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LU-BLUE MAR-MAROON | R-RED 10 AMP. I Ist. PLAYER 1000's DRUM UNIT §.U. COIL— — — — N-24-700 — — — — H-5
W om e " Y-YELLOW | - -BRN- G
BRN-BROW 0-ORANGE | e R-B ot 5‘ —LM I Ist. PLAYER 10,000's DRUM UNIT S.U. COIL N-24-700 H-7
GREY-GREY P-PLASTIC J-JUMPER 2nd. PLAYER 10-90 DRUM UNIT S.U. COIL— — — —- N-24-700— — — —- H-1
FINGERS INSULATED | st ! 2nd. PLAYER 100-800 DRUM UNIT S.U. COIL N-24-700 H-3
TOGETHER EXAMPLE: R-W INDICATES A RED WIRE | = : : 2nd. PLAYER 1000's DRUM UNIT S.U. COlL——— — N-24-700 — — — —H-5
2nd. PLAYER 10,000"s DRUM UNIT S.U. COIL N-24-700 H-7
WITH A WHITE TRACER | TRANSFORMER TAPS OFFS SAME AS 120V | 3rd. PLAYER 10-90 DRUM UNIT S.U. COIL— — ——- N-2U-700 — — — — H_2
SR I 3rd. PLAYER 100-900 DRUM UNIT S.U. COIL N-2U4-700 H-Y4
NOTE: WIRE COLORS SUBJECT TO CHANGE | Ve iR | 3rd. PLAYER 1000's DRUM UNIT S.U. COIL— — —— N-24-700 — — —— H-6
- =0= G-W Tt e 3rd. PLAYER 10,000's DRUM UNIT S.U. COIL N-24-700 H-8
FINGERS GROUNDED | 33v | 30V lsv l I Uth. PLAYER 10-90 DRUM UNIT S.U. COIL —— —= N-24-700 — — — — H_
i I Yth. PLAYER 100-300 DRUM UNIT S.U. COIL N-24-700 H-b
| #5774-10 -——1 | Uth. PLAYER 1000"s DRUM UNIT S.U. COIL— — —- N-24-700 — — — — H-6
’ | TRANSFORMER W-B i | | Yth. PLAYER 10,000's DRUM UNIT S.U. COIL N-21-700 K-8
——————000000003030300000 —=2—©—0 G | 10-90 RE.— — — — — — — —— D 57,1000 —— —— |
| e o i 100-900 RE. D-27-1000 A=Y
SWITCH CODE | ; | I 1000's RE.— — — — — — — —— —— — —__ _ D-27-1000 — — — - A-7
v 1 =0 | I 25¢ CREDIT RE. K-28-1200 B-20
' | I 230 I #1 SCORE RESET RE.—— — — — —— —— —— _ _ D-26-800 —— — — G- 1|
» | #1 START RE. M-26-500 A-23
: 69 S —— —1 | - i I | #2 SCORE RESET RE.— — — - — — —— —— — _ D-26-800 — — —=-G-11
| N 220 | | #2 START RE. M-26-500 G-23
5 ; NORMALLY NORMALLY " | |
- SW. ON OPEN GCLOSED MAKE AND | R-B N | MOTORS
. SCORE RESET | CLOSED WHEN OPENRWEHEE% BREAK SW. | i 160 | | e
MOTOR ENERGIZED ENERG! " | | SCORE MOTOR 1959-60 Hz 1960-50 Hz . A-21
: g | i | | RIGHT & LEFT SPINNER MOTOR 2131-60 Hz 2132-60 Hz A-19
o | 2133-50 Hz 2134-50 Hz
| 11ov I o
(g | SON| |
| SLIDE BANK . iusg géh"‘« R |
E : 4 -BLO
0 0 0 | RESET COIL . = Y-R =p= ! NOTE ]
1 -
ey ‘ I ~ 0000
5 | I [ DRN Y. K% O I |
| |
| SCHEMATIC SHOWN WITH GAME
DIVISION OF | i APPR. D. M. SONDEJ
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