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BATTING PRACTI

OPERATING INSTRUCTIONS
AND PARTS CATALOG

S
Part Numbers are marked on illustrations
and a list of miscellaneous parts appears
on back cover.
5 ‘ FOR VQUICKEST SERVICE
STATE CORRECT PART NUMBER
WHEN ORDERING PARTS
Code
. N.C. __ _ Normally closed
NO. - __ Normally open
M.B.B.___Make b~fore break
S.PDT.__Single pule double throw
¥ Home of Ballygames and Ballyrides
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FRAME UNIT viewed from BUTTON or WIPER side 6 step unit. Wipers shown in zero or reset position
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:——-mnu WIPERS (A) (DIAG.B-42)"
CRCUIT TO ENERGIZE 20 BONUS RELAY.

CHRCUIT TO ENERGZE 30 BONUS RELAY.

FEED FOR WIPERS (A)
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¥ THRU FEED RING, FEED FOR WIPERS

©.6.60.0
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13-2
THRU WIPER (F). CIRCUITS TO LITE !
FRAME LITES 1,2,3. ALSO GROUITS — | O - 10 O
TOLITE “BONUS- BOOSTER' LITES ® (=)
IN IST, 2ND, 3RD FRAME IDIG.5-1l) 2 (a2 5 @

st \& . @ 45
2 5 81

THRU WIPER(1). CIRCUITS TO LITE—— IsT (18-2
ISTB 2ND PLAYER NOW-UP®LITES () ® D)

21-2

(DAG . L-18) e @% @ @ 1“

THRU WIPER (H). LOCK-IN CIRCUIT —4
FOR GAME -OVER RELAY. (DIAG.1-7 )
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THRU WIPER(G). CIRCUITS TO STEP IST
IST & 2ND PLAYER |-9,10-90 OR

100-900 COUNTER UNITS, WHEN O
SCORING. (DIAG.H-26 8 H-28)

THRU WIPERS (B) .CIRCUITS TO RESET I
IST B 2ND PLAYER BONUS COUNTER——
UNITS AFTER BONUS COLLECT.

{DIAG. C-21)
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WHEN SCORING BONUS HIT.
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DISC (WIRED)
w-884

OMPLETE UNIT-_ __ _ _ ____AS-971-20
RESETCOIL _____ ______28-R-15
P-UPCOIL 256G~
PARM__ ___ _____A-I765-5
’ STEP-UP PLUNGER _ _ _ _ 5-496-100
a RATCHET 8 SHAFT_ __ ____C-1050-6
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{ RED L'G“ viewed from BUTTON or WIPER side Continuous step unit. Wipers shown in zero or reset position
THRU WIPER (B) CIRCUITS THRU LEFT OR RIGHT 3,5,0R 8
;ESUL#'R‘ Ff'gg“ggﬂ}%'—g%ﬂ POCKET SWITCHES TO ENERGIZE 3,5,0R 8 SCORE RELAY
rs SCORING POCKET. (DIAG. K-37)' ’ g.l!:‘;-sglgr‘?.ALSO TO ENERGIZE 30,20,0R 10 BONUS RELAY.

THRU FEED RING, FEED FOR WIPER
LEFT RIGHT LEFTY RIGHT F
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DIRECTION OF ROTATION
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DISC ( WIRED)
W-881-1

WIPER ASSEMBLY
AS-1046-258

COMPLETE UNIT AS-1358-9
STEP-UP COIL E-184-125
STEP-UPPLUNGER S—496-100
STEP~-UP ARM A-1765—4
RATCHET 8 SHAFT. C— 1050

= © | ¢
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BALL COUNTER UNIT viewed from BUTTON or WIPER side 10 step unit. Wipers shown in zero or reset position




! @ 1st AND 2nd PLAYER BOIIIS GO“NTERS """ viewed from BUTTON or WIPER side 19 step unit. Wipers shown in zero or reset position

(2 USED —SEE CODE BOX AT RIGHT)

FEED FOR WIPERS (2)

THRU WIPERS (2 } REPLAY SCORING CIRCUITS
FOR BONUS -UP, THRU BONUS ADJ. PLUG
(DIAG. H-3I & H-33)

THRU WIPER@ CIRCUIT TO \
LITE BONUS LITE. N\
100

(DIAG. M-5 8 M-7)

Wire no. | Wire no.

Lug| 1 plo 2nd ployer
A |75-2 | 75-2
: B |31—-6 | 21—7
= c | 36 23—6
D | 38 25—7
E |l0—2 | 2715
F |13—a [ 311
G |1a—5 | 36-2
H |15-3 | 38—2
I |18-5 | 40-3
T:‘Tneuam;‘l Ecs’:ncums 0 J | 20-3 | 41-3
L WITE K | 21-6 43-3
(DIAG L-85 8B L-T7) L | 23-3 a5—3
M | 25—-4 | 483
N | 27—3 | 50-2

DISC (WIRED)
W-883

WIPER ASSEMBLY

AS-1046-255

COMPLETE UNIT____AS-827-90
RESETCOIL ____ - _28-R-15
STEP-UP COIL — 5G6-7

STEP- UP ARM_ = S
STEP- UPPLUNGER_ __S-496-100
RATCHET 8 SHAFT___C-1050-19

DIRECTION OF R0TAT|0~/
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(TOP) 6 RELAY BANK PICTORIAL VIEW LETTERS CORRESPOND TO SWITCH CHART 'BELOW
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BALL SCORE 8 SCORE 5
RELAY RELAY RELAY
?" 63.0.
50 V. v |||s0 v.
37 V. é 37 V.

Als]c D] é Alslc[p] Y]

AT8[c]
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SCORE 3 POINT SCORED
RELAY RELAY

630

50 V.

37V

EJF[G
alelc] \©alslclp]

COIL PART NUMBERS

63 00 50 V. C-7300—334
850 50V C-7300-33 |

ALL ARMATURE PLATES
A-605-1

ALL SWITCH ACTUATORS
L-248

(TOP) 6 RELAY BANK CHART ror PosiTION OF SWITCHES REFER TO PICTORIAL VIEW ABOVE

e

LOCATION| Tl.::n:mou]
RELAY SWITCH ON  WIRE No.| WIRE COLORS FUNCTION OF SWITCHES RELAY SWITCH| ON  |WIRE No.| WIRE COLORS FUNCTION OF SWITCHES
- DIAGRAM | DIAGRAM |
BONUS COLLECT|  A-37 51-3 | White-Red Energized by bonus collect pocket swiltche BALL RELAY A-43 .| 65-3 |Brown-White Energized by score motor cam switch #6C. Also by score
HELAY COIL 70 Orange CoIL 70 Orange motor cam switch £3C, whenbonus collect relay is energized.
A N.0. G-36 23-8 | Blue-Yellow | Lock-in circuit for this relay. A R.C.| 648 | g:l,_z g::;%:(lxlo- Opens circult to pitcher motore
51-3 | White-Red :
B ¥.0. B-16 | 10-3 Red Completes a circuit to run score motor.
|
B C N0 c-31 31-5 | Yellow-Red Completes a circult to emergize point scored relay. | Lol Xeiiau
41-4 Green-Red | c N.0.| C-43 65-3 Brown-#hite ioek-in circuit for this relay.
i | 74~-5 | Orange-Green
c 5.0, F-21 45-1 | Green-White Completes circuit to reset ist and 2nd player bonus D X.0 G4 13-6 | Red-Yellow ° Completes cireuit to step ball unit thru score motor pulse
98-3 Gray-Black units. 21-3 | Blue- switch #5C. Also to step red lite unit thru score motor
: | pulse switch #6B.
D X.O.'; F-42 27-4 | Blue-Orange Completes a circult thru score motor cam switch £3C to
‘ 56-6 White-Brown energize ball relay. S CiE 4-40 76—1 gi:ne;grmge Energized by left or right 8 pocket switch.
E H.C.l F-44 48-2 | Green-Black Opens circuit to ball unit step-up coil, and red lite A ,\‘.o.] c-16 | 10-3 Red Completes a circuit to run score motor.
63-3 | Brown-Yellow| unit step-up coil. 30 Yellow
i B N0 c-40 15-1 Red-White Lock-in circuit for this relay.
F N. C.‘ F-45 36~4 | Yellow-Brown | Opens circuit to pitcher motor. 27-1 | Blue-Orange
| 93 Sriy:telion c 5. 0. c-32 78-3 |Orange-Bleck | In series to energize point scored relay.
1 80-1 |Black
G N.0.. E-16 10-3 | Red Completes a circuit to run score motor. -
l 30 Yellow D N. 0. B-32 41-4 | Green-Red In series to energize point scored relay.
— - | 78-3 |Orange-Biack

CONCLUDED ON NEXT PAGE




. ® (TOP) 6 RELAY BANK CHART ror PoSITION OF SWITCHES REFER TO PICTORIAL VIEW ON PAGE 7
LOCATION LOCATION
RELAY SWITCH ON  |WIRE Ne.| WIRE COLORS FUNCTION OF SWITCHES RELAY SWITCH ON  |WIRE Ne.| WIRE COLORS FUNCTION OF SWITCHES
DIAGRAM DIAGRAM

SCORE 5 A-39 18-1 Red-Black Energized by left or right 5 pocket switch. POINT SCORED A-31 41-4 | Green-Red Energized when scoring 3, 5 or 8. Also when bonus
RELAY COIL g Orange RELAY COIL 70 Orange collect relay is energized.
A N.0 B-16 10-3 Red Complétes a circuit to nm score motor. A K. 0. F-25 23-1 Blue-Yellow Circuit to step ist player 1-8 counter.

30 Jeliow 25 Blue-¥hite
B 5.0 €-39 | 15-1 | Red-White Lock-in cireuit for this relay. B ¥.0. F-26 25 Blue-White Circult to step 1st player 10-90 counter st 9th position

18-1 Red-Black 27 Blue-Orange of 1st player 1-9 counter.
c K. 0. Cc-32 41-4 Green-Red In series to energize point scored relay. c N. 0. F-28 38-3 | Yellow-Black | Circuit to step 2nd player 1-9 counter.

-3 Orange-Black 43 Green-Yellow

I D N.0. F-29 21-4 | Blue-Red Circuit to step 2nd player 10-90 counter at 9th position
SCORE 3 437 | 14-1 Red-Green Energized by left or right 3 pocket switeh. 43 Green-Yellow | of 2nd player 1-9 counter.
i RELAY COIL \ 70 Orange
| | E K. 0. D-27 14-3 | Red-Green Circuit to step 1ist player 100-900 counter at 9th position

A N.O. B-16 | 10-3 Red Completes a clrcuit to run score motor. 20-1 Blue of 1st player 10-90 counter.

30 Yellow

T F N.O. D-30 40-1 | Green Circuit to step 2nd player 100-900 counter zt 9th position

B N. 0. c-37 14-1 Red-Green lock-in eircuit for this relay. 45-2 Green-White of 2nd player 10-90 counter.

:15-1 Red-White

= ] N.0. B-22 75 Orange-¥hite | Replay scoring circuit.
c N.O. B-31% | 414 Green-Red In series to ene-gize point scored relay. 78-5 | Orange-Black

SHELRSE T

(BOTTOM) 6 RELAY BANK PICTORIAL VIEW LETTERS CORRESPOND TO SWITCH CHART ON PAGE 9
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COIL PART NUMBERS ALL ARMATURE PLATES
A-605-|
63 0L 50 V. C-7300~334
85 0 50V. C~7300~33|
1100 0. 50V. C-7300- 332 ot ACTURTORS
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(BOTTOM) 6 RELAY BANK CHART ror PoSITION OF SWITCHES REFER TO PICTORIAL VIEW ON PAGE 8

LOCATION| | LocaTiON
RELAY SWITCH ON  |WIRE No.| WIRE COLORS FUNCTION OF SWITCHES RELAY SWITCH | ON  |WIRE No.| WIRE COLORS FUNCTION OF SWITCHES
DIAGRAM | DIAGRAM
START RELAY A-13 57 White-Orange | Energized by 10¢ coin switch, or by replay button switch SCONE RESET A-12 53-1 |White-Yellow | Emergized by score motor cam switch £104, when starting
€0IL 70 Orange (using replays) when starting new game, RELAY 0OIL : 30 Yellow new game,
A N.C. =10 38-6 |Yellow-Black | Drops out bonus booster relay.
43-2 |Green-Yellow A ¥.0.| E-25 25-2 | Blue-White Resets 1st player 1-9 counter to zero.
| 30 Yellow
B K.0. 12 50-1 |White lock«in olroutt for this relay. Alno completes cireuit to ] -
87 White-Orange | smergliee veplay wnlt saospeasent ooll, and reset frame wnlte " N.0.| E-26 | 18-3 | Red-Black Resets 1st plsyer 10-90 counter to zero.
c nO, | k17 10-3 | Med Comploton & ofroutt o run score motar, %0 Teliow 5
o Yellow -
« N.O.| E-27 10 Hed Resets 1st player 100-800 counter to zero.
D LN 17 L White-l)ue Complotos aireult Lo snergize ohange-over relay, and 30 Yellow L
L] Yellaw renet ball vowter unit,
L LN O.l E-28 31-2 Yellow-Red Resets 2nd player 1-9 counter to zero.
T0~2  [Orange-White | Opens clreult to 98¢ relay, and frame unit step-up ofroult, 30 Yellow
E S.P.R.T. -8 ;g :ollo- and completes olrouit to energlee gase-over relay.
- rown
E LAY B-30 48-1 Green-Black Resets 2nd player 100-8900 counter to zero.
"‘HG-2 Black-Yellow | Energlzes 2nd player relay, and completes lock-in efrcuit 30 Yellow =
F S.P.D.T.| D-14 30 Yellow for it when this relay drops out. s
71-3 |Orange-Red
F N0, E~29 43-1 | Green-Yellow | Resets 2nd player 10-90 counter to zero
45-1 |Green-White Opens circuits for replay scoring, and bonus scoring and 20 Yell i E
G S.P.D.T. B-20 43-2 |Green-Yellow | completes circuit to reset bonus counter units. ——
81i-1 Black-Red
CHANGE-OVER A-18 52 | White-Blue Energized when starting new game. Also energized during
RELAY COIL 70 Orange game by closed after 10th ball switch.
2nd PLAYER A-14 14 Red-Green Energized when 2nd coin or replay 1s played starting new L
RELAY COIL 70 ange game. Comp.
Or: This relay letes circults fora 2 player game. A x.C. H-43 21-3 Blue-Red - Opens eircuit to ball relay.
81 Black-Red Opens circuit to step frame unit thru score motor cam 27-4 | Blue-Orange
A S.P.D.T. c-7 7 Orange-Black _switch #74, and completes circuit to step frame unit thru
it Riack SSIrS Sefor Sawevitch S0 B N.0.| F-18 | 52 [White-Blue | Lock-in circuit for this relay.
B N.0. B-14 14 Red-Green Lock-in circuit for this relay. 54 White-Green
83-2 |Black-Yellow
c N.O. B-8 61 Brown-Red Safety for game-over relay lock-in efrcuit. ¢ N.0. B-18 10-3 - | Red ||| Sompieies. & elreuit -to-rmn: score mntor.
63 Brown-Yellow 30 | Yellow
i
o 0. | K- White-Brown | Lites 1 . |
S 33—2 Yellow WS pleyse. 11 D N.Ou D=7 25-6 | Blue-White Completes cireuit’ to step frame unit during game.
78 Orange-Hlack
GAME-OVER A-B 65~2 |Brown-¥White Energized when starting new game. Switches on this relay
RELAY COIL 70 Orange complete circults to end game, when relay drops out. E N.C. N-18 20 Blue Opens 6 volt circuit to bonus collect when Iit,
50 White and now-up lites.
A N.0. 1-19 43-2 |Green-Yellow | Opens bonus scoring, and replay scoring circults.
30 Yellow ¥ N0l ¥15 51 White-Red Opens 7 volt circuit to red pocket lites.
B - N.0. 1-38 21-3 | Blue-Red Opens game playing circuits. 83-3 | Black-Yellow '
30 Yellow !
|
c 5.0, ¥-10 51 Whi te-Red Opens 7 volt lite circuits G N.C.. G-45 31-4 | Yellow-Red Opens circuit to pitcher motor.
57-4 |White-Orange 91-2 | Gray-Red
10-3 |Red Opens lock-in circuit for 2nd player relay, and rums
D S.P.D.T. F-14 53 White-Yellow | score motor if game is tilted in 1st frame. BONUS BOOSTER A-9 51-1 | White-Red Energized by panel bonus booster switches (2).
74~3 | Orange-Green RELAY COIL 70 Orange
80 Black Opens lock-in circuit for this relay, and completes a
E S.P.D.T. -6 61 Brown-Red circuit to step frame unit if game is tilted In 1st A N.C., 1-10 63-2 | Brown-Yellow | Opens circuit to 10 bonus lite.
52-3 | white-Blue frame. 30 Yellow
56-4 | White-Brown Opens 6 volt lite circult, and lites game-over lite,
F S.P.D.T. ¥-9 40 Green B X.0. I-11 13-2 | Red-Yellow Completes circuit to lite 20 bonus booster lite in ist
Y 20 Blue - | 45 Green-White frame.
c §. 0, I~12 14-2 | Red-Green Completes circuit to Iite 20 bonus booster lite in 2nd
23-4 | Blue-Yellow frame,
D K.0. 1~13 41 Green—Red Cospletes circuit to 1ite 30 bonus booster lite in 3rd
71-6 | Orange-Red frame. 3
57-2 | White-Orange | Opens circuit to 10 bonus relay, and completes circuit
E S.P.D.T. B-42 61-1 | Brown-Red thru frame unit disc to energize 20 bonus relay or 30
81-4 | Black-Red bonus relay.
F K. 0. D-10 51-1 | White-Red Lock-in circuit for this relay.
38-1 | Yellow-Black i




2 4 RELAY BANK PICTORIAL VIEW LETTERS CORRESPOND TO SWITCH CHART BELOW

20 BONUS
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COIL PART NUMBERS

C-7300-334
C-7300 -33I

630 50V,
850 50V.

ALL SWITCH ACTUATORS
L-248 4

ALL ARMATURE PLATES
A-605-1

4 RELAY BANK CHART ror POSITION OF SWITCHES REFER TO PICTORIAL VIEW ABOVE

- — T
| LooaTion| [ ] | LocaTioN]
RELAY SWITCH | ON  |WIRE No.. WIRE COLORS FUNCTION OF SWITCHES RELAY SWITCH |  ON  |WIRE No.| WIRE COLORS FUNCTION OF SWITCHES
| DIAGRAM | | | | Dl
| 1 ] 1
20¢ MELAY A-9 ’ 80-3 !Black | (This rela{ used only on 10¢ - 3 for 25¢ game). 20 BONUS A-42 83-4 | Black-Yellow f Energized thru red lite disec, and frame disc, whencireuit
COIL 70 | Orange Energized by 25¢ coin switche RELAY COIL 70 | Orange complete thru otber fsctors.
]
A N.C. G-44 13-6 | Red-Yellow |Opens circuit to ball umit st c0il, and red 1ite uni | |
48-2 | Green-Black ;gge,,_‘.p coil. sz ’ = = 3 A N.0. D-16 10-3 | Red Completes a circuit to run score motor.
1 1 30 Yellow
B N. 0. G-16 10-3 Red iCompletes & circuit to run score motor.
20:¢ 1 | Iekion B s.0. | G20 25-5 |Blue-White In series to step 1st or 2nd player bomus unit.
c K. 0, B-9 80-3 |Black |Lock-in eircuit for this relay. | 45-1 | Green-White
S8 Gray-Black T
c 5.0. | B-42 21-3 |Blue-Red Lock-in circuit for this relay.
D N. 0. -2 3_2 git:?&ed Completes efrcuit to step replay counter. | &5 Ient range ¥
BOXUS A-42 -Wh th 1
RRLAY COIL S er:;:- s m:::ﬂmn?'eu":r 0Ny Sl Crame- alsc, when. firenit 10 BONES 42 57-2 |White-Orange | Enmergized thru red lite disc, when circuit is complete
RELAY COIL 70 Orange thru other factors.
A LALN D10 100 Hea Complotes & olronit o run score motor,
L Yellow A 5. 0. F-16 10-3 Red | Completes a circult to run score motor.
n N yepn P80 | Blue-Whits In series to atep 1eb ar 8nd player bonus unit. 30 Yellow
AB<1 | Oreen-White
C %0, 20 285 Blue-White In serion Lo step Lut or Gnd player fones it 8 5.0 F-20 45-1 Green-White In series to step ist or 2nd player bonus unit.
00~3 | Brown 60-3 | Brown
D MOy -2 21-3 |Blue-Red Lock-in circuit for this relay. i =
57-1 | White-Orange € 5.0 B-41 21-3 | Blue-Red Lock-in circult for this relay.
= ] 57-1 lhue-Qrmge
r - 1
__smias, £ J
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SCORE MOTOR v oeRTio
CAM SWITCH ON IWIIE Ne.| WIRE COLORS _ FUNCTION OF SWITCHES
DIAGRAM |
= 24 ¥ G B-12 | 50-1 |White Opens start relay lock-in circuit.
) | 30 Yellow
2B NG, G-36 15-1 |Red-White Opens score relays (3, 5 or 8) lock-in circuit.
PART NO. E-119-209 3 = |Teiton e i
(o V\o‘ 2C NG D-42 | 57-1 |White-Orange | Opens bonus relays (10, 20 or 30) lock-in eireuit.
_GEAR & SHAFT ASSEMBLY JLEL=1 i Browr-Ret
/ ZGS-2545-14 20 w0, D-9 | 75-2 |Orange-White | Opens 25¢ relay lock-in circuit.
a8 Gray-Black
USE PARKER - KALON GEAR oA EN E-20 | 81-1 |Black-Red Pulses 1st player bonus unit reset coil, when starting
SHEET METAL SCREWS 7 G-5318 91-1 |Gray-Bed new game. (Part of total reset eircuit].
TY%EmGz ~4X3/16 \ r m N0 B-21 75-1 |Orange-White | Pulses 2nd player bonus unit reset coil, when starting
BIN HEAD o GEAR 91-1 |Gray-Red new game. (Part of total reset circuit).
G-4114 e LAY b-42 56-68 |White-Brown Completes a circuit to emergize ball relay, when bonus
65-3 |Brown-White collect relay is energized.
4
SSE! L) N0, B~20 78-1 |Grange-Black | Pulses 2nd player bonus umit step-up coil, when starting
g‘S.ATZDS'ElEZg(TML A MBLY 93-1 Gray-Yellow new game. (Part of total reset eircni'.).'
an N0, c-19 81-1 |Black-Red Pulses 1st player bonus unit step-up coil, when starting
83-1 Gray-Yellow new game., (Part of total reset circuit).
\O aC NG, G-43 21-3 |Blue-Red Opens ball relay lock-in circuit.
o 74-5 |Orange-Green
GEAR ROTOR 8 SHAFT ASSEMBLY .
- |
ZRST-1454-40-| BA N0, C-12 67 White-Orange | Resets frame unit when, startingnes game (withcoin or free
O O 71 Orange-Red play}. Also pulses i;y unit escapement coil, when
starting new game with replay.
58 KO, E-21 T4-1 Orange~-Green Resets 1st or 2nd player bonus unit, when bonus collect
C E 98-3 |Gray-Black relay is energiz
5C N.O. 44 56-5 |White-Browm Completes circuit to step ball umit.
NOTE: 63-3 |Brown-Yellow
WHEN ORDERING GEARS FOR SCORE MOTOR,
REFER TO PART NUMBERS SHOWN ABOVE . 6A 5. 0. B-36 43-5 |Greem-Yellow | Completes circuit to ene;iiu chime coil, when bonus
51-3 |White-Red collect relay is emergiz
68 K. 0. B-44 38-7 |Yellow-Black | Completes circuit to step red lite unit.
63-3 |Brown-Yellow
6C N 0. E-43 65-3 |Brown-Wnite | Completes s circuit to emergize ball relay.
27-4 Blue-Orange
a0 LAN B-7 80 ack Completes cirocuit to step frame umit during 2 player
B3 Blsck=Yollow geme. Also If game-over relay drops out in 1st frame.
SCORE MOTOR CAM SWITCH CHART W ono | o | g s | cowietes civmit to step frme it urtn 1 piagr
B3 Black-Yellow | game,
7 N. 0. D-20 25-5 |Blue-White Completes & circuit to step ist or 2nd player bonus
LOCATIOII a98-2 Gray-Black countere:\n., when 20 bornus relay or 30 gcnus relay is
CAMSWITCH | ON |WIRE No., WIRE COLORS FUNCTION OF SWITCHES g
DIAGRAM ————
81-2 Black-Red Opens circuit to 25¢ coln lock-out eoil, and o let o Balls 2 &g E::mmws Coﬁletbes Y s :glstep :x’gtbg;‘:\d lpht’:r ’“cg.mter
w2 B etes un: when ay or rels ene
1A S.P.D.T. H-18 30 Yellow | lock-in eireuit for change-over relay. = s = = . : L
54 White-Green | 8B N.0. c-18 52 White-Blue Completes circuit to reset ball counter unit.
! : 65-1 |Brown-¥hite
0. | E= whi 1me— I
1h %0 As :3 Yaut::srom | Bfeshos: ¢ ourzi1te on PLEFEIBLE 8C N.C. H-18 31 Yellow-Red Circuit to emergize change-over relay at 10th step of
! 30 Yellow ball unit.
! 1
1c N.C. E-45 21-3 | Blue-Red Opens circuit to pitcher motor.
| 31-4 | Yellow-Red
‘ 9A N.0. H~-36 23-5 |Blue-Yellow Bonus collect relay lock-in eircuit.
i) N.C. 6-39 21-3 | Blue-Red Opens circult for emergizing bonus relays. 30 Yellow
‘ 41-1 | Green-Red
10A N.0. D-12 53-1 |White-Yellow Completes eircuit to emergize score reset relay.
1XA N.C. 1-12 53-3 | White-Yellow | Circuit to energize start relay thru 10¢ coin switch or 57 Wnite-Orenge
30 | Yellow ESRIAy btk ton wh tebi 108 X0 D31 | 31-5 [Yellow-Red | Completes a circuit fo energize point scored relay, whem
ange- bo t ene Z
1X8 N.0. 5 61 Brown-Red Safety lock-in circuit for game-over relay. 52 jon i te e s ret
30 Yellow 114 K.0. D-32 75-2 |Orange-White | Completes a circult to emergize point scored relay, when
78-3 |Orange-Black | score 5 or score 8 relay is energized.
1xc N.C. B-14 14 Red-Green Circuit to emergize 2nd player relay on 2and coin or replay,
Pa ane. 124 N.0. D-31 75-2 |Orange-White Completes a circuit to energize point scored relay, when
1153 [ Oxmarvied En BENPHIE AW E 80-1 |Blaek score 3 relsy or score § reley is emergized.
D N.0. c-17 10-3 | Red Completes score motor carry-over circuit. 128 .0 He24 21 Completes circuit to step replay unit, when 25¢ relay is
30 Yellow 30 energized.
— P— . . Sy T T ——— s - — -
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PITCHER MOTOR

BATTER MOTOR

SCrews.

Use
Forker -kalon
sheet metal

Type z-4x3/16
Binding head.

No

(Part no. E-NI9-211 )

Geaor & shaft assembly
zgs-2575-6

Gear
L G583

Gear
L G-aul

Stator & coil assembly
zs-2503-23I

e

fe

— Gear rofor & shaftassembly
zrst-1415-33-1|

When ordering geors for pitcher motor,
rofer ' part numbers shown above

PITCHER MOTOR CAM SWITCH CHART

] LOCATION
OAM SWITCH | ON

WIRE No., WIRE COLORS

FUNCTION OF SWITCHES

| DIAGRAM
1A N.0. H-45 21-3 Blue-Red Completes pltcher motor carry-over circuit.
85-5 Brown-¥hite
18 N.0. | BH-48 21-3 Blue-Red Energizes pitcher relay.
40-2 Green

TYPE Z-4 X 3/16
BINDING HEAD

PART NO. E-1I9-185

GEAR 8 SHAFT ASSEMBLY

ol D) / 6S-2575-4

GEAR

G-5813-3
//_

GEAR

/ G-4109

STATOR & COIL ASSEMBLY
ZS-2503-231

e

GEAR-ROTOR & SHAFT ASSEMBLY

fo) ZRST-1015-33-1

9

NOTE:
WHEN ORDERING GEARS FOR BATTER MOTOR
REFER TO PART NUMBERS SHOWN ABOVE

BATTER MOTOR CAM SWITCH CHART

| Location
CAM SWITCH ON  |WIRE No.| WIRE COLORS FUNCTION OF SWITCHES
. DIAGRAM
1A K.Co ’ B-45 36-1 |Yellow-Brown Opens circuit to pitcher motor.
65-5 |Brown-White
18 K.C. K-14 56-3 |White-Brown Lites time-out lite on playfield.
30 Yellow
75~5 |Orange-White Opens circult to batter latch coll, and completes batter
1C S.P.D.T. 647 21-3 |Blue-Red motor carry-over circuit.
74~4 |Orange-Green

MISCELLANEOUS RELAYS SWITCH CHART

I

LOCATION] _
RELAY SWITCH ON WIRE No.| WIRE COLORS FUNCTION OF SWITCHES
DIAGRAM |
PITCHER A48 | 40-2 ‘ Green Energized by pitcher motor cam switeh #ill
RELAY COIL 70 Orange
A N.C. C-45 36-1 Yellow-Brown | Breaks clireuit to pitcher motor.
91 Gray-Red
B N.O. G456 31-4 Yellow-Red Look=1n eircuit for this relay.
40-2 Green
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MISCELLANEOUS PARTS

BACK CABINET ASSEMBLY:
PART NO.

G-295-1

M-281-24

P-758-17

E-122-67

FRONT CABINET ASSEMBLY:
M-168-36

P-1900-42

P-1900-43

E-130-10

CA-989-1

P-4052-1

M-163-4

M-106-1

G-296

" FRONT DOOR ASSEMBLY:
 A-1538-3
A-1729-4
| A-252-9
A-252-10
P-3391
. P-3391-1
E-101-58
A-1363-12
‘SW-100-38
| AS-1698-3
AS-277-43
' P-2768:9
‘AS-1961-1
T ABs1961

“M-280-20

. PLAYFIELD ASSEMBLY:
#S-165541

A-800-82

A-800-80

P-4369-2

“A-1447-17

E-119-211

E-119-185

M-964-1

NAME OF PART

Back glass

Lock and keys (2) keyed alike
Lock cam

Transformer

Ball

Coin box 10¢

Coin box 10-25¢
Counter

Front moulding
Leg

Leg adjuster =
Leg bolt

Top glass

Armature plate for AS-277-43
Push button F.P.

Coin drop 10¢

Coin drop 25¢

Coin drop cover 10¢

Coin drop cover 25¢

Coin lock-out magnet

Coin slide and coin return cup
Coin switch 10-25¢

Coin switch assembly 10-25¢
Coin switch & rejector mount assembly 10-25¢
Cup for A-1729-4 button

Front door complete 10¢ Regular
Front door complete 10-25¢ F.P,
Front door only 10¢ Regular
Front door only 10-25¢

Guard for A-1729-4 button
Hinga

Lock and keys

Rotor assembly for AS-277-43
Slug rejector 10¢

Slug rejector 25¢

Bat

Cam rssembly for Pitcher assembly
("am assembly for Bat assembly
Flap over pitcher assembly

Idler leaf for Bat assembly
Motor—Pitcher assembly
Motor—Bat assembly

Window

Bally pin game lubricant now available in ane half-pint
(8 Oz.) containers with plastic spout and screw cap.
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