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B-6- IMPULSE 2nd. PLAYER MATCH.
{ e B-7- IMPULSE TO CREDIT UNIT THRU CONTACT
;s PLATE ON SPECIAL TARGET UNIT.
2 C-1- IMPULSE BALL RETURN KICKER COIL AND
1=SSKE, FEATURE UNIT STEP-UP.
1L C-2- IMPULSE 3rd. PLAYER MATCH.
) C-3- IMPULSE TO SPINNER RE., DOUBLE BONUS RE.,
EXTRA RE. -UP
SOO Hole RE. o= I;PULSE ms:?SSEEEHL TARGET UNIT STEP-U
It C-5- IMPULSE PLAYER CONTROL UNIT RESET.
1 - LOCK FOR BALL INDEX RE.
C-8- LOCK FOR COIN RE., RIGHT CHUTE RE.
CREDIT RESET RE. AND ANTI-CHEAT RE.
START RE. 0-1- IMPULSE 1000's RE.
D-2- MPULSE TOTAL PLAY COUNTER, COIN UNIT
STEP-UP, COIN UNIT RESET, GAME OVER RE.
LATCH AND BALL COUNT UNIT 1ESET.
0-3- IMPULSE Ist. PLAYER MATCH
E-1-LOCK FOR RESET RE., SPECIAL TARGET RE.,
1-5 RE., FEATURE HOLE RE. AND 500 HOLE RE.
E-2- IMPULSE BONUS UNIT RESET.
ANTI- CHEAT RE E-3- INPULSE 4th. PLAYER MATCH.
I E-4- LOCK FOR OUT HOLE RE.
I
SWITCH CODE
6-B o
> CAM 4
Sl {7*
—”_ TOP CAM
e lo-20 RE. 3.y SINGLE CHIME 0-B
NORMALLY NORMALLY il 0000
OPEN GCLOSED MAKE AND
CLOSED WHEN OPEN WHEN BREAK SW. 100 RE.
" i1
ENERGIZED ENERGIZED —] — S
' € o A-8- IMPULSE CREDIT UNIT 3 STEPS.
s e r el S e
il 0000 5
BONUS UNIT E.0. $.
it
ala -+ TRANSFORMER * 5666-2518
i I
SW. ON SW. ON
SCORE RESET| 100,000'S
MOTOR RELAY BOARD G)
m ard. CAM
IINBOL C-8- IMPULSE SCORE RESET RE. (Ist. & 2nd. PLAYER)
E-6- IMPULSE CRENIT UNIT 2 STEPS.
s s m E-7- IMPULSE SCORE RESET RE. (3rd. & 4th. PLAYER)
FINGER_SYMBOLS 2
6 s 4 3
L | S

FINGERS INSULATED
TOGETHER

FINGERS GROUNDED

WIRE_COLOR CODE
B-BLACK G-GREEN W-WHITE
_Eu.ﬂtjlnl_ewr MAR-MAROON | R-RED
BRN-BRO | O-ORANGE | Y-YELLOW |
GREY-GREY P-PLASTIC J-JUMPER

EXAMPLE® R-W INDICATES A RED WIRE
WITH A WHITE TRACER

NOTE: WIRE COLORS SUBJECT TO CHANGE

FOR (15 VoLT 50/6o HZ INP
CONNECT #1 ¢ #3 ToGETHER

uT

TOGGLE

W=

ON-DFF SWITCH

CONNECT %2 & #5 ToGETHER
YELlow = #1
BLAcK = ¥2
44 ¢4, = oPEN
2 !
il [ S

FoR 220-230-245 VolLT

S0/6o HE INPUT

CONNECT #2 ¢ ¥3 ToGETHER

YeLlow =#|

BLACK To #4 = 220 V.
BLACK To #5 = 230 V.
BLACK To #0b = 245 V.

STERN ELECTRONICS INC.

1725 W. DIVERSEY BLVD. CHICAGO 60614, ILLINOIS.

RAWHIDE

4th. CAM

E-8- INPULSE TO FEATURE HOLE AND 500 HOLE
KICKOUT COILS.

E-8- IMPULSE SPECIAL TARGET UNIT RESET
THRU SW. ON OUT HOLE RE

JLIHM

N3I349

N3349



