch row 7 from J205-8
J1-10 Orange- Blue, dedicated switch row 6 from J205-7
J1-11 Orange-Green, dedicated switch row 5 from J205-6
J1-12 Orange-Black, dedicated switch row 3 from J205-3
J1-13 Orange-Red, dedicated switch row 2 from J205-2
J1-14 Orange-Brown, dedicated switch row 1 from J205-1
J1-15 Black, Ground from J205-10

J1-16 Key

J1-17 Orange-Yellow, dedicated switch row 4 from J205-4
J1-18 Orange-White, switch enable from J205-12

J2-1 Violet, G.l. return from J119-3

J2-2 White-Violet, G.I. 6.8VAC from J119-1
J2-3 Key

J2-4 Gray-Yellow, +12V from J116-2

J2-56 Black, Ground from J116-3

J2-6 Not Used

J2-7 Not Used

J2-8 Not Used

J3-1 Violet, G.I. return to coin door

J3-2 White-Violet, G.l. 6.8VAC to coin door

J3-3 Black, Ground to coin door

J3-4 Orange-Brown, dedicated switch row 1 to coin door
J3-5 Not Used

J3-6 Orange-Black, dedicated switch row 3 to coin door
J3-7 Orange-Green, dedicated switch row 5 to toin door
J3-8 Orange-Blue, dedicated switch row 6 to coin door
J3-9 Orange-Violet, dedicated switch row 7 to coin door
J3-10 Key

J3-11 Orange-Gray, dedicated switch row 8 to coin door
J3-12 Green-Red, switch column 2? to coin door

J3-13 White-Brown, switch row 1 to coin door

J4 Not Used
J5 Not Used

J6-1 White-Red, switch row 2 to cabinet

J6-2 White-Orange, switch row 3 to cabinet
J6-3 Not Used

J6-4 Not Used

J6-5 Key

J6-6 Green-Red, switch column 2 to cabinet
J6-7 Green-Brown, switch column 1 to cabinet
J6-8 Not Used

B.C. Board Legend

J1-J6  Coin Door interface Board
Jixx  Power Driver Board

J2xx  CPU Board

JS5xx  Audio Board

J6xx Dot Matrix Controller Board
JOxX  Fiptronic Il Board
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Coin Door Interface Board Schematic
A-14689
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POWER DRIVER BOARD
A-12697-1

J101-1 Red, 9VAC from transformer secondary

J101-2 Red, 9VAC from transformer secondary

J101-3 Key

J101-4 Blue-White, 13VAC from transformer secondary
J101-5 Blue-White, loop from J101-4

J101-6 Blue-White, 13VAC from transformer secondary
J101-7 Blue-White, loop from J101-6

J102-1 White-Red, loop from J102-2

J102-2 White-Red, 16VAC from transformer secondary
J102-3 White-Red, loop from J102-4

J102-4 White-Red, 16VAC from transformer secondary
J102+5 Black-Yellow, loop from J102-6

J102-6 Black-Yellow, 51VAC from transformer secondary
J102-7 Key

J102-8 Black-Yellow, loop from J102-9

J102-9 Black-Yaellow,51VAC from transformer secondary

J103 Not Used

J104-1 Black-Yellow, to J2-5 Triac Driver Board
J104-2 Black-Yellow, to J2-1 Triac Driver Board
J104-3 Key

J104-4 Not Used

J104-5 Not Used

J105 Not Used

J106-1 Not Used

J106-2 Not Used

J106-3 Violet-Yellow, to playfield coils
J106-4 Key

J106-5 Red-White, +20V to flashlamps

J107 Not Used
J108 Not Used
J109 Not Used
J110 Not Used
J111 Not Used

J112-1 White-Green, 9.8VAC from transformer secondary
J112-2 White-Green, loop from J112-1

J112-3 White-Green, 9.8VAC from transformer secondary
J112-4 Key

J112-5 White-Green, loop from J112-3

J113 Ribbon Cable, Data to/from J211

J114-1 Gray/Green, +12VDC to J210-7 -
J114-2 Gray/Green, +12VDC to J210-6

J114-3 Gray, +5VDC to J210-5; J502-3

J114-4 Gray, +5VDC to J210-4; J502-1

J114-5 Black, Ground to J210-3; J502-5

J114-6 Key

J114-7 Black, Ground to J210-1; J502-4
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J115-1 Yellow-White, 6.8VAC from transformer secondary
J115-2 White-Brown, 6.8VAC from transformer secondary
J115-3 White-Brown, loop from J115-2

J115-4 White-Orange, 6.8VAC from transformer secondary
J115-5 White-Yaellow, loop from J115-4

J115-6 White-Yellow, 6.8VAC from transformer secondary
J115-7 Orange, 6.8VAC from transformer secondary
J115-8 Orange, 6.8VAC loop from J115-7

J115-9 Key

J115-10 Green, 6.8VAC from transformer secondary
J115-11 Brown, 6.8VAC from transformer secondary
J115-12 Brown, 6.8VAC loop from J115-11

J116-1 Key

J116-2 Gray-Yellow, +12VDC {o coin door; J2-4
J116-3 Black, Ground to coin door; J2-5

J116-4 Not Used

B.C. Board Legend

J1-J6  Coin Door Intertace Board
Jixx  Power Driver Board

Jaxx  CPU Board

JSxx  Audio Board

Jexx Dot Matrix Controlier Board
Joxx  FAliptronic il Board
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POWER DRIVER BOARD CONTINUED...

J117-1 Key

J117-2 Gray-Yeliow, +12VDC to J606-7
J117-3 Black, Ground to J606-3

J117-4 Gray, +5VDC to J606-5

J118-1 Key

J118-2 Gray-Yeliow, +12VDC to opto switches
J118-3 Black, Ground

J118-4 Not Used

J119-1 White-Violet, 6.8VAC G.!. 1o coin door: J2-2
J119-2 Key
J119-3 Violet, Retum G.I. to coin door: J2-1

J120 Not Used

J121-1 Brown, Return G.I. to backbox
J121-2 Orange, Return G.I. to playfield
J121-3 Yellow, Retum G.1. to playfield
J121-4 Key

J121-5 Not Used

J121-6 Not Used

J121-7 White-Brown, 6.8VAC to backbox
J121-8 White-Crange, 6.8VAC to playfield
J121-9 White-Yellow, 6.8VAC to playfield
J121-10 Not Used

J121-11 Not Used

J122 Not Used

J123- 1 Not Used

J123- 2 Key

J123- 3 Not Used

J123- 4 Blue-Orange to cabinet Sol 27
J123- 5 Blue-Yellow to cabinet Sol 28

J124-1 Blue-Brown, Sol 25, to backbox flasher Sol 25

J124-2 Blue-Red, Sol 26, to backbox flasher Sol 26
J124-3 Not Used

J124-4 Key

J124-5 Not Used

J125 Not Used

J126-1 Black-Brown, Sol 17 to playfield motor
J126-2 Black-Red, Sol 18 to playfield motor
J126-3 Black-Orange, Sol 19 to playfield flashlamp
J126-4 Black-Yellow, Sol 20 to playfield flashlamp
J126-5 Blue-Green, Sol 21 to playfield flashlamp
J126-6 Blue-Black, Sol 22 to playfield flashlamp
J126-7 Blue-Violet, Sol 23 to playfield flashlamp
J126-8 Bilue-Gray, Sol 24 to playfield flashlamp
J126-9 Key

J126-10 Not Used

J126-11 Not Used

J126-12 Not Used

J126-13 Not Used

J127 Not Used
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J128 Not Used
J129 Not Used
J130 Not Used
J131 Not Used

J132-1 Not Used

J132-2 Not Used

J132-3 Violet-Orange, to playfield Sol 3
J132-4 Key

J132-5 Violet-Yellow, to playfield Sol 4

J133-1 Red-Brown, Row 1 to playfield lamps
J133-2 Red-Black, Row 2 to playfield lamps
J133-3 Key

J133-4 Red-Orange, Row 3 to playfield lamps
J133-5 Red-Yellow, Row 4 to playfield lamps
J133-6 Red-Green, Row 5 to playfield lamps
J133-7 Red-Blue, Row 6 to playfield lamps
J133-8 Red-Violet, Row 7 to playfield lamps
J133-9 Red-Gray, Row 8 to playfield lamps

J134 Not Used

J135-1 Red-Brown, Row 1 to control panel lamp
J135-2 Red-Black, Row 2 to control panel lamp
J135-3 Key

J135-4 Red-Orange, Row 3 to control panel lamp
J135-5 Red-Yellow, Row 4 to control panel lamp
J135-6 Not Used

J135-7 Not Used

J135-8 Not Used

J135-9 Not Used

J136-1 Key
J136-2 Not Used
J136-3 Yellow/Gray , Col 8 to control panel lamps

J137-1 Yellow-Brown, Col 1 to playfield lamps
J137-2 Yellow-Red, Col 2 to playtield lamps
J137-3 Yellow-Orange, Col 3 to playfield lamps
J137-4 Yellow-Black, Col 4 to playfield lamps
J137-5 Yellow-Green, Col 5 to playfield lamps
J137-6 Yellow-Blue, Col 6 to playfisld lamps
J137-7 Yellow-Violet, Col 7 to playfiekd lamps
J137-8 Key

J137-9 Yeliow-Gray, Col 8 to playfield lamps

J138 Not Used



CPU BOARD
A-12742-60017
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J211 (o}

J201 Ribbon Cable, Data to J602

J202 Ribbon Cable, Data to J903; J506; J601
J203 Not Used

J204 Not Used

J205-1 Orange-Brown, Dir Sw 1, Left Coin to J1-14
J205-2 Orange-Red, Dir Sw 2, Center Coin to J1-13
J205-3 Orange-Black, Dir Sw 3, Right Coin to J1-12
J205-4 Orange-Yellow, Dir Sw 4, 4th Coin J1-17

J205-5 Key

J205-6 Orange-Green, Dir Sw 5, Escape/Service to J1-11

J208-1 White-Brown, Sw Row 1 to Opto Ramp Sw. Bd. J1-6
J208-2 White-Red, Sw Row 2 to Opto Ramp Sw. Bd. J1-5
J208-3 White-Orange, Sw Row 3 to Opto Ramp Sw. Bd. J1-4
J208-4 Not Used

J208-5 Not Used

J208-6 Key

J208-7 Not Used

J208-8 Not Used

J208-9 Not Used

J209-1 White-Brown, Sw Row 1 to J1-6
J209-2 White-Red, Sw Row 2 to J1-5
J209-3 White-Orange, Sw Row 3 to J1-4
J209-4 White-Yellow, Sw Row 4 to J1-3

J205-7 Orange-Blue, Dir Sw 6, Down/Volume Down to J1-10 J209-5 White-Green, Sw Row 5 to cabinet switch

J205-8 Orange-Violet, Dir Sw 7, Up/Volume Up to J1-9
J205-9 Orange-Gray, Dir Sw 8, Enter/Test to J1-8
J205-10 Black, Ground to J1-15

J205-11 Not Used

J205-12 Orange-White, Enable to J1-18

J206-1 Not Used

J206-2 Not Used

J206-3 Green-Orange, Sw Col 3 to playfield opto switches
J206-4 Not Used

J206-5 Not Used

J206-6 Not Used

J206-7 Not Used

J206-8 Key

J206-9 Not Used

J207-1 Green-Brown, Sw Col 1 to control panel switches
J207-2 Green-Red, Sw Col 2 to cabinet/playfield-switches
J207-3 Not Used

J207-4 Not Used

J207-5 Not Used

J207-6 Not Used

J207-7 Not Used

J207-8 Key

J207-9 Not Used

J209-6 Key

J209-7 White-Blue, Sw Row 6 to cabinet opto switch
J209-8 White-Violet, Sw Row 7 to cabinet switch
J209-9 White-Gray, Sw Row 8 to cabinet switch

J210-1 Black, Ground from J114-7
J210-2 Key

J210-3 Black, Ground from J114-5

J210-4 Gray, +5VDC from J114-4

J210-5 Gray, +5VDC from J114-3

J210-6 Gray-Green, +12VDC from J114-2
J210-7 Gray-Green, +12VDC from J114-1

J211 Ribbon Cable, Data from J113

J212 Not Used

£.C. Board Legend

J1-J6  Coln Door Interface Board
Jtxx  Power Driver Board

Jaot  CPU Board

JSXX  Audio Board

Jexx Dot Matrix Controller Board
Jox  Fiptronic Il Board
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AUDIO BOARD
A-12738-60017
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J501-1 Gray-Green, 20VAC from transformer secondary J505-1 Black-Yellow, Signal to speaker
J501-2 Gray-Green, loop from J501-1 J505-2 Not Used
J501-3 Key J505-3 Black, Ground to speaker
J501-4 Gray, 20VAC from transformer secondary J505-4 Not Used

J501-5 Gray, 20VAC loop from J501-4
J501-6 Gray-White, 20VAC loop from transformer secondary  J506 Ribbon Cable, Data to/from J601; J903; J202
J501-7 Gray-White, 20VAC loop from J501-6

J507 Not Used
J502-1 Gray, +5VDC from J114-4
J502-2 Key J508 Not Used
J502-3 Gray , +6VDC from J114-3
J502-4 Black, Ground from J114-7 J509 Not Used
J502-5 Black, Ground from J114-5
J503 Not Used
J504 Not Used

P.C. Board Legend

J1-J6  Coln Door Interface Board
~ JIxx  Power Driver Board

Jax  CPU Board

JSx  Audio Board

J&x Dot Matrix Controller Board
Jox  Fliptronic I Board
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DOT MATRIX CONTROLLER BOARD

A-14039
L Z R -
] e
S a » « ¥y 3 »
J606 J602 J601
s —
J604
-
[
J605
1 12
J603
14
J601 Ribbon Cable, Data to/from J202; J506 P.C.Board L egend
J1-J6  Coin Door Interface Board
J602 Ribbon Cable, Data from J201 Yo pom oo Inietace
J2xx  CPU Board
J603 Ribbon Cable ,Data to Dot Matrix Display Driver Jsac - Audio Board
Jéxx Dot Matrix Controller Board
J604-1 Orange, -125V to Dot Matrix Display Driver Pin 1 29 __ Flitronic If Board

J604-2 Blue, -113V to Dot Matrix Display Driver Pin 2
J604-3 Key

J604-4 Black, Ground to Dot Matrix Display Driver Pin 4
J604-5 Black, Ground to Dot Matrix Display Driver Pin &
J604-6 Gray , +5V to Dot Matrix Display Driver Pin 6

J604-7 Gray-Yellow, +12V to Dot Matrix Display Driver Pin 7
J604-8 Brown, +62 to Dot Matrix Display Driver Pin 8

J605-1 White, 8OVAC from transformer secondary
J605-2 White, 80VAC from transformer secondary
J605-3 Violet, 100VAC from transformer secondary
J605-4 Key

J605-5 Violet, 100VAC from transformer secondary

J606-1 Black, Ground loop from J606-3
J606-2 Key

J606-3 Black, Ground from J117-3

J606-4 Gray, +5V loop from J606-5

J606-5 Gray, +5V from J117-4

J606-6 Gray-Yeliow, +12V loop from J606-7
J606-7 Gray-Yellow, +12V from J117-2
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LAMPS

Yolow (B¢) Red
Commed _ ! 2 3 4 s s ? s
Yellow- Yoow- Yellow- Yeliow- Yellow- Yellow- Yellow- Yellow-
Srown Red Orange Black Green Blue Violet Gray
J137-1 J137-2 J137-3 J1T 4 J137-8 FIE -2 377 J1378
Row Qo 14 oo o o ol o ot
Red- MIDDLE RIGHT NOT MIDDLE LEFY FRONT FRONY SERVE
o Grown | AGHT BACK USED LEFT BACK UNE CIRCLE BALL
J1831 BACK 1 BACK 1 1 8 RIGHT
aso 1 4 21 3 1 . 51 81 7 st
Med- | MIDOLE RIGHT NOT MIDOLE LEFT FAONT | FRONT | sELECT
g Mook | MIGHT BACK USED LEFT BacK LINE CIRCLE GAME
Jissa] BACK 2 BACK 2 2 7
o 2 1 n 2 2a 2 _a L] ®
Neo- MIDDLE RIGHT NOT MIDOLE LEFT FRONT | FRONT SERVE
Orangel  RIGHT BACK useD LEFT BACK UNE CIACLE 8ALL
3 a4l eack 3 BACK 3 3 s LEFT
Qes 3 43 n nl 2a 5 o 3 o
Res- | WIDOLE RIGHT NOT MIDDLE LEFT FAONT | FRONT | CREDIT
Yollow | RIGHT BACK USED LEFT BACK UNE cicLe | suTTON
4 51338 BACK 4 BACK 4 ' 5
o 4 24 ul 4y s o 74 .
med- | MDOLE | AIGHT LEFT MIDDLE LEFT FAONT | FRONT | MIODLE
Green | PGHT BACK BACK LEFT BACK LINE CIRCLE AIGHT
s JI133e] BACK 1) ) BACK s s Py BACK
o 5 18 P x| e 5 s sl e
Red- | MIDOLE | RIGHT LEFT MIDOLE LEFT FRONT | FRONT | MIDOLE
Blve RAIGHT BACK BACK LEFT BACK UNE CIRCLE AIGHT
s Jsinz] Back 8 10 BACK 6 6 3 BACK
o [ ] 1 2 % [ " . ” 10 M
Red- | WMIDDLE | MGHT MIOOLE | MIDDLE LEFY FRONT | FRONT RIGHT
Viiet | RIGHT BACK LEFT LEFT BACK LINE CIRCLE BACK
7 1338 su’cx 7 BACK BACK 7 7 2 )
as 1 ‘wl "« @ @ n ra
Mea- | MODLE | PGHT MIODLE | MIDOLE LEFT NOT FRONT AGHT
Gray AGHT BACK LEFT LEFT BACK usEo CIRCLE BACK
s J1330| BACK ) BACK BACK 8 1 10
-7~ 8 10 8
18 28 3 48 58 [ 78 88
SWITCHES .
Comal 1 2 3 4 3 E'_"_..ﬁ:"-‘ﬂ-.-. T
Oedicated Geroon- Geesn- Goroon- Qraon- Gooon- Greon- Gooan- Groen-
Grounded Brown [ ] Orange Yellow Black Shee Violet Grey
Switches Jao?-1 J207-2 J2os-3 | Jeos-s o085 | Js2086 J208-7 J206-0
wo-18 | u-17 | u20te | u201s U20-14 | uz0-13 wo1z2 | u2o-1s
of {1 weie- NOT SLAM | BASKET | wNOT NOT NOT NOT NOTY
J206-1 Brown | USED ™wrv USED USED USED USED USED
12081
Lakt Coln Chute pg | Ui8-11 " n » ) $1 & n o
Orengo-Red () |2 White- NOT coN | Basket ] NOT NOT NOT NOT NOT
J206-2 Red USED DOOR | MOTOR | USED USED USED USED USED
Conter Coin J208-2 CLOSED TOP
Chute uies 17 n 2 Q ” L 2 2
Orange-Black g I3 wnie- § START TICKET | BASKET | NOT NOT NOT NOT NOT
J206-3 Ovsnge | BUTTON | ©OPTO. | MOTOR | USED USED USED USED USED
Right Coin J208-3 8oTTOM
lcub % uiss 12 n 3 4 ] [ n s
12064 @Y [4 Wiie- NOT ALWAYS NOT NOT NOT NOT NOT NOT
Yollow § USED CLOSED | USED USED USED USED USED USED
44 Coin J208-4
Icm a u1e7 " £} » “ s “ 7 -
12064 $ White- r SERAVE NOT NOT NOT NOT NOT NOT NOT
Nowst | Tem Groon 8ALL USED USED USED USED USED USED USED
‘m Funssen J208-8 LEFT
vig-11 "® = % ' ] 3 7% s
(2067 ¢ whiw- f| seRve BALL NOT NOT NOT NOT NOT NOT
Nowe  [Tem Blwe BALL N USED USED USED useD USED USED
Funston ' Fumtion J208-7 RIGHT SHOOTER
Volume u1s-9 1* 2 % “ [ - 7 ]
12068 | |7 wnime- J| SELECT |DISPENSER| NOT NOT NOT NOT NOT NOT
Tout Vielst | GAME Low USED USED USED USED USED USED
Rncion | ncten J208-8
Mﬁ.‘ﬁ ure-s 14 z n ar 24 o« 4 14
12068 Swhe- | NOT  [DISPENSER] NOT NOT NOT NOT NOT NOT
Mome  Test Gray USED UNJAM USED USED USED USED USED USED
Fansten | Fumeten J208-9
L-nmm ute7 i k] » “ ] ] L) %




WARNINGS & NOTICES
WARNING

FOR SAFETY AND RELIABILITY, substitute parts and equipment modifications are not
recommended. Use of Non-MIDWAY parts or modifications of game circuitry, may adversely affect
game play, or may cause injuries.

SUBSTITUTE PART OR EQUIPMENT MODIFICATIONS may void FCC Type Acceptance.

BECAUSE THIS GAME IS PROTECTED by Federal copyright, trademark, and patent laws,
unauthorized game conversions may be illegal under Federal law.

THIS 'CONVERSION' PRINCIPLE ALSO APPLIES to unauthorized facsimiles of MIDWAYS'
equipment, logos, designs, publications, assemblies and games (or game feature not deemed to be
public domain), whether manufactured with MIDWAYS' components or not.

Notice
MIDWAY is a registered trademark of MIDWAY MANUFACTURING COMPANY. Entire contents of

this manual ©1992 MIDWAY MANUFACTURING COMPANY. All rights reserved.

WARMING

NOTE: This equipment has been tested and found to comply with the limits for a Class A digital
] device, pursuant to Part 15 of the FCC Rules. These limits are designed to provide reasonable
protection against harmful interference when the equipment is operated in a commercial
environment. This equipment generated, uses, and can radiate radio frequency energy and if not
installed and used in accordance with the instruction manual, may cause hammful interference to
radio communications. Operation of this equipment in a residential area is likely to cause harmful
interference in which case the user will be required to comrect the interference at his own expense.

RF interference Notice
CABLE HARNESS PLACEMENTS and ground strap routing on this game have been designed to
keep RF radiation and conduction within levels accepted by the FCC Rules.

TO MAINTAIN THESE LEVELS, reposition hamesses and reconnect ground straps to their original
placements, if they become disconnected during maintenance.

FCC STICKER. Check the back of your game to verify that an FCC-certification sticker was
attached to your game at the factory. All Games that leave the MIDWAY plant have been tested and
found to comply with FCC Rules. Because the sticker is proof of this fact, legal repercussions to the
owner and distributor may result, if the sticker is missing. If you receive a game, manufactured after
December 1982, that has no FCC sticker, call MIDWAY for advice or write us a note on your Game
Registration Card. Be sure that the card bears your game's serial number.

FOR SERVICE... MIDWAY MANUFACTURING COMPANY
wm 3401 N. Calfomia
JAY Distributor Chicago, IL. 60618
*"Midway® HOTSHOT® Basketball”
©1991 Antwork and Game Concept

Rare Coin-t Toys & Games, Inc.;
©1992 Coin-operated version Midway Manufacturing Company.

HOTSHOT®, WILSON®, and W® are registered trademarks distinguishing the fine products of
Wilson Sporting Goods Co.; Used by Midway Manufacturing Company. Under License.

All Ryﬁ Reserved.
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