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I .  I NSTALLATION 
Assemble the game as follows: 

Bolt legs to cabinet . Bolt back box to cabinet. Use flat washers under bolt heads. Gently feed 
cable connectors and ground braid through cable port in back box. Screw ground braid to 
braid in back box . Carefully and fully insert connectors on printed circuit assemblies . 

On all games there are certain items that should be checked after shipment . These are visual 
inspections which may avoid time consuming service work later. Minor troubles caused by 
abusive handling in shipment are unavoidable . Cable connectors may be loosened, switches 
(especially tilt switches) may go out of adjustment . Plumb bob tilt switch should always be 
adjusted after game is set on location and leg levelers are adjusted . 

Visual inspections before plugging in line cord: 

1 .  Check that all cable connectors are completely seated on printed circuit assemblies. 

2. Check that cables are clear of all moving parts . 

3. Check for any wires that may have become disconnected . 

4. Check switches for loose solder or other foreign material that may have come loose in 
shipment and could cause shorting of contacts . 

5. Check wires on coils for proper soldering . Cold solder connections may not show up in 
factory inspection, but vibration in shipment may break contact . 

6. Check that fuses are firmly seated and making good contact. 

7. Check the transformer for any foreign material shorting across wiring lugs. 

8. Check wiring of transformer to correspond to location voltage. See figure 1. 

Check adjustment of the three (normally open) tilt switches: 

1 .  Panel tilt on bottom of playfield panel . 

2. Plumb bob tilt on left side of cabinet near front door. 

3. Ball tilt above plumb bob tilt . Insert the smaller ball (15/16" dia.) into the ball tilt assembly, 

and adjust the bracket so the ball will roll free to contact the switch blade, if front of cabinet is 
raised . 

TRANSFORMER CONNECTION INSTRUCTIONS 

E·122-125 TRANSFORMER WIRING FOR 220/240 V., 
50/60 CYCLE INPUT. 

E-122-125 TRANSFORMER WIRING FOR 115/120 V., 
50/60 CYCLE INPUT. 

o 0 o 0 0 0 0 0 
FOR 220/240 V., 
INPUT, HEAVY 
RED LEAD. 

TIE LUG 3 AND 
LUG 5 TOGETHER . 

FOR 240 V., PUT HEAVY ___ -' 
YELLOW LEAD ON LUG 7. 

FOR 220 V., PUT HEAVY 
YELLOW LEAD ON LUG 12. 

VARISTOR, BALLY PART NO. E-713-1, 
LOCATED IN CABINET, MUST BE USED 
FOR OPERATION AT 220 V. OR 240 V.A.C. 

9 11 o 0 
o 

2 4 6 8 10 12 

FOR 115/120 V. INPUT, 0 
TIE LUGS 1 AND 3 u..=..J,--+_� 
TOGETHER. HEAVY RED LEAD . 

FOR 120 V., TIE LUGS 5 AND 7 
TOGETHER . PUT HEAVY -----' 

YELLOW LEAD ON LUG 5. 

FOR 115 V., TIE LUGS 9 AND 11 TOGETHER. __ � 
PUT HEAVY YELLOW LEAD ON LUG 9. 
VARISTOR, BALLY PART NO. E-713, 
LOCATED IN CABINET, MUST BE USED 
FOR OPERATION AT 115 OR 120 V.A.C. 

FIGURE I. TRANSFORMER 
(PART OF POWER-TRANSFORMER MODULE A2, LOCATED IN BACK BOX) . 
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II. GENERAL GAME OPERATION 

Place ball into playfield by outhole. 

Coin game. Coin should be rejected. Plug in line cord. Move power ON-OFF master switch at 
bottom right front corner of cabinet to 'ON' position. The game will play a power-up tune to 
announce game-readiness. Drop targets are reset, scores are set to zero, alternating with the 
'High Score to Date,' and the game is ready for play. Coin game. The game should accept the 
coin and post credits* for coins accepted (adjustable) . Pressing the credit button on the door 

will cause the outhole kicker to serve the ball to the shooter alley. The 1st player-up lite is lit. A 
game-up tune* is played to announce play-readiness. The bonus score is advanced to 1 000 
points. 

One player is posted each additional time the credit button is pressed (one to four can play) . 
The credits are reduced by one each time the credit button is pressed until the credits are 
reduced to zero. 

Shooting the ball initiates play. Rebound switches score 1 0  points. Thumper-bumpers, when 
not lit, score 1 0  points. 

When the ball enters the outhole, the bonus score is added to the total score. The player-up 
and/or ball in play on the back box is advanced one position. The bonus score is advanced to 
1 000 points. The outhole kicker serves the ball to the shooter alley and play is resumed. This 

continues until each player has played the allowable number of balls per game (adjustable) .  
At this time the 'Game Over' light is lit. A random Match* number appears and the 'Match' light 
is lit . If the number is the same as the last two digits in a player's score, a free game is 
awarded. 

Extra balls won during the course of the game are played immediately after the player's 
regular ball enters the outhole. The player-up and/or ball in play on the back box are not 
advanced for extra ball play. Bonus score is added to the player's score and the bonus is set to 
1 000 points before the game serves the extra ball for play. 

At the end of the game, a 'High Score to Date' is alternately flashed with all 4 player scores. If 
the 'High Score to Date' is beat, this feature* awards 3 free games. 

Tilting the game results in loss of a ball. The flippers, thumper-bumpers, etc ., go 'dead.' Bonus 
points are not scored. The purpose of the tilt penalty is to discourage the player from jostling 
the machine in an attempt to prolong play. Game action becomes normal after the ball kicker 
assembly serves the ball to the shooter alley. 

Slamming the machine results in loss of the game. All feature lights go out, the game goes 
'dead,' and a time delay occurs. The purpose of the time delay is to discourage unnecessary 
abuse of the machine. After the delay, the 'Game Over' light lites and the power-up tune is 
played. The time delay occurs anytime one of the slam switches is made to contact. There is 
one factory installed slam switch on the front door. (Any number of slam switches could be 
installed by the operator, to meet his individual requirement. )  The switch should be adjusted to 
have approximately 1 / 1 6" gap between the contacts. The weighted blade should be adjusted 
to attain the desired sensitivity. Decreasing the gap between contacts will make the switch 
more sensitive. Opening the gap will reduce sensitivity. 

'Some tunes and features can be disabled by operator if so desired. See Back Box Adjustments. 

2 



III. BOOK K E EPING FU N CTIONS 
The game is designed to help the operator perform certain accounting functions. The game 
can display the number of total plays and replays (free games). It can display the number of 
coins dropped down each coin chute. The bookkeeping functions are displayed on all player 
score displays simultaneously . An identification number, 05 to 11 appears on the Match/Sail 
in Play window as follows: 

05- 00 to- 40 = Current Credits 
06-10000 to-999999 = Total Plays (Payed & Free Games) 
07-10000 to-999999 = Total Replays (Free Games) 
08- 00 to-999999= Total times 'High Score to Date' is beat 
09-10000 to-999999 = Coins Dropped thru Coin Chute #1 
10-10000 to-999999 = Coins Dropped thru Coin Chute #2** 
11-10000 to-999999 = Coins Dropped thru Coin Chute #3** 

The game displays the first bookkeeping entry if the Self-Test switch (See Fig. III) on the inside 
of the front door is pressed nine tim.es. Alternately push and release the Self-Test button at 
one second intervals. The number 05 appears in the 'Match/Sail in Play ' window. Current 
credits appear on the player score displays. Each additional press of the button causes the 
next entry to be displayed. 

After the data in each bookkeeping register is recorded, it can be set to zero simply by 
pressing switch button S33, located on A4, the MPU module in the back box. (See Fig. III). Any 
or all registers can be cleared by alternating between the Self-Test button and the switch 
button on the MPU module. The operator is given this option as a possible convenience and 
can elect to use or not use it as his needs direct. 

Pressing the button once more with the eleventh entry displayed causes the game to play the 
power-up tune and light the Game-Over light. 

"Some tunes and features can be displayed by operator if so desired. See Back Box Adjustments. 

"If Coin Chute is not used in game, number displayed (if other than 00) on Player Score displays has no significance. 
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IV. FEATU R E  OPERATION A N D  SCORIN G  
A. Bonus Score Features : 

A Bonus Score of 1 ,000 to 1 5,000 may be scored. The game starts with a Bonus Score of 
1 , 000. The Bonus Score advances one step at a time each time the ball goes thru the flipper 
return lanes, the 'C' & 'Y' lanes, hits a ' C ,' 'L,' or 'E' target on the right, or hits a drop target on the 
left. 500 points is scored as these features are made. 

When the ball goes into the outhole, the lit bonus score is added to the player's total score; If 
the double bonus lite is lit, twice the lit bonus score is added to the player's score. A tilt nullifies 
the bonus score. 

B. Double Bonus Feature: 

The Double Bonus is awarded when all (5) drop targets are knocked down the first time. 

The Double Bonus lite goes out when a ball goes into the outhole and the Bonus Score is 
collected. 

C. Drop Target Feature: 

The recommended, 3-Ball game adjustments result in the following awards: (See Section V 
for Adjustments) 

Each Drop Target scores 500 points and the bonus advances one step. 

1ST time all (5) targets are knocked down, 5,000 points are scored, double bonus lite lites. 
Targets then reset. 

2ND time all (5) targets are knocked down scores extra ball. 

3RD time all (5) targets are knocked down and each additional time scores a special. 

Only one extra ball is awarded at any one time. The extra ball earned must be played off 
before another extra ball can be scored. The game is adjustable to award an extra ball when a 
pre-adjusted Hi-Score is registered or through the special feature. The 'Special' award is 
adjustable to score a credit or an extra ball. 

D. SPINNER FEATURE:  

3 Ball Feature; Lit spinner scores 1,000 points, unlit spinner scores 10 points. Lit spinner 
alternates from side to side with multiple (500, 5,000) point scoring. 

5 Ball Feature; Spinners score 10 points. When all drop targets are knocked down, lit spinner 
scores 1 , 000 points. Lit spinner alternates from side to side with multiple scoring. 

E. S-U-P-E-R FEATURE :  

A ball in the top hole or a ball hitting center target scores 3,000 points and lites letter that 
corresponds to lit arrow. The arrow is then advanced to the next position. Each 10 points 
scored also moves arrows one position. 

The recommended, 3 ball game adjustments result in the following award: 

When 'S-U-P-E-R' series is completed, one credit (Free Game) is awarded. 

After 'S-U-P-E-R' series is completed, it resets and above sequence is repeated. 

F. C-Y-C-L-E FEATU RE:  

Completing the 'C-L-E' portion, lites center thumper-bumper (1,000 points/hit when lit). Also 
lites outlane special. 

The recommended, 3 ball game adjustments result in the following award: 

Completing 'C-Y-C-L-E' lites both outlanes to score special constantly. 

G. OUTLANE SPECIAL FEATU R E :  

Recommended for 3 ball-play: When ball goes down lit outlane, 1 credit (adjustable) is 
awarded. (See Section V) 
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V. GAME ADJUSTMENTS 
A. Playfield Panel Post Adjustments: 
Posts that control left and right outlane opening on panel  can be moved to make access to outlanes easier or harder for bal l to enter. 8ee Figure II. 
Easier entry wi l l  decrease playing t ime and scoring {conservative}. 
Harder entry wi l l  increase playing t ime and scoring { l iberal}. 
B. Back Box Game Adjustments: 
Each game has thi rty-two switches located on A4 , the MPU module , located i n  the back box , that allow play to be customized to the location. 8ee Figure III. Credits per coi n ,  maximum cred its , cred it d isplay, bal ls per game,  match feature ,  h igh game feature , special award and melody are selectable by means of the switches. The switches are contained in four-sixteen lead packages numbered 81 -8,  89-1 6 ,  81 7-24 and 825-32 for easy identification. The "ON" toggle position is marked on the assembly. Turn off power before making adjustments. 
Credits/Coin Adjustments: 
The credits per coi n  are selectable by means of 822 and 823 for coin  chute #2. The switch setti ngs and resultant credits/coin are as fol lows: 

SWITCHES CREDITS /COIN 
S23 S22 
OFF OFF 1/COIN 
OFF ON 6/COIN 
ON OFF SAME AS COIN CHUTE #1 
ON ON 12/COIN 

The cred its given per coi n  are selectable by means of switches 1 -5 i ncl., for coin chute #1 and switches 9-1 3 i ncl. , for coin  chute #3 . Thi rty-one d ifferent credit ratios are available for each coi n  chute. The switch sett ings and resu ltant credits/coin are listed on page 1 1 .  

CREDITS/COIN ADJUSTMENTS 
COIN CHUTE 

# 1 (HINGE SIDE) 
OR#3 

'No Credits until second coin is dropped. 

"One Credit for first coin. Two Credits for second 

coin provided that no scoring occured between 

1st and 2nd coin drops, If scoring occured. 
second coin gives one credit. 

5 
13 

OFF 
OFF 
OFF 
OFF 
OFF 
OFF 
OFF 
OFF 
OFF 
OFF 
OFF 
OFF 
OFF 
OFF 
OFF 
OFF 

ON 
ON 
ON 
ON 
ON 
ON 
ON 
ON 
ON 
ON 
ON 
ON 
ON 
ON 
ON 
ON 

SWITCHES 

4 3 
12 11 

OFF OFF 
OFF OFF 
OFF OFF 
OFF OFF 
OFF ON 
OFF ON 
OFF ON 
OFF ON 

ON OFF 
ON OFF 
ON OFF 
ON OFF 
ON ON 
ON ON 
ON ON 
ON ON 

OFF OFF 
OFF OFF 
OFF OFF 
OFF OFF 
OFF ON 
OFF ON 
OFF ON 
OFF ON 

ON OFF 
ON OFF 
ON OFF 
ON OFF 
ON ON 
ON ON 
ON ON 
ON ON 

5 

2 1 
10 9 

OFF OFF 
OFF ON 

ON OFF 
ON ON 

OFF OFF 
OFF ON 

ON OFF 
ON ON 

OFF OFF 
OFF ON 

ON OFF 
ON ON 

OFF OFF 
OFF ON 

ON OFF 
ON ON 

OFF OFF 
OFF ON 

ON OFF 
ON ON 

OFF OFF 
OFF ON 

ON . OFF 
ON ON 

OFF OFF 
OFF ON 

ON OFF 
ON ON 

OFF OFF 
OFF ON 

ON OFF 
ON ON 

CREDITS/COIN 

3/2 COINS" 
3/2 COINS" 
1/COIN 
1/2 COINS' 
2/COIN 
2/2 COINS' 
3/COIN 
3/2 COINS' 
4/COIN 
4/2 COINS' 
5/COIN 
5/2 COINS' 
6/COIN 
6/2 COINS' 
7/COIN 
7/2 COINS' 
8/COIN 
8/2 COINS' 
9/COIN 
9/2 COINS' 
10/COIN 
10/2 COINS' 
11/COIN 
11/2 COINS' 
12/COIN 
12/2 COINS' 
13/COIN 
13/2 COINS' 
14/COIN 
14/2 COINS' 
15/ COIN 
15/2 COINS' 



MAXIMUM CREDITS: 
The maximum' credits accepted by the machine l im its the number of games that can be accumulated 
by coin i ng,  by win n i ng replays or both.  The maxi mum number of credits is selectable by means of 
switches 1 7, 1 8  and 1 9 . Eight cred its l im its are avai lable. Switch sett ings are listed below. 

BALLS PER GAME: 

MATCH FEATURE: 

MAXIMUM SWITCHES 
CREDITS 19 18 17 

5 OFF OFF OFF 
1 0  OFF OFF ON 
1 5  OFF ON OFF 
20 OFF ON ON 
25 ON OFF OFF 
30 ON OFF ON 
35 ON ON OFF 
40 ON ON ON 

# BALLS/GAME 

5 
3 

SWITCH 16 

ON 
OFF 

When the Match Feature is ON, a random number appears i n  the 'Match/Ball in Play' window and the 
word MATCH is i l luminated. If the number matches the tens digit in a player's score, a free game is 
awarded . The Match feature creates an incentive to play. 

CREDIT DISPLAY: 

MATCH SWITCH 21 
ON ON 

OFF OFF 

CREDITS DISPLAYED 

YES 
NO 

SWITCH 20 

ON 
OFF 

HIGH SCORE FEATURE: 

The game is designed to award an Extra Bal l or Free Game at each of the three score levels. See Front 
Door Game Adjustments. 

MELODY OPTION: 

AWARD 

EXTRA BALL 
REPLAY 

SWITCH 6 

OFF 
ON 

The game is designed to play several melod ies to announce power-up, game-up, etc. The tunes are 
intended to attract attention to the game and increase game usage. The tunes are control led by 
switch 8 .  

TUNES 

ON 
OFF 

HIGH SCORE TO DATE FEATURE: 

SWITCH 8 

ON 
OFF 

The game is designed to award free games as an option if h igh score to date is beat. Each time this 
happens,  the winn ing score becomes the new h igh game score to beat. This score is displayed on all 4 
player score d isplays at the end of each game as an incentive to play. Recommended sett ing is 
u nderl i ned. 

HIGH SCORE TO DATE FEATURE 

No Award (Novelty) 
One Cred it 
Two Cred its 
Three Cred its 

6 

SWITCH 15 

OFF 
OFF 
ON 
ON 

SWITCH 14  

OFF 
ON 
OFF 
ON 



DROP TARGET FEATURE AWARD: 

The scoring options for the 'Drop Target Feature' are detailed in Section IV. 

The Drop Target options and switch settings are shown below. Recommended 3-Ball and 5-Ball play 
switch settings are underlined. 

S30 S29 
OFF OFF 
OFF ON 
ON OFF 
ON ON 

3RD TIME DOWN 2ND TIME DOWN 
S28 S27 

NO AWARD OFF OFF NO AWARD 
5000 POINTS (NOVELTY) OFF ON 5000 POINTS (NOVELTY) 
EXTRA BALL ON OFF 5000, EXTRA BALL 
ONE CREDIT ON ON EXTRA BALL 

C-Y-C-L-E FEATURE: SEE SECTION IV. 

Recommended 3-Ball-play switch settings are underlined. 

Completing 'C-Y-C-L-E' awards: 

S24 
ON BOTH OUTLANES LIT (LIBERAL) 
OFF" ONE OUTLANE LIT. LANE LIGHT ALTERNATIVES 

EVERY 10 POINTS SCORED. (CONSERVATIVE) 

OUTLANE SPECIAL AWARD: SEE SECTION IV. 

Recommended 3 and 5 Ball play switch settings are underlined. 

BALL DOWN LIT OUTLANE AWARDS 
S32 S31 
OFF OFF NO AWARD (NOVELTY) 
OFF ON EXT RA BALL 
ON OFF 1 CREDIT 
ON ON 1 CREDIT AND EXTRA BALL 

S-U-P-E-R FEATURE: SEE SECTION IV. 

Recommended 3 Ball play switch settings are underlined. 

'5 Ball-Play setting. 

COMPLETING S-U-P-E-R AWARDS 

S26 S25 
OFF OFF 
OFF ON 
ON" OFF" 
ON ON 

NO AWARD 
EXTRA BALL 
ONE C REDIT 
TWO CREDITS 

7 



C. Front Door Game Adjustments: 

High Score Feature Adjustments: 

The game is designed to award an extra ball (option) or a free game at each of three score 
levels. The recommended levels are on the score card in the game. 

Any level from 2,000 to 998,000 can be set, as desired. It is also possible to reset or turn off 
(00) any or all of the levels, if desired. 

1. Push and release Self-Test button at one second intervals approximately five times or 
until number 0 1  appears on the Match/Ball in Play display. 

2. The number on the Player Score Displays is the score level� It can be increased, if 
desired, by holding the credit button in. To decrease the score level, reset to '00' and then 
hold the credit button in. Release the credit button when the desired number appears. Note 
that the level changes 2,000 points at a time. If the number '00' is left on the displays, the 
high score feature is eliminated for that level. 

3. Repeat steps 1 and 2 for the second and third score levels. The number '02' and '03' on 
the Match/Ball in Play display are for the second and third levels, respectively. 

High Score to Date Feature: 

The game is designed to award free games when 'High Score to Date' is beat. For the 
recommended, factory preset level, see page 11. 
It is recommended that the level, which will build with game play, be periodically reset to the 
factory recommended level to encourage game play. The adjustment procedure is the same 
as for the High Score Feature Adjustment, Steps 1 and 2. Continue pushing the Self-Test 
button until the number '04' appears on the Match/Ball in Play display and then do Step 2. 

Any level from '00' to 998,000 can be set as described. It is to be noted that '00' does not turn 
off the feature, as it does on High Score feature. The feature is turned off by positioning switch 
15 to the 'OFF' position, and 'ON' by positioning switch 15 to the 'ON' position, as discussed 
under "Back Box Game Adjustments." 
'Can be quickly set to '00' by pressing S33 on the MPU assembly in the back box. See Figure III. 
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RUBBER PARTS 
A. R-521 314" DlA. (2) 
B. R-521-1 1" DIA. (4) 
C. R-521-2 l1f2" DIA. (2) 
D. R-521-3 2" DlA. (1) 

0 E. R-521-5 3" DlA. (4) 
F. R-406-3 FLIPPER (2) 
G. R-243 5/16" DIA. (17) 

PANEL TOP PARTS 
1. ARCH RAIL M-1774 
2. RAIL POST C-907 (3) 
3. RAIL POST CAP C-908 (3) 
4. BOTTOM ARCH P-5871-56 
5. SHOOTER GAUGE P-6359-22 
6. BALL GATE A-1475-9 (R) 
7. BALL GATE A-1475-10 (L) 
8. BALL GATE AS-2250-24 
9. PLASTIC GUIDE C-935-1 

10. PLASTIC GUIDE C-936-1 (3) 
11. SCREENED PLASTICS (SET) A-2890-124 
12. THUMPER CAP A-3713-11 (2) 
13. THUMPER CAP A-3713-29 
14. THUMPER CAP A-3852 (2) 
15. SPINNER GATE AS-2250-44 (L) 
16. SPINNER GATE AS-2250-45 (R) 
17. GUIDE WIRE M-121-18 (2) 
18. GUIDE WIRE M-121-43 
19. GUIDE WIRE M-121-44 
20. GUIDE WIRE M-121-48 
21. GUIDE WIRE M-121-53 (2) 
22. GUIDE WIRE M-121-63 
23. ROLLOVER WIRE ASS'Y AS-2806-1 (6) 
24. ROLLOVER WIRE ASS'Y AS-2806-21 
25. MINI POST ASS'Y AS-2836 (4) 
26. DROP TARGET ASS'Y AS-2795-54 
27. TARGET ASS'Y AS-2911-3 (2) 

CONS. 28. TARGET ASS'Y AS-2911-20 (3) liED. :: 29. TARGET ASS'Y AS-2911-19 LIB. _ 
30. FLIPPER & SHAFT ASS'Y AS-2214-24 (2) 

CONS.-CONSERVATIVE 
MED. -MEDIUM 
LIB. -LIBERAL 

INDICATES MOVABLE POSTS FOR SCORING 
ADJUSTMENTS 

FIGURE II-PLAYFIELD PARTS 
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4TH PLAYER 

3RD PLAYER 

SELF TEST 

BUTTON 

CREDIT 

BUTTON 

FRONT DOOR 

SLAM 

SWITCH 

4 

PLUMB BOB TILT 

INCLINED TILT 

1ST PLAYER 

LED 

..,,_-- BA CK BOX 

A5 

VOLTAGE REGULATOR 

SOLENOID DRIVER ASSY. 

LAMP DRIVER ASSY. 

�-+ ___ TRANSFORMER ASSY. 

� 
S9 � 

ON POSITION �:-?::;::::::::::;� 
S8 

SI 

DETAIL: SI-S32 

MPU ASSY. 

CABINE T 

LEG LEVELING ADJUSTMENT, 
TYPICAL 

FIGURE m. ELECTRONIC PIN BALL MACHINE 



Recommended: 

Instruction, Score cards and High Score Feature settings 
to be used on EVEL KNIEVEL ELECTRONIC, #1094-E. 

3-BALL 

REPLAYS 

Instruction Card M-1S08-66-1 
Score Card M-1S08-66-M 
*Score Card M-1S08-66-0 

1 Replay at 100,000 
1 Replay at 166,000 

5-BALL 

REPLAYS 

Instruction Card M-1S08-66-A 
Score Card M-1S08-66-L 
*Score Card M-1S08-66-N 

1 Replay at 132,000 
1 Replay at 164,000 

Outlane Special Adj .-Liberal Outlane Special Adj.-Conservative 

ALL PLAYFIELD POSTS IN MEDIUM POSITION 

3-BALL 5-BALL 

EXTRA BALL EXTRA BALL 

I nstruction Card M-1S08-66-C Instruction Card M-1S08-66-C 
Score Card M-1S08-66-AI Score Card M-1S08-66-AJ 

1 Extra Ball at 100,000 1 Extra Ball at 110,000 
1 Extra Ball at 162,000 1 Extra Ball at 166,000 

Outlane Special Adj.-Liberal Outlane Special Adj.-Conservative 

ALL PLAYFIELD POSTS IN MEDIUM POSITION 

ADDITIONAL CARDS 

REPLAYS EXTRA BALL 
M-1S08-66-P 74,000 132,000 M-1S08-66-AF 72,000 134,000 
M-1S08-66-Q 78,000 140,000 M-1S08-66-AG 82,000 136,000 
M-1S08-66-R 86,000 162,000 M-1S08-66-AH 92,000 140,000 
M-1S08-66-S 92,000 164,000 M-1S08-66-AK 132,000 170,000 
M-1S08-66-T 108,000 170,000 
M-1S08-66-U 106,000 168,000 INSTRUCTION 
M-1S08-66-V 134,000 166,000 M-1S08-66-8 M-1S08-66-G 
M-1S08-66-W 136,000 170,000 M-1S08-66-D M-1S08-66-H 
M-1S08-66-X 72,000 108,000 164,000 M-1S08-66-E M-1S08-66-J 
M-1S08-66-Y 78,000 110,000 164,000 M-1S08-66-F 
M-1S08-66-Z 80,000 132,000 164,000 
M-1S08-66-AA 86,000 134,000 168,000 

BLANKS (3) M-1S08-66-AB 92,000 136,000 168,000 
M-1S08-66-AC 98,000 140,000 166,000 
M-1S08-66-AD 104,000 140,000 166,000 NOVELTY 
M-1S08-66-AE 110,000 138,000 166,000 M-1S08-66-K 

*INDICATES END OF GAME REPLAY AWARD CARDS 
HIGH SCORE TO DATE RECOMMENDED LEVELS : 3-BALL 180,000 

(RESET PERIODICALLY) S-BALL 200,000 
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INSTRUCTION CARD OPTIONS FOR EVEL KNIEVEL GAME #1094·E 

5-BALL 

OPTION 
DESCRIPTION 

OUTLAN E 
SPECIAL (CONS.) 

S-U-P-E-R 

DROP TARG ET 
SPECIAL 

3-BALL 

OPTION 
DESCRIPTION 

OUTLAN E 
SPECIAL ( LIB.) 

S-U-P,-E-R 

DROP TARG ET 
SPECIAL 

3 & 5 BALL 

OPTION 
D ESCRIPTION 

DROP TARG ET 
SPECIAL 

NOTES: 

(CR) Credit-replay 
( EB) Extra Ball 
(SK) 5,000 Points 

NON NOV ELTY 

Instruction Card Letter and Award Desi� nation 

A B C 0 E F G H 

1 1 1CR 1CR 1 1CR 
CR CR EB 1EB 1EB CR EB 1EB 

1 2 1 2 1 1 
CR CR EB CR CR CR EB CR 

1 1 5K 5K 5K 
CR 5K CR EB EB EB 

NON NOV ELTY 

Instruction Card Letter and Award Designation 

A I C 0 J F G H 

1 1 1CR 1CR 1 1CR 
CR CR EB 1EB 1EB CR EB 1EB 

1 2 1 2 1 1 
CR CR EB CR CR CR EB CR 

1 1 1 1 5K 5K 5K 
CR CR 5K CR CR EB EB EB 

NOV ELTY· 

Instruction Card Letter and Award Description 
K 

5K 

(Cons.) Conservative 
( Lib.) Liberal 
• No Credit or Extra Ball 

(USE APPROPRIATE RED MATCH AND HIGH SCORE TO DATE CARD) 

12 



VII I. ROU TI N E  MAINTENANCE ON LOCATIO N : 
Self-Test routi nes are written i nto the .game design .  They are particu larly usefu l for rout ine 
mai ntenance . The tests are described below. The fi rst test is automatic and occu rs on 
power-up .  This test causes the M PU modu le  A4 to examine itse lf for fai l u res.  Seven flashes of 
an LED i nd icates proper operat ion .  The second series of self-d iagnost ic tests causes the 
MPU to 'exercise' each of the other modu les in such a way as to make their  fau lts , if any, 
obvious.  See Figu re III and Page i i .  

It is  recom mended that these tests b e  used several t i mes a week t o  check out the games 
before play. If fau lts are d iscovered , they may be corrected on location if the operator has a 
stock of replacement modules .  See "Trouble Shoot ing on Location ." 

MPU Module Self-Test: 

At power on , the LED on the MPU modu le  flashes once. (Fl icker-Flash) . After a pause , it  
f lashes six more t imes and goes out.  A power-up tune is p layed to announce game readiness. 
Th is i nd icates proper MPU operat ing condit ion and successfu l com plet ion of the power-up 
test. 

Game Self-Diagnostic Tests: 

1. Pressing the Self-Test button i ns ide the door i n it iates the Self-Test routine .  See Figures 
III and IV. Al l switched lamps flash off and on conti nuously. 

2. Pressi ng the Self-Test button agai n causes each d ig i t  on each d isplay to cycle from 0 
thru 9, and repeat contin uously. 

3. Pressing  the Self-Test button agai n causes each solenoid to be energ ized , one at a t ime,  
i n  a conti nuous sequence. Hold both f l ipper buttons ' in '  during th is  test . The number 
appeari ng on the Player Score d isplays is the same as the number assig ned to the 
solenoid. The sound of a solenoid pu l l i ng- in  as a number appears ind icates proper opera­
tion. The absence of sound is improper. If sou nd is absent , see Page 17 for help in  Solenoid 
identification. 

4. Pressing the Self-Test button again  causes the M PU to search each switch assembly for 
stuck contacts. If any are fou nd , the num ber of the f i rst set encountered is f lashed on the 
Player Score displays. The number remains until the fau lt is cleared. See Page .17 for help 
i n  Stuck Switch identif icat ion . Other n u m bers may fol low if more stuck contacts are present.  
If  there are no stuck switches, the Match/Bal l i n  P lay d isplay f lashes '0.' 

5. Pressing the Self-Test button e leven more t imes causes the M PU to step thru the 
threshold and bookkeeping functions descri bed previously and f inal ly to repeat the power­
up test . For more rapid exit to power-u p ,  turn the game off , then on . The game i s  now ready 
to play. 

After successful  completion of the Self Diagnost ic Test procedu re ,  set the game up for play. 
Exercise each rol lover, thum per-bumper, s l i ngshot ,  etc . ,  by hand unt i l  each switch assem­
bly on the playfield has been checked for proper operat ion . If actuat ing a switch assembly 
resu lts i n  i nterm ittenf or no response,  c lean contacts by gently clos ing them on a c lean 
busi ness card or p iece of paper and wip ing u nt i l  they wipe clean . Regap , if necessary, to 
1/16". Do not burnish or file Gold Plated Switch Contacts. 

IX. TROU BLESHOOTI NG ON LOCATION 
The game is  designed t o  make trou bleshoot ing easy. Several s imple proced ures are g iven 
here in  that cover the greatest percentage of game fai l u res.  They are written for an operator on 
location and requ i re module replacement .  (See Fig ure III) Sym ptoms and the act ion to be 
taken are g iven for each type of problem . 

If the problem is more com pl icated and is not solved by fol lowi ng the s imple proced ure ,  two 
other more detai led proced ures are avai lab le . One is for the Serviceman (or Operator) on 
location and consists of Module Replacement and i ntermodu le  cont inu ity proced u res. The 
second is for the Serviceman in a Service Center with a known-good game.  The procedu re 
is written for fau lt local izat ion. and repai r or replacement of defect ive com ponents on malfu nc­
t ion ing  modu les .  Both procedu res are avai lable from Bal ly. See the Parts List for orderi ng 
i nformation. 13 



FIGURE IV SELF DIAGNOSTIC TEST 

ROUTINE 
MAINTENANCE CHECK 

REFER TO J .. 'TROUBLE SHOOTING ON LOCATION' -
, -

-
CORRECTION FAULT 

POWER-UP: 
TURN OFF POWER 
TURN ON POWER 

, J� 

LED ON MODULE 
NO SEE SYMPTOM # 1, PAGE 15 

A 4  FLASHES 7X -

, YES 

PRESS SELF-TEST BUnON ,� ) ON INSIDE OF FRONT DOOR (1 
TO ENTER LAMP DRIVER MODULE TEST 

, 
ALL FEATURE LAMPS LIGHT, NO SEE SYMPTOM #2, PAGE 15 

FLASH ON AND OFF? -

, YES 

) PRESS SELF-TEST BUnON (AGAIN) ,� TO ENTER DISPLAY DRIVER MODULE TEST 
(2 

, 
ALL DISPLAYS COUNT NO SEE SYMPTOM #3, PAGE 15 -000000 to 999999 

, YES 

(3 ) PRESS SELF-TEST BUnON (AGAIN) 
TO ENTER SOLENOID DRIVER MODULE TEST 

� 

, 
ALL SOLENOIDS " PULL-IN"" NO SEE SYMPTOM #4, PAGE 16 -

IN SEQUENCE? 
-

, YES 

(4 ) PRESS SELF-TEST BunON (AGAIN) 
TO ENTER STUCK-SWITCH TEST 

,� 

J 
NO SEE SYMPTOM #5, PAGE 16 .. 

ALL SWITCHES" OPEN? . 

, YES 

'SOLENOID AND STUCK-SWITCH NUMBER IS FLASHED ON PLAYER 
PRESS SELF-TEST BUnON lOX SCORE DISPLAYS AS AN AID IN TROUBLESHOOTING. 

) OR TURN POWER OFF AND THEN ON. Seepage 17. 
GAME READY TO PLAY. 

REPEAT ENTIRE TEST IF REPAIR WAS MADE. "HOLD FLIPPER BUnONS IN DURING TEST. 

(5 
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1A) SYMPTOM: Gam e  does not play power- u p  tune when power is turned on. General 
Illum i natio n  i s  present .  

ACTION: A) Turn power OFF. Open back box. Locate light  emitting diode (LED) 
o n  M PU m odule A4 . 

B) Turn Power ON. LED must flash 7X to indicate that module A4 is 
good. Correct flash sequ e n ce is flicker/flash-pause-and then six more 
flashes and LED g00S out. 

C. If LED does not come on.  or  does not f lash , or f lashes, but less than 
7X, turn off power. Replace MPU modu l e  A4. 

CAUTION: Replacement MPU Module must have same Part Number or incor­
rect operation will result! See Parts List for MPU Module Part 
Number. 

Tu rn power ON. 

D) If game is correct , it is now ready for play. If game is not correct, refer 
to Modu l e  Replacement procedure. (See Parts List.) 

2A) SYMPTOM: Not al l featu re lamps l ight during �ame play. 

ACTION: A) With power ON, open front door. Press button (Self-Test switch) 
once. If the game is correct , all feature lamps flash ON and OFF. 

B) Carefu lly raise playfield  or opoo back box to gain access to lamps. 

C) Replace bu lbs that do not f las h . 

D) If game i s  correct, it is now ready for p lay. 

E) If game is not correct, turn power OFF. Replace Lamp Driver Module 
AS. Tu rn power ON and repeat A.  

F) If  game is  correct, if is now ready for p lay.* 

G) If game i s  not correct , turn power OFF. Replace MPU module A4. 
See CAUTION, 1 C. Tu rn power ON and repeat A. 

H) If gam e is correct, it is now ready for p lay.* If game is not correct, refer 
to Module Replacement proced u re. (See Parts List.) 

2B) SYMPTOM: One or some switched lamps always ON. 

ACTION: Repeat 2AA , AB, AE, and AF and ,  if necessary AG & AH. 

3A) SYMPTOM: Display digits i m proper o n  one or several, but less than all Display 
Driver m odule(s) , A 1. Improper: One or several segments always OFF, 
d igits mottled or several segments or digit (s) always ON. 

ACTION: A) With power ON, open front door. Press button (Self-Test switch) 
twice . If the game is correct, each digit on each Display Driver Module A 1 
(S used/ game) d isplays the count 1-9 and 0 continuously in all 6 digit 
positions .  Note defective Display Driver modules. 

B) Turn power OFF. 

CAUTION: High Voltage is supplied to the Display Driver Modules, 
A 1, from the Solenoid Driver/Voltage Regulator Module A3. Wait 30 
seconds for High Voltage to Bleed Off. 

C) Replace Display Driver mod u l e (s) A 1. Turn power ON. Repeat A. 

D) If game is correct, it i s  now ready to p lay.* If game is not correct, refer 
to M odule Replacement procedu re . (See Parts List . )  

3B) SYMPTOM: All displays i m proper (all f ive display Driver modu les) . Improper: Digit(s) 
always on or off/seg m e nt(s) always on or off, all displays. 

ACTION: A) Repeat 3AA. and AB. 

B) Replace M PU m odule A4 . See CAUTION NOTE, 1 C. Turn power 
ON. Repeat A. 
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C) If game is correct , it is now ready to play. *  If game is not correct, refer 
to Module Replacement proced u re .  (See Parts List . )  

3C) SYMPTOM: One or several displays always off . 

ACTION: A) Do 3AA, AB , AC, and AD. 

B) Repeat 3BB and BC, if necessary. 

4A) SYMPTOM: Solenoid (s) do(es) not pull-in d u ring cou rse of game . 

ACTION: A) With power ON, ope n  front d oor. Press button (Self-Test switch)  
th ree times.  

B) If game was correct, each solenoid would be energized. A number is 
f lashed on the Player  Score displays as each solenoid is pu lsed .  Note 
any numbers that do not have the sou nd of a solenoid associated . See 
Solenoid Identification Table ,  Page 1 7  and Figu re V. 
C) Carefully l ift the p layfield (or open the back box) to gain access to the 
solenoid. Tu rn power OFF Inspect the so lenoid . 

D) If a l ead is broken off, repair. Repeat A & B .  If game is correct, it is now 
ready for play.* If so lenoid wiring was correct, tu rn power OFF 

E) Replace Solenoid Driver/ Voltage Reg ulator modu le  A3. See CAU­
TION NOTE 3AB . 

F) Repeat AA & AB . If game is correct, it is now ready to p lay. * If game is 
not correct, tu rn power OFF. 

G) Replace MPU mod u l e  A4 . See CAUTION NOTE, 1 C. 

H) Repeat A & R If game is correct, it is now ready to play.* If game is not 
correct, refer to Mod ule Replacement Proced u re .  (See Parts List.) 

4B) SYMPTOM: Solenoid (s) always e n ergized-Note: If impu lse so lenoids (chimes ,  bal l 
ejects , s l ingshots ,  thu m per-bum pers, etc . )  are energized continuously,  
they are s ubject to damag e .  Limit trou b leshooting to one min ute with 
power ON, fol lowed by five minutes with power OFF. Repeat as 
necessary. Replace damaged solenoid s .  

ACTION: Do 4AA, AB,  AE, AF and if n ecessary, AG and AH. 

5) SYMPTOM: Feature (Drop Targets, etc . )  does not score . 

ACTION: A) With power ON, open front  door. Press button (Self-Test switch) fou r  
times .  

B) I f  the game is  correct, Matc h / Bal l in  Play display wou ld f lash '0.' If a 
number appears o n  the Player Score displays, see Switch Assembly 
Identifcation Table, Page 1 7  and Figu re V. 
C) Carefu l ly  l ift the p layfield . Locate the switch assembly identified from 
the number. Visual ly  inspect the switch assembly. If the contacts are 
'stuck' ,  regap them to 1 / 1 6" .  See section u nder ADJUSTMENTS. Repeat 
A & B. If the game is correct, it is now ready to p lay.* If game is n ot correct, 
turn the power OFF 

D) Replace MPU m od u l e  A4 . See CAUTION NOTE 1, C. 

E) Repeat A & B. If the game is correct, it is now ready to p lay.* If the 
game is not correct, refer to Mod u l e  Replacement Proced u re. (See Parts 
List. ) 

6) SYMPTOM: Game blows fuse(s) repeated ly. 

ACTION: See Mod ule Replacement Proced u re. FO. 5 1 2  
'Turn power On-Off switch OFF and then ON. 
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GAM E  #1 094-E EVEL KNIEVEL 

SOLENOID I DENTIFICATION TABLE 

SELF-TEST NO. 

01 

02 

03 

04 

05 

06 

07 

08 

SOLENOID IDENTIFICATION 

OUTHOLE 

KNOCKER 

SAUCER 

CHIME 10 

CHIME 100 

CHIME 1000 

EXTRA CHIME 

TOP THUMPER-BUMPER 

SELF-TEST NO. 

09 

10 

11 

12 

13 

14 

15 

SOLENOID IDENTIFICATION 

MIDDLE THUMPER-BUMPER 

BOTTOM THUMPER-BUMPER 

LEFT SLING SHOT 

RIGHT SLING SHOT 

DROP TARGET RESET 

COIN LOCK-OUT 

K1 RELAY (FLIP PER ENABLE) 

SWITCH ASSEMBLY SELF-TEST DISPLAY NUMBERS 

SWITCH SWITCH SWITCH SWITCH 

SELF-TEST DESCRIPTION SELF-TEST DESCRIPTION 

01 DROP TARGET A 21 'C' LANE (TOP) 
02 DROP TARGET B 22 CENTER TARGET 
03 DROP TARGET C 23 RIGHT OUT LANE 
04 DROP TARGET 0 24 LEFT OUT LANE 
05 DROP TARGET E 25 L &  R 'E.K.' 

SCORING BUMPER 
06 CREDIT BUTTON 26 TOP RED TARGETS 

& GP * 100 

07 TILT 27 

08 OUTHOLE 28 

09 COIN III (RIGHT) 29 TOP HOLE SAUCER 
10 COIN I (LEFT) 30 RIGHT SPINNER 
11 COIN II (IF USED) 31 LEFT SPINNER 
12 32 L & R FLIPPER 

FEEDER LANES 
13 33 

14 34 

15 35 

16 SLAM 36 RIGHT SLINGSHOT 
17 'E'TARGET 37 LEFT SLINGSHOT 
18 'L.: TARGET 38 BOTTOM BUMPER 
19 'C'TARGET 39 MIDDLE BUMPER 
20 'Y' LANE (TOP) 40 TOP BUMPER 

*GENERAL PURPOSE OR MULTIPLE 
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FIGURE V EVEL KNIEVEL SELF -DIAGNOSTIC TEST READ-OUTS 

o 

o 

INDICATES SWITCH ASSEMBLY 
O IDENTIFICATION NUMBERS. 

NOTE THAT 07 IS IN THE 
CABINET; 06,09,10,11 a 16 
ARE ON THE DOOR. 

INDICATES SOLENOID IDENT­
. IFICATION NUMBERS. NOTE o THAT 04tO�106,07 ARE IN 

THE CABINET; 14 IS ON THE 
DOOR. 



ASS E M B LY ADJ U STMENTS : 

G E N ERAL:  

Al l  switch assembl ies cons ist o f  leaf spr i ngs , contacts , separators , plastic tubing and screws 
to ho ld  them to the mount ing surface . Before attempting to adjust a switch assembly, make 
sure that these screws are t igh t .  If not , t ighten screw closest to the contact end of the leaf 
spr ing first . Th is  wil l prevent the assembly from being secured in such a manner that the leaf 
spri ngs tend to fan out . I n  general , all leaf springs are adjusted for a 1 / 1 6" gap in the open 
posi t ion and . 0 1 0" overtravel or wipe in the closed position. All contacts should be in good 
condit ion.  Unless otherwise i nstructed, they should be dry or non-lubricated. All contacts 
should be free of dust and dirt . Contacts , with the exception of the flipper button switch 
assemblies , are plated to resist corrosion. Fil ing or burnishing breaks the finish and encour­
ages corrosion. Clean by closing the contacts over a clean piece of paper (e.g. a business 
card) and wiping gently until the contacts are clean. For the flipper button switch assemblies 
ONLY :  Tarnish can be removed with a contact file followed by a burnishing tool. Severely 
pitted contacts must be replaced as an assembly. In general, contacts need be cleaned or 
replaced and adjusted only when they are found to be a source of game malfunction. 

X. SERVICE PARTS : 

A parts catalogue is available upon request . The catalogue is illustrated and lists all replace­
ment parts for each game manufactured by Bally. Requests should be addressed to : 

SERVICE H INTS : 

BALLY MANUFACTURING CORPORATION 
2640 WEST BELMONT AVENU E 
CHICAGO, ILLINOIS 606 1 8 
ATTN: PARTS DEPARTMENT 

The Bally playfield has an improved tuff-coat finish with excellent wearing properties. Its life 
expectance , as well as play appeal , can be extended by periodic cleaning of the playfield. 

DO : Bally recommends you clean your playfield with Wildcat # 1 25 (Wildcat Chemical Co . ,  
1 333 W. Seminary Drive ,  Ft. Worth , Texas 76 1 1 5) .  Wildcat # 1 25 is a combination cleaner and 
polish .  Bally has tried and tested this product and found it to be very effective. If Wildcat # 1 25 
is not available , Bally suggests you ask your Distributor to order it . Inspect and hand polish the 
bal l in a clean cloth . A chipped ball must be replaced. It can ruin the finish on the playfield in a 
short period of time. 

DON 'T:  Use water in large quantities , high ly  caustic cleaners, abrasive cleaners or cleaning 
pads on the playf ield . Do not allow a wax or polish build up. Waxes yellow with age and spoil 
p lay appeal . 

1 9  



XI .  PARTS LIST 
GAM E #1 094- E EVEL K N I EVEL 

MISCELLANEOUS PART NUMBER 
Transformer (Domestic or Export) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  E- 1 22- 1 25 
Bulbs , #44 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  E-1 25-22 

ASSEMBLY COILS 
Chimes (4) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  CN-3 1 -2000 
Coin Lockout . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  FO-36-7000 
Flipper Left & Right (2) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  AQ-25-500/ 

34-5050 
Knocker . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  AR-26-1200 
Outhole Kicker . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  AN-26-1 200 
Saucer Eject . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  AO-26-1200 
Thumper-Bumper (3) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . AN-26-1200 
Sling-Shot (2) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . AN-26-1200 

PLAYFIELD PARTS See Figure I I  

U NIT COILS 

Drop Target (Reset) (2) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  NO-27-2300 

MODULES 
Lamp Driver A5 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  AS-2518-1 4  
Display Driver A 1  (5 Used) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . AS-251 8-1 5 
Solenoid Driver/Voltage Regulator A3 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  AS-251 8-1 6 
MPU A4 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . AS-2887-3 
Transformer & Rectifier A2 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  AS-2877 

Rectifier Board (Part A2) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . AS-2518-1 8  

MODULE COMPONENTS 

SEE MODULE PARTS LIST. 

REPAIR PROCEDURES/AIDS 

Module Replacement Level . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  F.O. 5 1 2 
Component Replacement Level . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  F.O. 513 
AID (Assistance in Diagnostics) 
Kit, used with F.O. 51 2, F.O. 513 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  KIT #485 

20 
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A4 : MPU MODULE 

COMPONENT PARTS LIST 

REFERENCE BALLY 

ITEM DESIGNATION PA RT # DESCRIPTION 

A4 AS-2887-3 M PU Mod u l e ,  Com plete , 
Evel Kn ievel 

2 A4 AS-25 1 8- 1 7 M PU Modu le  less Prog ram 
Memory, U 1 -6 i ncl . 

3-32 See Schematic Resistors , See schematic 
for val ue .  

34 C1 8 E-00586-00 1 9  Capacitor, . 05 MFD, 1 00V 
35 C 1 6 E-00586· 0023 Capacitor, 1 MFD, 1 00V 
36 C4, C5 E-00586-0073 Capacitor, 4 . 5  MFD, 25V 
37 C3, C6-C1 3 ,  C1 7 E-00586-0065 Capacitor, . 0 1  MFD, 500V 
38 C1 4 ,  C 1 5 ,  C79,  C4 1 -C67 E-00586-0067 Capacitor, 470 PFD, 1 kv 
39 C 1 9-C3 1 , C78 , C33-C40 E-00586-0069 Capacitor, 390 PFD, 1 kv 
40 C1 , C2 , C68-C77 E-00586-0075 Capacitor, 820 PFD, 1 kv 
4 1  C32 E-00586-0077 Capacitor, 3000 PF, 1 kv 
43 05 E-00585-0023 Transistor PNP (MPS-3702) 
44 0 1 , Q2 E-00585-003 1 Transistor (2N3904) 

47 CR44 E-00587-0006 Diode (IN4004) 
48 CR1 -CR7, CR1 1 -CR43 , E-00587-00 1 4  Diode (IN4 1 48) 

CR45-CR48 
49 CR8 E-00679 LED (Green) 
50 VR1 E-00598-0008 Diode Zener (8.2V, IN9598) 
52 L 1 , L2 E-00604-0003 Inductor, 22 Micro Hy. 
53 U 1 2 E-00620-0004 Timer (555) 
54 U 1 9 E-00620-0005 Quad 2 Input (40 1 1 )  
55 U9 E-00620-0028 MPU I. C. (6800) 
56 U 1 0 ,  U 1 1 E-00620-0029 PIA I . C. (6820) 
57 U7 E-00620-0030 RAM I. C. (68 1 0) 

59 U20 E-00620-0032 HES Buffer I .C.  ( 1 4502B) 
60 U 1 4 , U 1 8 E-00620-0033 HEX Inverter ( 1 4049B) 
6 1  U 1 5 E-00620-0034 Quad Memory Driver (MC3459L) 
62 U 1 6 E-00620-0035 . Dual Monostable (9602) 

64 U 1 7 E-00620-004 1 Ouad 2 Inputs (74LOON) 
65 U8 E-00620-0042 R AM (C MOS, P5 1 0 1 L-3) 
68 BT 1 , BT2 , BT3 E-00628-0002 Battery 
70 S33 E-00658-000 1 Push Button Switch 
7 1  S1 -S8 , S9-S1 6 ,  S1 7-S24, E-00677 DIP Switch 

S25-S32 
73 E-007 1 2  24 Pin Socket 
74 E-007 1 2-000 1 40 Pin Socket 
75 E-0071 2-0003 22 Pin Socket 
77 J2 E-007 1 5  1 5  P in  Wafer Con n ector 
78 J4 . J 5  E-007 1 5-0004 28 Pin Wafer Connector 
79 J3 E-007 1 5-00 1 7 1 6  P in  Wafer Con nector 
80 J 1  E-007 1 5-00 1 8  1 9  P in  Wafer Con n ector 
8 1  J 5  E-0071 5-0023 4 Pin Wafer Con n ector 

22 
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AS-2S18-14 LAMP DRIV ER MODULE 
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AS : LAM P  DRIVER MODULE 
COMPONENT PARTS LIST 

REFERENCE 
DESIGNATION 
A5 

R 1 -R60,  R70 

R 6 1 - R69 

C 1  

04-07, 0 1 1 -0 1 4 , 0 1 8-02 1 , 

025-032 , 036-039, 

043-046 , 050-053 , 

057, 058 

0 1 -03 , 08-0 1 0 , 0 1 5-0 1 7 , 
022-024 , 033-035,  
040-042 . 047-049, 
054-056 

U5-U8 

U 1 -U4 

J 1 . J3 

J 1  

J4 

BALLY 
PART # 
AS-25 1 8- 1 4 

E-00 1 05-0237 

E-00 1 05-0256 

E-00586-0065 

E-00585-00 1 4  

E-00585-0029 

E-00620-0007 

E-00620-0037 

E-007 1 5-0004 

E-007 1 5-00 1 3 

E-007 1 5-00 1 4 

23 

DESCRIPTION 

Lamp Driver Module,  Complete 
Resistor, 2k n ,  5%, 1/4W 
Resistor, 2 .2M 0 ,  V4W 
Capacitor, . 0 1  MFD,  500V 
SCR, 2N 5060 

SCR,  MCR 1 06- 1 

I . C . ,  Buffer, C D4050AE 
I . C . ,  Decoder, 1 45 1 4B 
28 Pin Wafer Connector 
1 7  Pin Wafer Connector 
23 Pin Wafer Con nector 



AS-251 8-1 5 DISPLAY DRIVER MODULE 

'21 1 4 

4 ��--------------�--------��--�--� 

ITEM 

1 

3 

4 

5 
6 

7 
8 
9 

1 1 

1 3  
1 4  
1 6  

17 

19 

2 1  
23 

24 

o 0 0 

\'=' 

A 1 : DISPLAY DRIVER MODU LE 
COM PONENT PARTS LIST 

REFERENCE BALLY 
DESIGNATION PART # DESCRIPTION 

A 1  AS-25 1 8- 1 5 Display Driver Module ,  
Complete 

R1 , R3 , R5 , R7, R9 , R1 1 , E-00 1 05-0226 Resistor, 1 00K 
R34 
R1 4 , R 1 6 , R1 8 , R20 , R22 ,  E-00 1 05-0227 Resistor, 300K 
R24 , R26 ,  R35-R40 
R2 , R4 , R6 , R8 , R1 0 , R1 2 E-00 1 05-0228 Resistor, 9 . 1 K 
R1 3 , R1 5 , R1 7, R1 9 , R2 1 , E-00 1 05-0229 Resistor, 1 .5K 
R23 , R25 
R27-R33 E-00 1 05-0230 Resistor, 1 K 
R4 1 E-00 1 05-023 1 Resistor, 39K 
R42 E-00 1 05-0271  Resistor, 240K 
C1 , C2 E-00586-0065 Capacitor, . 0 1  MFD, 500V 
07-0 1 2  E-00585-0032 Transistor, 2N540 1 
0 1 -06 , 0 1 3-0 1 9  E-00585-0033 Transistor, MPS- A42 
CR1 E-00598-0009 Zener Diode,  1 1  OV, 1 W, 

IN3045A 
U1  E-00620-0038 I .  C.  Decoder, 1 4543B 
J 1 . J2 E-007 1 5-00 1 1 1 0  P in  Wafer Con nector 
DS 1 E-00680 Dig ital Display Panel 

P-02399 Display Mount ing (Top) 
P-02399-000 1 D isplay Mount ing (Bottom) 

24 
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AS-2518-1 6 SOLENOID DRIVER / VOLTAGE REGULATOR MODULE 
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A3 : SOLENOID DRIVER / VOLTAG E R EG U LATOR M O D U L E  
COMPONENT PARTS LIST 

REFERENCE BALLY 

ITEM DESIGNATION PART # DESCRIPTION 

1 A3 AS-25 1 8- 1 6 Solenoid Driver/ Voltage 
Regulator Modu le ,  Complete 

3- 1 4  Resistors Resistor, See Schematic for 
val ue .  

1 5  RT 1 E-00 1 05-00 1 4  Pot . (Li near) 25K 
1 7  C25 E-00586-00 1 4  Capacitor, 1 MFD, 20V 
1 8  C26 E-00586-0059 Capacitor, 1 60 MFD,  350V 
1 9  C24 E-00586-0062 Capacitor, 2 MFD @ 50V 
20 C23 E-00586-0063 Capacitor, 1 1 700 MFD, 20V 
2 1  C1 -C8 , C 1 1 -C2 1  E-00586-0064 Capacitor, . 002 MFD, 1 kv 
22 C22 ,  C27, C28 E-00586-0065 Capacitor, . 0 1  MFD, 500V 
24 K1 E-00 1 46-079 1 Relay 
25 0 1 -01 9 E-00585-0034 Transistor, SE9302 
26 022 , 023 E-00585-004 1 Transistor, 2N3440 
27 02 1 E-00585-0042 Transistor, 2N3584 
28 020 E-007 1 0  + 5V Regu lator, LAS 1 405 or 

78H05KC or LM323K 
30 CR1 -CR2 1 E-00587-00 1 5  Diode (IN4004) 
3 1  VR1 E -00598-00 1 0  Diode,  Zener 1 1  OV, IN5275A 
33 U1 , U2, U3 E-0068 1 I .C.  Transistor Array, CA308 1 
34 U2 E-00620-0039 I. C. Binary to 1 / 1 6  Decoder, 

74L 1 54 
36 E-00592-0002 Relay Socket 
37 M- 1 839 Relay Holder 
39 E-00682 Heat Sink ,  T0 1 8  
40 E-00682-0001  Heat Sin k ,  T066 
4 1  E-00682-0002 Heat Sink ,  T03 Case 
42 E-007 1 5-00 1 3  1 5  P in  Wafer  Con nector 
43 E-007 1 5-00 1 6 1 2  P in  Wafer Connector 
44 E-007 1 5-0020 

. 

2 5  Pin  Wafer Con nector 
45 E-007 1 5-002 1 9 P in  Wafer Con nector 
55 M - 1 837 Shield-Plexig lass 
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ITEM 

o 

1 
4 
5 
8 

1 1  
1 2  

A2 : POWER TRANSFO R M E R  MODULE 
COMPONENT PARTS LIST 

REFERENCE 

DESIGNATION 

A2 

BALLY 

PART # 
AS-2877 

AS-25 1 8- 1 8  
M - 1 829a 
A-3840b 
E-00 1 22-0 1 25c 

P-2692b 
M - 1 834 

27 

DESCRIPTION 

Power Transformer  Modu le ,  
Complete 
Rectif ier Board Assembly 
Circuit Board Support 
Mount ing Plate & Stud Assem bly 
Transformer 1 20/240V, 
50/60 Hz 
P .C.B Cover 
Heat Si nk  Compound 



ITEM 

3 
4 
5 
7 
9 

1 2 
1 4  
1 5  
1 6  
1 7  
1 8  
1 9  
2 1  
22 
23 
25 

4 

AS-251 8-1 8 RECTIFIER BOARD ASSEMBLY 
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K I  
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o 
1 0  n n O D  LJ U (. 1  11 ti LJ U 0 0 CJ (,1 !!3�---------t------; 
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14 \5 

RECTIFIER BOARD ASSEMBLY 
(Part of) 

A2: POWER TRANSFORMER MODULE 
COMPONENT PARTS LIST 

REFERENCE 
DESIGNATION 

BALLY 

PART # DESCRIPTION 

P/O A2 

R 1  
R2 
R3 
VR 1 
C R 1 , CR2,  CR3,  CR4 
B R 1 , BR2 , BR3 
F1 
F2 
F3 
F4 
F5 
F6 

J 1 . J3 
J2. J3 

AS-25 1 8- 1 8  

E-00 1 04-0092 
E-00 1 04-0091  
E-00 1 05-0226 
E-00623 
E-00587-0006 
E-00602-0003 
E-00 1 33-00 1 0  
E -00 1 33-0028 
E-00 1 33-0004 
E-00 1 33-0005 
E-00 1 33-0027 
E-00 1 33-0024 
E-00684 
E-007 1 5-00 1 0  
E-007 1 5-00 1 1 
E-00 1 48-002 1 

28 

Rectifier Board Assembly, 
Complete 
Resistor, 1 0% ,  600 Ohm , 1 0W 
Resistor, 25 Ohm , 5W 
Resistor, 5%, 1 00K Ohm , 1f4W 
Varistor 
Diode ( I N4004) 
Bridge Rectifier (VJ248 VARO) 
Fuse, 1 0A, 32V, 1 AG 
Fuse, 3/4A, 250V, 3AG , S , B .  
Fuse , 4A, 32V, 3AG 
Fuse , 5A, 32V, 3AG 
Fuse , 20A, 32V, 3AG 
Fuse, 3A, 3AG , S.  B. 
Test Poi nt 
8 Pin Wafer Connector 
1 0  Pin Wafer Connector 
Fuse Cl ips 
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I. UNLt...SS m\-\t...RW ISE. :SPE.CI FIE.t::. I\LL RE�I':S,O RS I\RE. ± !::,% J 1/4W. 
c.. PRE.FIX. ALL REFER-'CNet... t£SIG. W IT H  �S:S�MbLY REFERENCE. �'C.':':'>IG .".t!\,J" 
3. *' INf)/CATES ' A ID ' TEST POINT. 

DESCRIPTION 

RIc 
( 

t--

"or R31 

RIB RI'2> > .( R'2.0 R�J R'2.c 
< < ( 

� � 

Q I(Q *t-...�II � ... 

� R� > Ra 
( 

10. Ln. CHMlG!: 

*'" r-.,Q\8 
* 

• Re8 

-,s. S.T. 

Res >R2G( ( � ,. \ I  d r- L.S V�C 1 I U � 
rl� MC I��43 1 I 

�Q I� 

I 
Rn � 

DIE SIZE - C.C. -

t � I I �ISPLF;;:nrl I u\TCH STR\IT. 15  
Kt.Y )14 1 
NC )1 1 1 
NC 1 ) 1 2. 1 

L .-J  

FT. PER M - LBS. PER M -

AU. GUUItll . l»I.UTIVI AND f'IIOCr .. DATA "WfAU IIING TO 'Tln NlTleLl! IH OWIIII 0fII THII IHlIT I' TN' "1fIC)f'("'" 0 ' ....... l. MI'O. � •• 
oneMO. IU. TNI' I"�TION ' S DtICLOIlO IN co,.,.OlNCI. ..... 0 ,. NOT TO • COf'1I0. HI"IOOUCID, .... IALID to oa ...,.,..,...AT'fO " 

OTMI •• IN "Nn O. 'N ... ou.. WITHOUT THI EU'IIUa COM'lNT Of TNI: O_lAS. THt: .... NT I' LOANED AND MUn NOT .... UIID 'N AN., MNNI. 
DnlII .... TAL TO THE 'NTOUT Of THI a.r ... MO MUST at III£TU MiID OH DOlAND • 

TOLE-lMt!:S OM 
IMMOISICMI' UILW' 
olll!.ms! srr.CIPIlD 
1'1tAC1100lt 
D(CtIIALS ! 
AI�U t 
DO lOT SCALI: 011","1' 

. 1 _ �� /V_1h711 MAN UFACTURING CORP '"  10'11'-£ 
C Y .AU lP.� 2640 BELMOHT AVEHUE _ 'II/o 7 -1-E OCT (. l�'b CHICACO. ILLIHOIS r-/t'(" , -.e 

.... 
DISPLAY BOAR� ':;)C.\-\EMATIC"I\( 

"AIT .0. 
DATE IY CK. W- I I54c. 



'2. 

..j 
<0 

I 5 
,,/' " 

� ( I 
I 5 10 

/ .. 

ICOV K1J'� 
: I 1 7  

...: 
I 
1.., 

Ie, 

13 

14 

I S 

T \  1 10  

OPD. I DEn I DESCRI'TION 

TRAN SFORMeR ACSS�M BLY 

EI FG 

E2. 3A.(SB) 

E.3 !4 
SA. 43VN:.. R� 

E.4 

co;:, Fe. 
® .75A �B) 

113 VK... 

£:.10 

t.7 F5 

Z-:) A. 7.3VAC 
"\. 

rn 

e F I  
10'" 7. 5 VAC 

EIO 

EI \ F3 
4A-

I e.  VAC 

t.lc.. 

I .TOOL No. I 

TPS r'l3Vb,C A�C.4B 
�A BR3 

� 
iPc 

� 
,roov� 

CRI R3 
IN4m4(lYP) lOOK 

irR3 CRe. 
T P4 TnVAC 

i P I  
( 

A��48 �4V�C 

XY 
TP3 

'ORe tl5VIJC K VJ c.45 

1 

Ac 
�'''TIO. W-I I e,5 - 1c.  

J I  
PUW FI£:.Lb 

r-- NOTE:�: 

I GEN. ILL. RET i. W I PE.  A.,c. POWE..R A.ND Tf...RMINNS P'C.R 
TP-..8LE. I .  

7 7 sw. ILL. 8\j�. 2.. VOLTN:;'fS S\-\OWN ARE fOR G�ME. IN 

5 GEN. ILL.  B\j�. POWE.R- IJP CON'DI TION. 
3. PRf...flX. ALL Rf...�f...Rc.NCE. �5IGN""\ ION'5 

/ (£, '5OLENOlb E:lJS. W II H  p..,:'C... . 

-----: 4 KEY 
---::, 3 :sPARE 

5 G E N E RA L  I L L . B U S  @ ...I.. GEN. ILL. RET ® 
J c.. 

C.ABINET -

co A.C. powER 

7 A.C. RET 
C. SOlENOI\::) eus 
I GEN. I LL. eus. 

0;:, GE.N. I LL. R.ET. 

7 9 F'.... I P  SW. RET. 

/ 10 POWER L1N£:.G� 
----7 3 SP�RE 

� 4 '5fA-RE 
----J 5 KEY 

'---

J 3  
Bf\CKBCx.. 

-
7 9 

I e. 

'\ I:' 
7 5 

I I 
<0 

-; 8  
,- '(. 

'3 
7 4 

14 
/ 1 5  

l CO  
Il 

7 1 5  
7 1'2l 

�o 

1 0  

� 1 
I 

-

. 
2 D 
2 e 
I B 
I A 

00. UT. 

RE..Lf\,( 
Z . C. I N PUT, A4J4-15 © 
'SOLENOI\::) B\j�. 

10 ReG. ( 1'30) INPll\ 
Gc.N. ILL \3\..JS 
SW . ILL 6"J'S 

TO REG (+'::» IN?\.5\ 
GEN. I LL. PEl. 
SW. LAM P R'C.T 
sw. LAMP Rc.T 
'SW. LAMP REI. 
iO R\:..G (+5) RET 
TO Rc.G 1'2l0 RET. 
iO Rt.G +5 FILl RE.T. 
TO REG ( 1'2l0) FI Li RET 
�()lt'..NOI(:) ReT BUS. 
SOlc.N O l t-:,  RET. BIJ'S. 

G E � l  i L L .  B U S . 

!<EY 
G E � l  I LL. RET 

J I -2  READ oo GNDOO 
J 3-12 READ "z.c INP TOO 

[ADDU) JIJMP(1l; J 1- 5 To J 3-\ \ 
F 2.  WA S 5.01"1 

CMAIUit: 

�2(}7 i5.z0? 
s� Z.-11 
5 2  TI 

DATt: 

r.� FI� "_6 ,,, I.la, iClf Pcc.. "-'t" 
BY Ck. 

Tf\BLE.. I 
POWE.R L\ NE CONNE.CTIONS 

LINE VOLlA.GE.. SiRA-P APPL,{ roWER 
TO VRMS A C  iERMI NA.l::) TE.RM IN�� 

l iO :,  "'Nt:, l i S  �T() I \  I A.Nt:, � 
I TO -:' A.NI:) le.O I AN(:) S STOe 

e.e.O "310 5 I "'�t:, Ic. 

'(.40 310 5 I F\Nt:,l 

DIE SIZE - C.C. - FT. PER M - LBS. P£R M -r .u ...... .,.. .. " .. - -.,. D.,. ........ - TO n .. .." m  .. - go OM" .. n ,. '"' ,-'" .. ...... .... ---
CHICAGO,lll. TMI' IN�T1OII II DlICLOIID I. OOIIII.'Dt:NC' AND " NOT TO • COt'1ID. -.owe.o. _vtALlD TO O • ........".fII.no ... 

=:!��"': �:;"u::::;:n:n o!:�:.: �o::r':T:�:�O:':"i:
D
�"T II lMNlD IUID .. m MOT II UIIO I . .... , ...... 

I'DDn ALL MUla 

TOLUMCU O • 
",.UIIMI U.LlU· 
Ontt: .. ..,!. SPf.CIPlID 
fR"CTIOilS 1: 
Dt:ClIlALS � 
NlGLlS t 

DO NOT SCAl! DRAWI.a 

I� �lf. 
� J�� 
... ,..D IV DAT� 

�yl?t�� 
".,)u 
"/V 

_tP...o/!f MANUFACTURING CORP. Jt IO'l'l·E 
FEU) 1917 �����L����U! - 1 074 -E. 

�1!lfi1� 1 :�I I��11v. � lmlt�1 I lVTAL I � 
.- POWER TR"'N'5FORMc.P-- ASS ... 00 . .... 00/. 

MOt)UU:. Sc:..l-\EM NIC /)!../ 
IlATfIfl ..... PAIITIIO. 

W I \ 5S - l c  



/l.IJ c. A-I INSERT FROM PI N 
A.SJ�-� I 1/.0 

r--- - - - - ---- - T--- :::l- - - -I----�----- - ----- ---- - - -- -- - -- - - - - - -, 
I (PlJ\YE.R I) (Pll\YE..RC) ,(PlAYER�) (PlJI..YE.R 4) I ���y 1\5Jc.-14 C. 

A.c.J�- c. 3 

A.c.J - I I  4 
1\5Jc- a 5 
A.SJ e..- 15 � 
A.5JC- c.c. r 
A.'5-J c.- 5 . 8 
I\'5Jc.- "3 
I\:,J c- c 10 
"SR-I I \ I 
I\'5J e el Ie..-"'5Jc- IO 13 
I\SR- l 14 
"SJc- CO 5 
I\SJc-c.o lCO 
A.SJc.- I<O IL 
A'ZJ � - IO la 
A'l J � - l  1 9  
A & .J t - l� Ilo 
,...SJ'2.- 11J.. �1 
A &J L - 4 £IZ 
" !:>J!- ?1 �� 

I I/.. 
e>o 
10 
"1 1  
"IZ. 
�IZ. 
"11;1 
(40 
IJ.O 
"I!'1 
47 
"'\ f,  
., 1  
6 1&  
� 
�4 
+0 
70 
&1;1 
4P1 
71Z. 

4 

I A.l CAl 31\1 4A. 1 I SI\I I J I  I J I  J I  I J I  TO 
I A.�J�- e:. I I rn I\SJc.-14 p. UP \ I �/� : I � 1\5J c.- IS P. UP c. 
I 1\4J I - I I I ;-:;:1 1\'5Jc.- c. � \"\P '3 A-4J l - c.  I �,' ASJc- I P lJP 4  I J>A J I - 3  I !ill 1\4J 1 -4  I A5JC-c.l 3ml NJ\lN�J-."""'" I A.4 J I - s I I 1m 1\5J C.- I I \:/>ME O\JtR. '\ r-� 1/1 I �j l :� I I : A5Jc- la' T I LT � I ��'O I 1 _  A.5Jc- l� t-l Pl�Y I . 
I A'7:,J3,-c.O I , � A5J'C-C{) t-..\P\,J,'( c. --<� ......... 1 , �11 - c.o I : A.SJc- (Q N\,l..AY � �:J-� £)  
I A4 J l - lli I _ ASJc-l � Pl.AY 4 J! I A.4J 1 - L7 , Bil "5JL-L� HIC,H WlRE U MJ I - � 6J t: 1 I'\4J I - cOS I ' I\5Jc.- e Mf>.l'C.H '7 I A-3J�- 1 7  I �A5JC.-Cc. OO INPlA'< � I I ASJc.- � JUMP 4 .:J 1 @ I\'5Jc.-4 JUMP !> ,n 1 I 0 "5Je..-5 NOl'E I � 1 1t ' 1& i\':)JL-� NOIE 1 .... 
I ' I  I I • A.5Jc.-l'C JuMP t � 1 MJI-e..1 MJI-C.L /\4.l I-� MJI-C4 F6Jc- 13 JUMP 1 

L - - - -- - - - - � - -j- - -±- - -t��) - - - - -- - - - - - - - - -

�------------------------- --------------------�/' 

LAM P  DRIVER A S  - - - - - - - - - - - - - - - - - - - - - - 1 J 2 TO J I TO J 3  TO 
I p uP 4  I I!1OrJu� t �  I �u� 4 �  I 

2 P UP � 2. �r� l Z L,�PI!'I!'Iei2 I 3 JUM P 4  3 ,' u - roP :3 D,t'- ��Er •• 4- JU/AP � 4 rJore 1 ' -4 " e ' I 5 �o1'e 1 S " ,{ '-roP 5 fJ/U I � fJ p..�,. '!::> � !'lor' 1 � NiU 
7 r-J PL.,..'" 4 7 " U " 7 J-J/ LJ 

�,  6 H"'1" � , 8  �Or<LJ� 10,," 8 KEY I � 9 t-JoT e 1 9 �or<ue> "" "" ,(,OP'MID � 1 0  1'1 1..,. W 10 p �ec ,."i' 10 L,ML.�rJE �P. 1 I I  �,..�t ove" I I . " L "  lk ' e " '!'op 
., I� j��� � ., I� w,.'('���e[i 13 ��g� :t I 
,t 1 4- P uP 1 1 4  "12M ,."p 14- NO""e , I IS P LJP 'L  • 1 5 NOre , I S  o.�. IGo rJ Pi.,I'.,.. 1 ' lID I�II 1'- I!1UIoIPti2 I 17 N/U 17  t10:JU� "1c:. 1 1 7  � F" ,."" 

16 KEY 18 � u� ' !(' · IS !'lore I I 19 rJ/u I� t>Or-lU!:> !:>1(, I"" NOf� I 1 2.0 ", ,,,,,,,,,.. '1.. eo KC '-( I!o " e "  ! I  ��T,.q..IIJ 2 1  !'I/U 2 1  i2 .0iJi'1.,A.r<e I 22 �I. to! "..,..,.. ez N!U ZZ .,p�" f 1 �c.0!2e �3 ,'�" "'oP Z3 e� � T�i l 
so 24 Ile ,l ,.op 1 24 ",ore 1 25 i' e "  2 5  �u� 1 1'- I 2r. tJoi'e 1 Z," �tI�U� OJ" 

Z7 N01'!:1  Z7 II I' "  I 28 t"",.el Z6 tJ/Ll I 
I 

L _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ -.J 
TO Ci\BINt.\ 

TO 
PLA '{ VI 'C..U:::::. 

NOTE.'S : 
I. T\-\E.':SE. PIN'S p..f<E RE.<;:''C..R\I� FOR ruT\..JRE. IJ'S'C... 
t. V'J ll ee COI.O!2� A�e '!;oHOVll iJ rc� A.1.1.. co�,.. ec .. r"fIL PlrJ�, 

�OI-1e y-J1fZ.':� J-i .... ,. tJ".,. �e LJ�e" IN .... LI.. �"""" E:'!:I. 
3. * INDICATES AID TEST POINT 

IJS- - - -J1'* TO -I b7 I AI J I -4 2 �: '0 c. A l J  1 - 5  . !  0 4  3 A I J Ho 
5 0 3  4 1\ 1 J I - l  

� �� II � �\�\=� 
8 DO 1 NOTE. I 

' 9  A 13 e, NOTE. I . 10 A I 2  '2l' KEY I I  A l l  10 A.I J I - IO :� AID \ \ A':lJ4-1� 
, : � :� I

I� ���_\� 
1 6  A 6 14 A�J4-15 
1 7  A � IS A�J4-14 

. 1 8  A 4  "" I '"  A::'J4-l 
1 9  A 3 II A5J 4-" ��  : f lB 1\5J4-5 
2 2  A 0 l� /\5J4-4 
2 3  R/W c.O I (:I.IJ 1 - 15 

, 2 4 HLl , c.1 �IJ I - I� 2 �  m c.c. 31\1J I- 15 ' �� �=A �1 c� 4A.IJH5 
28 EXT MEM ,& c4 Sl\I J I- I::' 
29 KEY CS I\IJ l - \� 
30 + � ciO A.I J I - 1 8 

I 31 GRD c7 AIJ I - I'l 
: 32 A4UII-18 ?B A..I J  I - leo 

����--------------

\3f\CK�()X- WIR\NG 

Il§] l�J�- \ \ 5,?JV� 
GC.N. ILL. ]4) 

LI\M� 
� TO 

Ac.J�)'Z: 

I 
I 
I 
I 
I , 

_ _ _ _ _ _  .J 

/"-llflEl cOL,,12 coo=-
1 - f2EO r,- ��",.J� 't- �ue 1 -0�� 
!I- ,,(el.i.Ot' e·e:>�K 
4 - Cif(ee� "I-a,�'(' 'l:>- f'll'il-ri o·tJO�e 

,0 ",'ZJ " -''!IJj3 Vc:rc:. 
fSi1 � ClI!l 

Ll 
,0 
A'!IJ,!>-4 

� KNOCKER 

G · ... ... 
Y\J- I 1 5IO-�C A..?.. TRll...N'SFORMER , - - - - - --- - - - --- - - - - -- - - ---- - - - - , 

I P\.AYFI't.lb CA.BINt:T I I J 3  TO TO I I J I  - 10 , 
I I G,-EIJ.I LL Rcl ( BACKeQX. I C;;EN ILL Rt:I(\'I.AYfLb <£N ILl BllSS I 

e.. <::,rn.lll R.t.T(OCKW\) c.. �EN I L l.  RIO,. SOL OOSS , 

L 

3 A.SJ4 -e.. � �PA.RE :SPA.RE.. ' 
4 A5J4 - I 4 KEY SPAREGNb I 
5 A�J�- <O '5 SI.o). ILL. 8U5S (EN ILL R't.T I, 
co '3W ILL eus 10 Sal �(\\.�,(flElli) SIN K POWER 
r KEY SUJ,ILLB\.l)":l • 1 "C R.E.I 
8 A��- Ie.. GCN.ILL&m " 8 KEY , 
� I\�J�- '5 '3 FLIP -:::'IN REI 
10 G!EI..l . I LL eus 10 PlNR, IJNt.GN D ,  
\ I GCN ILLBl.\S 

1\4-.14- 15 
SOL BJS 
A..SJ�- I \ 
i\�J�-c.1 
i\�J'5- c.c. 
A�J3 - IO 
A3J3 - 3 
A..'3J3 - �3 
i\�J3- c.4 

VOLTA-Gc. RB:;ULATOR/SOLEN t:::.RIVER.. A-� - - - - - -

-
- - - - - - - - - - - - - ,  

TO J z. TO J I TO J 5 TO , 
t LJ�I� ��: � �1! 1 ! �� 1 
.3 KEY £) /'J01t 1 .3 �re 1 I 4 '/k'TE!- 1 '" /'JILl 4 N/U 
!5 NOTE 1 5 oU1/4OL& 5 N/U -I � NOTE 1 " NIU " K EY I 7 TST. SlY. RTN 7 KEY 7 NOn 1 
� HI�E�(,o- � �.�tr,.�;L. ' � ����� � , 10 IME 100 10 ,�""U C:; E �  I I I  Cllu",e 1000 I I  �UI'1P!!.(i. '1 
Ii e"� QlMe , �  �L.i",pe!Z- 1 1 I N/U 1 3 O�Of" wC\�r �'" I N/U 14 12, "'u��DT I IS NOTE I 1 5  . �1I",�lICr 

I 
I 
1 
1 
I 
I 
I 
, , L _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ ..J 

... Ln, DAn .,. ca. 

'I'OUlIAIICD .. 
_IIOI'.LUI"" 
OTIUlWlII. RaPla 
......... u ........ 
-.a. 

Sl:J££T / OF 3 SHEETS 

.. TIll ... .ur ... W - I I 5(Q-'lC 



OPSI. I DEPT. I 

II I..T 
n if A4..1'2.- I £� -IT§] Lo/CR� 

otJIHoL..E: 
SIC) * MJc.- I -----'' 

�Mjc.-c. _'S_;T_'_4'---_N_I_U __ ---' 
� f;..4Jc.-� _0-=-�-'-c..___'it=---__________ ______" 

�MJc.-4 SI� * 

�1'\4JC.- S --='S:...:.:T4---'--'�� __ _ 

@ 

DESC"PTION 

NOlc.� · 
I. NCiT\:.. I I NbICf>...lc'5 NOI ll�t..t:.. 
2. N/U Of u",W ON PL.A1 f leL.O 
3. * * INDICATES AID TEST POINT 

I.TOOL .... I 

'" �j S- � -.-:-:-,----" 
11 

1\� 0 S-IS'e::-;;r-----------' 

eRIO 

L it  L. "I  
0"0':> 
1�f:i'�e-r (2e�IIT 

1\�0� i�T.6=--------------� 

rcl� t! 1  
'?LI��";t+oT 

LID 
I e.  

U I  

"'�JS-14 -r.:-.-----' 
I'\�0S- 5 �-----------" & 

CR.I � 
�/U 

la. UT. 

TO 
��----- A'::>J \-\e, 
.---;="'T---- 1'\ 5J 1- \':> 
�3---- 1\.501 - 11 
--.:::::---- A5-J 1-B 
A§---- A5J I- 14 ....--r.�--- '\5J I- 15 
�.:---- 1\50 \-\10 
�=------ I'\S 0 1- (6 
..-l===\---- 1'\5 J 1- c.4 A5---- AS J \ - cs 
--.:::::---- A5J 1- c.", 
--.::::r---- I\SJ 1 - Cl 
......;:::::;...------- ASJ 1- 1 
....-;:::;---- 1\5J I - � 
....--r.===:---- "'SJ 1 - 5 
---T=;;:;....--- '" SJ 1- :3 
�:;::r..--- I\S0 1 - c.. I ...--;:;;;;---- AS J 1 - 1 C) 
.---r;:;---- 1\':':> J \ - I 
......;;;;;...--- A5J \ - � 
�::;:;""--- A5J 1 - S �:::---- A5J I- I \  
....-;;;---- I\.5J 1 - 4  
......;;;;;...--- ASJ I - Ic. 
...--;;;;;....--- NSJ I - I� 

2:10 U'l> 1 �  
t;1o u �  &1'­
� N LJ'" "fl<­
'<;> ' fOP 
Il rz ll TOI" 
tJo-re 1 
,�. 
/ F< j Il e ll TOP 
II e ll 

"TE? 1 
on. 1 

�NU'l> U :·  
P"tJ LJ� �I'­
PoNLJ� 10,," 
II U 'l -roP 
\'JOII! 1 
'='Pe:C.II"-\.... T� " II U II 
�oTe 1 ily II To F' II \.... 11 
�o.,..e 1 
� oT e- 1 
1<'. '='PIi-JN �� 

....-r,...,...------ AS J�cca !;Io Lb "''' 
....--r.==r---- A':':>0 �-CS I!;IoNu� 7 10:._ 
�=T---- A5 0 �- I� NOre 1 
.---;:;;:;:;---- A5 0 �- II � f" TOP 
�=*---- A5 J �- lca PUt-Ape-� 
----"m---- AS J �:.. L� t:"" ",Al.l. T�T 
�::::;...----- I\.5 0 �-c.l 11 1'" 
.......;:�------- AS J �- c l  �. ounI"N' �p 1,.-;;;;;;----- I\S J 3 - c.() II !, II 
....... ;;0----- ASJ �- e.e. �.f'.?,A . 
..,.-;;;;;;r.---- "'50 �- '(4 t-Jof� 1 
��--- A5J 3- I �us 4 K  

ASJ 2> - I c.  �NU5 � 
A5J�- I S OOU�L.e j!;>o,.J u-:. 

�5---- ASJ 3- I I IIE 'I TOP 
1 ....... ;;:::;.------ ASJ -:,- � TO" .  Iv1IP �UIv1P!FZ 
.--;:;:=;-------- "'5 J � - 13 c ��" I T INP 
.......i:#-------- AS J �- 4 P e II 
...-;;;;;;...------- ASJ �- e. L. �Pl iJl-J !<1Z 

A5J 3- ID L. OU'lLArJE' ';:I.r. 
.---r ....... --- A'::>J �- 1 5  f'/on 1 

1\50 2>- � P.f;I. TA��e:T 
AS J 3- 14 N 0-re 1 

---

-_ . 

---

---
-----

>< >< >: >< x 

--0- -

r-. X >< >< '-' 

--------- AcJ 1-"1 FEATu�E LA.'-AP' f->U @ S 

e"M81: 

SHEET 2 OF 3 SHEETS 
M.l. DHtM. OPtI .... nw: MtO �I. DATA PaT ....... TO ntI Mneu � .. TMlI ",IT .1 THI I"IIIOHltTY 0,. u.u,T .... COllI .. 

CHICAGO,I4- TN •• ''''a.lAT1OfI II !MleU.IIO 'III CCHllPlDlNCI .... 0 II JIO' TO • CCM"IIO • ..-uc.o . .-v1.tO TO CMI � ... ftD • 
ontUI. l. 'Allf DtI '" .. OU ... TMOUT THI ..... cc,. .. ,tfT Of THI 0.11_ TN' ",NT .1 LOMID NIIO IlUIf fIOT .. U.O 'III Nf't __ 
�Al TO ntl tttTUUt Of TN' � •• ""o ..,n .. _TUMID 011 .,.....0. 

.... vr. ALL .... 

TOLIIlMCIS _ 

a.u8CM1I nu .. 
O1lII_RUOKIPIU 
rucna.li 
DO"""' , 

DO MOT KAL! ...... 



+43 VtL @Q] 

COI � -Z .... CRI LOCK O\J' 
L I  

� 
�\ \ �  � 

fT¢'ru il'c,noz. 
CR4 

SLAM COIN COIN COIN CRlli\, 
NO.c. NO. I NO.3 RE..�n 

15. � 
1Q1'l 1§] 
I I "' !§; 
I.V� @] 
n ... � 
l�j([i] 
l�"g] 
14�©J 

C£.N. ILL. B\.J� lS� VK\ � 

OPIII. I DEI'T·I DflIC"PTlOll 

TO 
"'LJ c..- c.  I 

� c.- 5  -

A.4J3- � 

A4J3- c. � CRS 

A.4J�-14 " 

A.4J3-� 

A4 J3-IO " 
1\4J3-1 I 
MJ3- 16 " 
M J3-lc -
1\4J�-15 -
A4J3- 13 \ 

P\c..sc..- \ " 

I.TOOL .... , 

CHIME.. C�iME- C�IMt.. 
""- 1000 1 00 

--< r- --< r-( L� �CR7 �<N32 CR.,,£! b l4 l� --< '-----< --< '---< 

tce" 
SLAM 

Lm 
FLI PPER 
�W\\C \-\ 

PLUMB 
tiLT o{ 

E,()t3, .051 

+43VK � 
CHIM'C. 

1 0  

�7 CR\O tTIL' 
R.0LL 
CN::/c_ 

1 RIGHI 
FLl PPE..R. 
SW\\CH 

"' ,  tI( 

!oT� 4it 

1 "' .. 
1 7 .\  

� 
§ 
� 
� 
!ill 
[iliJ 

� 
l2TI 
� 

I!§] 

ITQ] 

�GJc.-c 

A�0 C. - 4 ------., 
A.""?!:.J c.- 10 � 
A �J c. - 1 \  ---..", 
A -:::'J c- I� ---..", 
M J�- 3 � 
MJ �-c ---..", 

1\4J3-IS -----....., "'4 J �- 1(' ------., 
P\ 3J -e.-c... ------., 

1\3J e:- 1  � 

A.:c..Sc..-� � 

POWE-R ON/OFf 
�t.R\JICt. --
O\5\\..EI 

� rnJ lID 
0 ..9 r-- � 0 rZJ rJ - ) J � I- � <i 

l l L 

110. I LIT. I 

� ,  

"-

FU I G I PAIT IO. � IN-I I B<;' - � c  
I , L\ I(SJVK... 

GRt::, ,--

Z. Lc.. " Ic.OVK 

� 
t=,R. "'-ID 

--

VR� 

:3 >--
T 

\.lOrE : (CAUTIOIo.l) 
( \  l U'S.I: !!>A1..l.'( P\IIo.ItT �o .. -11"l 

. FOR 1 10; - 1'10 VAC. 
(7.) uos.e I!>..u.,( "A� U" e-ll'�-\ FD II 7. 1.., - 1.�" Ilk . 
(,» .. 1�!7ICATe� AI\:' ttl;�T ""tuT 

SHEET 3 OF "'3 SHEETS 
DIE SIZE - C.C. - FT: PER M - LBS. PER M -

I N..1. � . ..... TlVl MID ....:H: ... DATA .... ..,,., ... TO 1M( MTICLI ..a.. 011 1M" "'IT 'I IMI ,.,.un 0' 1IAU.'f' ... COIP •• 
CMICMO.ILI.. ,,"II IM�T'OIt 'I DlICLo.:D ,. COfI"DlMCI AIIIO 'I MOT TO _ COP'ID. �CID • .-vtALIO TO 01 ........ "nD . 
� ,. 'AIn' CM 'N -.tOU'. _TMOUT TNI ....... co .... '" Of TMI 0.1 ... TMI "INT " LO ..... IO MlO ..... ..aT .. u.o ttl NII'f _ 
�lfTAl TO TMI '"...n Of TMI a.uI. MfO IlUfT II _lV_IO 0.. DIIIoIMD. 

T'OLIMIICU a.  
ae.ll1I ••• LID 
OTlIU'IIK .-.aPia 
�u 
KClUU t 
__ a t  
ID lICIT ICALE •• ,... .. � UTE .... 

DATI! IY ca. � 


	evel knievel (ss) - bly - 1977 - manual001
	evel knievel (ss) - bly - 1977 - manual002
	evel knievel (ss) - bly - 1977 - manual003
	evel knievel (ss) - bly - 1977 - manual004
	evel knievel (ss) - bly - 1977 - manual005
	evel knievel (ss) - bly - 1977 - manual006
	evel knievel (ss) - bly - 1977 - manual007
	evel knievel (ss) - bly - 1977 - manual008
	evel knievel (ss) - bly - 1977 - manual009
	evel knievel (ss) - bly - 1977 - manual010
	evel knievel (ss) - bly - 1977 - manual011
	evel knievel (ss) - bly - 1977 - manual012
	evel knievel (ss) - bly - 1977 - manual013
	evel knievel (ss) - bly - 1977 - manual014
	evel knievel (ss) - bly - 1977 - manual015
	evel knievel (ss) - bly - 1977 - manual016
	evel knievel (ss) - bly - 1977 - manual017
	evel knievel (ss) - bly - 1977 - manual018
	evel knievel (ss) - bly - 1977 - manual019
	evel knievel (ss) - bly - 1977 - manual020
	evel knievel (ss) - bly - 1977 - manual021
	evel knievel (ss) - bly - 1977 - manual022
	evel knievel (ss) - bly - 1977 - manual023
	evel knievel (ss) - bly - 1977 - manual024
	evel knievel (ss) - bly - 1977 - manual025
	evel knievel (ss) - bly - 1977 - manual026
	evel knievel (ss) - bly - 1977 - manual027
	evel knievel (ss) - bly - 1977 - manual028
	evel knievel (ss) - bly - 1977 - manual029
	evel knievel (ss) - bly - 1977 - manual030
	evel knievel (ss) - bly - 1977 - manual031
	evel knievel (ss) - bly - 1977 - manual032
	evel knievel (ss) - bly - schem_1
	evel knievel (ss) - bly - schem_2
	evel knievel (ss) - bly - schem_3
	evel knievel (ss) - bly - schem_4
	evel knievel (ss) - bly - schem_5
	evel knievel (ss) - bly - schem_6
	evel knievel (ss) - bly - schem_7
	evel knievel (ss) - bly - schem_8

