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CONFIDENTIAL - - DO NOT LEAVE INSTRUCTIONS IN GAME

CHAMPION, KENTUCKY

INSTALLATION AND OPERATING INSTRUCTIONS

Remove 3 bolts (tagged) that hold mechanism-shelf stationary while in transit. Remove screw (tagged) that
holds light-box insert while in transit. Remove the wood plug which holds shuffle-panel stationary while in transit.
Place back-box in position and fasten with 4 bolts furnished. Plug in connection cubles. Install levelers in base
of machine and adjust as indicated in FIG. 1. Place ball or balls in machine. Plug power line into A.C. ONLY,
60 cycles, 115 volts.

LOAD PAYOUT TUBES AND TOKEN TUBE (KENTUCKY)

Open front door and load 2 payout tubes with nickels. Also load small payout unit (no tube) with tokens
stamped "“160", furnished with each game. When player scores DOUBLE TOP ODDS (320), 160 coins and 1 token are
released into payout cup. Token is redeemable for $8.00.

Note that each token is serial numbered. Furnish location with serial
numbers of tokens in game and instruct location attendant to check tokens
against list before redeeming.

TO REPLACE LIGHT-BULBS IN BACK-BOX

Unlock lock in top of back-box. Entire back-glass frame may be lifted upward and off of back-box, per-
mitting easy access to light-bulbs.

TO SERVICE BACK-BOX INSERT

Remove back-glass frame, as explained above. Then loosen screws holding slide-clamps in upper corners
of insert. Push slide-clamps up. Insert may then be swung forward on hinges at bottom for convenient access.

ADJUSTMENTS

Overall adjustment of game is by means of Reflex-Unit located on mechanism-shelf.
For details on the function and operation of the Reflex-Unit see your Bally distributor.

Operator may adjust game to one of 3 degrees of liberality by changing UPPER
ratchet on side of Reflex-Unit. Adjustment ratchets, furnished with each game, are identified
by numerals on each ratchet: (1)liberal, (2) medium, (3) conservative.

FI1G.1

BOTTOM EDGE OF CABINET
SHOULD BE LEVEL (use spirit=level)

-
BUTTON

BE SURE CABINET IS PROPERLY LEVELED AS INDICATED ABOVE

FORM CHAMPION-KENTUCKY-1001 20’



TO CHANGE REFLEX-UNIT RATCHET

Simply loosen Set-Screws A and B in FIG. 2 and slip Ratchet oft of shaft. Slip new Ratchet on shaft and
tighten Set-Screws. SEE FIG. 3 FOR PROPER OPERATION OF SWITCHES ON REFLEX UNIT.

REFLEX UNIT STARTING ADJUSTMENT

Before placing game on location, be sure that center leaf of Switches
No. 1 and No. 2 are making bottom contact and that Switches No. 3, No. 4,
No. § are making top contact, as shown in FIG. 2A. To set Switches and

Cams to proper position, turn Ratchet in direction indicated by arrow in
FIG. 2A.

DOUBLE-LIGHT ADJUSTMENT

Frequency of Double Light is adjusted by means of 4-in-line female plug mounted between Control Unit and
front Relay Bank and related 2-point male plug.

LIBERAL: Male plug in two sockets closest to index pin.
CONSERVATIVE: Male plug in two center sockets.
MEDIUM: Male plug in two sockets farthest from index pin.

FG=p
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FEATURE OPERATION

Feature may be operated- on build-up basis, $1.00 (20 replays) for each Feature-point indicated at top of
back-glass; or Feature may be operated with flat $2.00 (40 replays) multiplied by 1, 2 or 4.

FEATURE CHANGE-OVER PLUG

Change-over from build-up to flat Feature award is by means of 2-point female plug (labeled FEATURE
CHANGE-OVER) on mechanism-shelf between Relay Bank and Payout Counter and related male jack-plug. When
jack-plug is inserted in socket closest to index-point, Feature award is flat $2.00 (40 replays) multiplied by 1, 2 or
4. When jack-plug is inserted in socket farthest from index-point, Feature is on build-up basis.

FEATURE DIAL

When Feature award is flat $2.00 (40 replays), Feature-point dial should be inoperative. Simply reset
FEATURE UNIT (in back-box) to zero and then open the switch with ORANGE-GREEN and BLACK-YELLOW wires
on Feature Unit; then Feature Unit will not operate. If desired, a small piece of white paper may be fastened to
back of back-glass by means of scotch tape to close Feature-window.

FEATURE SCORE CARDS

Be sure to use correct card on lower righthand arch, depending on method of operating FEATURE.

REFLEN SWITCH Mo 3
REFLEX SWITCH No £ e
RLEFLEN SWITC /7’ No. 5 —RLALEX SHITCH Mo, /

KLLLEX SHTTCH Mo 2

211



HG3 shows a portion of the Cam rounted on extreme end of Cam-
Shaft on Reflex Unit. Five different views show the various
possible positicns of eny Cam on Unit. NOTE that when Switch-
Idler is on MEDIUM level of Cam it is making the seme pair of
contacts es in previous Cam position. 2

Cam rotating in
clock-wise direct-
ion, Switch-Idler
on Low level of
Cam, TOP contacts
making.

Can rotating in
clock-wise direct-
ion, Switch-Idler
on MEDIUM level of
Cam, TOP contacts
still making.

Cam rotating in
clock-wise direct-
| ion, Switch-Idler
on HIGH level of
Cam, two BOTTOM
contacts making.

Cam rotating back
in counter-clock-
wise direction,
Switch~-Idler on
MEDIUM level, two
BOTTOM contacts
still making.

Cam rotating in
counter-clock-wise

(,0‘\)“ Lo direction, Switch-
3 Ay b ‘— Idler back on LOW
+ level, TOP contacts
Y agein making.
T :

212



IMPCRTANT
Snep Switches are not used on Reflex Unit in CHAMPION games
serial numbered 9054 and higher, FIG, 3, therefore, may be disregarded

on CHAMPION games later than serial number 9053 and may be disregarded

on all KENTUCKY gemese

2124



FEATURE RESET

When game is operated with build-up Feature, feature awards or replays are not automatic; location-
attendant must supply coins to play replays. Location-attendant should then reset Feature-points to starting point
(5) by pushing Feature Reset-Button.

Feature Reset-Button is located at point indicated on FIG. 1 (left-hand side of cabinet). Lower button is Fea-
ture Reset-Button. (The other button — on CHAMPION only — is Replay Reset-Button.)

FEATURE LIGHT ADJUSTMENT

Frequency of lighting FEATURE on back-glass is adjusted by means of 3-point female plug attached to
SELECTION DISC on mechanism shelf and 3 related male jack-plugs. See FIG. 4.

FEATURE TOP ADJUSTMENT

When shipped, game is set for $50.00 (1000 replays) top Feature award. Top Feature award may be ad-
justed by means of the Screw-Nut-and-Insulator mounted on left coner of Feature Unit base-plate. Simply remove
Screw from base-plate and place in one of the three tapped holes in Feature Unit Ratchet, as explained in next
paragraph.

When Feature Unit is reset to starting position (5), staked portion of stud on ratchet is seen directly below the
ratchet shaft. Using staked portion of stud as starting point and counting in a COUNTER-CLOCKWISE DIRECTION,
place Screw in FIRST hole for $10.00 top, SECOND hole for $20.00 top, THIRD hole for $30.00 top.

Feature Unit may be operated from 1 to 45 top by covering 1 to 50 tape with 1 to 45 tape (furnished with each
game). Simply moisten gummed surface of 1 to 45 tape and apply to wheel so that 45 on 1 to 45 tape covers 50 on
1 to 50 tape. Numbers will then al line up properly.

FEATURE BUILD-UP ADJUSTMENT

Feature may be operated to step up 1 Feature Point ($1.00 or 20 replays) for each 400 or each 800 coins
played.

Adjustment plug is located on mechanism-sheli directly next to Feature Change-Over plug between Relay
Bank and Payout Counter.

When jack-plug is inserted in socket CLOSEST to index-pin, Feature build-up is 400-to-1. When jack-plug is
inserted in socket FARTHEST from index-pin, Feature build-up is 800-to-1.

FEATURE METER

Feature Meter is directly inside front door on mechanism-shelf. Meter registers each step-up on Feature
build-up, which steps up 1 point for each 400 or 800 coins played, depending on Feature Build-Up Adjustment.
Meter should be checked to determine amount to which location is entitled as reimbursement for Feature awards
paid. Subtract meter reading at previous collection from meter reading at present collection to find number of
points Feature Dial has stepped up since previous collection. Then subtract Feature points showing on Feature
Dial to find number of Feature points actually redeemed since previous collection.

FIG.4

FEATURE ADJUSTMENT

.00 _)

TOP RIGHT SIDE
OF
SELECTION DISC

USE ONE JACK ( CONSERVATIVE)

USE TWO JACKS (MEDIUM)

USE THREE JACKS (LIBERAL)

BLUE

00

J990550 1
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FEATURE “RIT” METER

If desired, an additional meter may be installed to record the number of times Feature is “hit.” Two ter-
minals with proper wires already connected are provided directly inside front door on mechanism-shelf. Simply
attach 17-VOLT meter to terminals. Meter may be purchased from distributor or factory. BE SURE TO SPECIFY
17-VOLT METER.

FEATURE STARTING SCORE

Feature starts at 5, steps up to 50 top. (See FEATURE TOP ADJUSTMENT and FEATURE BUILD-UP ADJUST-
MENT.)

When first placing game on location, operators often set Feature to a number several points above 5§ to
attract players.

REPLAY RESET BUTTON (CHAMPION)

Replays scored by players register on recorder at top center of back-glass. Player may play replays by
pressing button marked “replay” or merchant may redeem replays.

Replay Reset-Button is located at point indicated on FIG. 1 (left-hand side). Replay Reset Button is upper
button (lower button is Feature Reset Button).

When merchant redeems replays, merchant should reset Replay Score Recorder to zero by pushing Reset
Button.

REPLAY RECORDER TOP ADJUSTMENT

Replay Recorder is set at factory for 400-replay top, but may be set for 500-replay top by changing posi-
tion of SCREW PAINTED RED on Replay Recorder Unit.

Remove back-glass frame and swing insert forward (see instructions headed TO SERVICE BACK-BOX INSERT)
for easy access to red screw, which is on the side of Replay Recorder Unit on which Reset Coil is mounted, directly
next to screw mounting for light shield.

Turn ratchet one half step and, using a 4! in. (approximately) screw-driver, unscrew red screw and screw
into tapped hole directly above original red screw position. Recorder will then record up to 500 replays.

CAUTION

When changing from 500 top back to 400 top, first set Recorder to 399 OR LOWER and then replace red
screw in original (lower) tapped hole.

REMOTE CONTROL RESET

Replays may be reset by remote control, if desired. A 2-point terminal-strip is provided on the plug mount-
ing board in back of game. Operator may attach 2 wires to 2-point terminalstrip and lead wires to convenient
point in location and attach a push-button switch to opposite ends of the wires. Replay recorder may then be reset
by remote control.

REPLAY METER (CHAMPION)

Replay meter is directly inside front door on mechanism board. Collector should keep a record of meter
readings and meter should be checked to determine amount location should receive as reimbursement for replays
redeemed. Simply subtract reading of previous collection from reading of present collection to determine number
of replays redeemed since previous collection.

5-BALL PLAY (CHAMPION)

1. Raise glass frame. Note screw and small sliding-plate in back end of Skill Lane. Loosen (BUT DO NOT
REMOVE) screw.

2. Push sliding-plate toward back end of game, allowing brass rivet to spring up through metal plate in
bottom of Skill Lane.

3. Tighten screw again to hold sliding-plate in 5-Ball position.

4. Remove rubber bumper guarding entrance to Skill Lane and replace with gate fumished with machine.
(Holes for fastening gate are drilled in arch directly above Skill Lane.)

5. Place proper 5-Ball instruction cards on front arch and place a total of 5 balls in game.

CONFIDENTIAL - - DO NOT LEAVE INSTRUCTIONS IN GAME
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KEEPS SHOW LIT AFTER
/T /5 SPELLED OUT

KEEPS PLACE LIT
AFTER IT /S SPELLED

ovr

HORSESHOE NO.{

STEP-OFF CIRCUIT

WHEN 8715 LIT
IN PURSE

NOTE: WIPER IS5 NOT
SHOWN IN PICTURE

IT IS DIRECTLY BENEATH
SW/ITCHEBLADE.

HORSESHOE No.1
STEP-OFF CIRCUIT
WHEN 0”15 LIT

IN SHOW

-

KEEPS PURSE LIT AFTER
/T /5 SPELLED 0oUT

KEEPS WILD LIT AFTER
IT 1S SPELLED ouT

MULT/IPLE STEPS
ON WILD SECTION

LIGHTS INDIVIDUAL
LETTERS OF wito |
/| Porse, sHow, ETcC. |

CONTROL CIRCUIT
CLOSES AT " OoF
PURS E

GUARANTEED STEPS 70
w-/~L-D .

ALSO MAKES ALL HOLES

IN PLACE WILD

MAKES ALL HOLES IN
SHOW WILD
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PURSE WILD
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HORSESHOE NO./ AND NO.2
CONTROL C/IRCUITS

Q0DS ADVANCE
PROBABILITIES

EXTRA SELECT/ONS

s
mWM e

DOUBLE PAYOUTS

HORSESHOE NO. 2
ADVANTAGE S
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FTOP VIEW

CORRECT POS/7/0N OF FELFD WIRES
OV HORSE ~-SHOE L/SC.

-4 }/ / - END OF SHAFT

{1l e I

/ Y, =

_7__ I_}‘T__HTA
CORRECT POS/TION OF FEED WIRES
ON HORSE-SHOE D/SC.
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HORSESHOE NO./ CONTROL
CIRCUITS AT MEDIOM
AND HIGH 0ODOS

COMMON FEED
FOR WIN PAYOUTS

DOUBLE PAYOOT
c/RCUITS

REGCULAR PAYOUT
C/RCUITS

QOOLS ADPVANCE
C/IRCUIT

COMMON FEED
FOR PURSE
PAYOUTS

DOUBLE LIGHT CONTROL
AT HIGH 0DDS

ODPS ADVANCE _
CONTROL CIRCUIT =
THROUVGH REFLEX SWITCHES |

COMMON FEED FOR |
PLACE PAYOUTS |

LIGHTS 1,2 OR 4 |
LIGHT INL70RR
FEATURE ~

0DOS LIGHTS

COMMON FEED FOR
SHOW PAYOUTS
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CONTROLS ADVANCE

70 /160 000S

CONTROLS ADVANCE
70 /60 0005 (T0P)

CONTROLS ADVANCE
70 96 00DS

CONTROLS ADVANCE
70 64 00DS

CONTROLS ADVANCE
70 48 0005

CONTROLS ADVANCE
70 32 00OS

DOVBLE LIGHT
CONTROL AT MEDIOM
AND HIGH 0CODS

GUARANTEED
STEPS 70 24

CONTROLS ADVANCE
70 /2 0005

SELECT/ON
CONTROL

|conrroLs aovance

70 /6 0DDS

CONTROLS ADVANCE]
70 24 0005

~
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FIRST RELAY LISTED IS CLOSEST TO FRONT OF MECHANISM BOARD. S.P.D.T..SINGLE POLE DOUBLE THROW
SWI TCH WI RE
RELAY AND SWITCH CODE COLORS FUNCTION OF SWITCH
REPLAY RESET RELAY
Top Left Switch N.O. Gray Operates Control Unit Motor
Brown-Yellow
Bottom Left Switch ] R Brown=Yellow Normally completes circuit to Replay Reset Coil. When energized, directs
Blue-white circuit to Replay Meter.
White-Blue
Top Right Switch N.Cs White—Red Opens circuit to Start Relay when replays are automatically resetting.
Orange-White
Bottom Right Switch N.O. Green—Red Lock—in switch for Replay Reset Relay.
Green—white
ANTI=CHEAT RELAY
Top Left Switch N.Cs Gray Allows Shutter Motor to operate if Anti-Cheat Relay is de-energized.
Red White
Bottom Left Switch N.O. white Lock—in switch for Anti-Cheat Relay.
Black-Yellow
Top Right Switch NsCn Green—Red Resets replays if A.C. cord is pulled from outlet.
Green—White
Bottom Right Switch N.O. Red Opens 17-volt circuit when Anti-Cheat relay is de—-energized.
Brown
START RELAY
Top Left Switch N.O. White Operates Cam Index Coil; also in series with Feature Meter and Step-—up Coil.
Blue-Orange
Bottom Left Switch N.O. Red-white Operates Shutter Motor if Anti -Cheat Relay is de—energized.
Red-Black
Bottom Right Switch N.O. Black-Red Lock=in switch for Start Relay.
white—Red
Top Right Switch K.C Red-Black Safety for Odds Step—up.
Brown—-Red
HORSESHOE NO. 1 RELAY
Top Left Switch N.O. White—Green Lock—in switch for Horseshoe Relay No. 1.
Brown—-White
Bottom Left Switch S+ PaDLTe Green Normally feeds 17-volts to Odds—advance circuit and Selection Index Coil. When
Red energized feeds Horseshoe Relay and Button No.
Gray
Bottom Right Switch S.P.D.T.. | Black=Yellow Normally supplys power to flash—odds lights. When energized in series with
white-Blue switch on Horseshoe Relay No. 2a and double Payout Relay.
White—Green
Top Right Switch N.O. Red Lock-=in switch and safety for Horseshoe Relay No. 2b.
White=Yellow
HORSESHOE NO. 2a RELAY
Top Left Switch N.C Red—Green Shuts off Horseshoe No. 1 light.
Gray
Bottom Left Switch N.O Slate-Black Lock=in switch for Horseshoe Relay No. 2a.
Gray
Top Right Switch N.O. Red Feeds Purse-Scores-Win Relay and Show-Scores-Win Relay.
white—-Brown
Bottom Right Switch N.O. White—Green Feeds circuit to purse and show double lights, extra odds flash, odds advance
Green—Red lights and also Odds—Advance Relay.
HORSESHOE NO. 2b RELAY
Top Left Switch N.O. Orange-White shorts out show and purse 15 ohm resistor on double payouts.
Gray~Yellow
Bottom Left Switch S.P.0.0 Yellow—-Black Normally feeds power to Horseshoe Feature No. 1 on Horseshoe Disc. When
White=Yellow energized, acts as lock-in.
Green—Red
Top Right Switch G A A Black Shifts circuit for Wild Section advance through Horseshoe Disc, for Wild Section
Orange—Black advances with No. 2 Horseshoe Feature on.
Blue-Yellow
Bottom Right Switch S.PaD.Ts Orange Directs control circuits to Horseshoe Selection Relay for Horseshoe Features
Blue—0Orange No. 1 and No. 2.
white
ODDS ADVANCE RELAY
Left Switch N.O. Red-Yellow Completes circuit to 0dds Advance Step-Up Coil.
white-Red
Right Switch N.O. Gray Operates Control Unit Motor.
Brown-Yellow
EXTRA ODDS RELAY
Switch N.O. white—Red Operates 0dds Advance Step-Up Coil.
Black-=Yel low
SELECTION RELAY
Top Left Switch N.O. Yellow Operates Selection Index Coil if proper control circuits are closed.
Green—-White
Bottom Left Switch N.O. glue—Orange Completes circuit to Horseshoe Selection Relay, from Horseshoe Disc.
range
Right Switch N.O. Red-Black Operates Horseshoe Selection Relay when higher odds are obtained.
white
HORSESHOE SELECTION RELAY
Left Switch N.O Brown Operates Horseshoe Index Coil.
Yellow
Right Switch N.O. Gray Operates Centrol Unit Motor.
Brown-Yel low
NO. 3 SELECTION RELAY
Top Left switch N.O. Orange—Red Lock=in switch for No. 3 Selection Relay.
Blue—White
Bottom Left Switch N.O, Red Operates Selection Relay.
Yellow
£
Right Switch N.O. Red Lights No. 3 Selection Light.
Yellow—Black
NO. ¥ SELECTION RELAY
Top Left switch N.O. Red Lights No. % Selection Light.
Green—Red
Bottom Left Switch N.O. Red Operates Selection Relay.
Yellow
Right switch N.O White Lock~in switch for No. ¥ Selection Relay.
Blue-white
NO. 5 SELECTION RELAY
Top Left Switch N.O Red—Green Lock—=in switch for No. 5 Selection Relay.
Blue-white
Bottom Left Switch NLO . Red Operates Selection Relay.
Yellow
Right Switch N.O. Red Lights No. 5 Selection Light.
white-Red
PURSE-SCORES-WIN RELAY
Top Left Switch N.O. Green Additional Horseshoe selection control.
Brown-white
Bottom Left Switch N.O. White Lock—in for Purse-Scores-Win Relay.
white—Brown
Top Right Switch N.O. Gray-Yellow Additional control for Horseshoe No. 1.
Brown
Bottom Right Switch N.O. Green Converts purse payout to win.
Yellow-Red b
SHOW-SCORES-WIN RELAY
Top Left Switch N.O. Red—Green Additional Horseshoe selection control.
Brown-=white
Bottom Left Switch N.O. white-Brown Lock=in for Show-Scores-Win Relay.
Yellow—Red
Top Right Switch N.O. g{own Additional control for Horseshoe Selection Relay.
ack
Bottom Right Switch N.O. Green Converts show payout to win.
White=Yellow
WILD SECTION RUN RELAY
Top Left Switch N.O. white-Red Pulls Wild Section Step Relay (in back box) when 12-tooth Pulse Cam closes.
Blue-Yel low
Bottom Left Switch N.O. Gray Operates Control Unit Motor.
Brown—-Yellow
Right Switch N.O. Y$llow—81ack Lock-in for Wild Section Relay No. 1.
Blue
PAYOUT RELAY
Center Switch N.O. White-Blue Energizes Payout Cam Index Coil also in series with Payout Cams.
Red—Green
DOUBLE PAYOUT RELAY
Left Switch N.O. Green—Red Lock—in switch for Double Payout Relay.
Orange—Red
Right Switch N-C. Green—Yellow Opens circuit of 16-tooth Payout Cam.

Brown—-white
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TOP RIGHT
-TOP LEFT

BOTTOM RIGHT

BOYTOM LEFT

: KENTUCKY cone
2 NiColansnsimasanesnas NORMALLY CLOSED
2y "lOllll.lll.l‘llIQIINORMALLY OPEN
(E: RELA' c“AnT - “.B.Bllll!ll.lllMAKE BEFORE BREAK
Ii FIRST RELAY LISTED IS CLOSEST TO FRONT OF MECHANISM BOARD. S.P.D.T..SINGLE POLE DOUBLE THROW
S
o
° RELAY AND SWITCH SWITCH WIRE FUNCT
CODE COLORS CTION OF SWITCH
TOKEN RELAY
Top Left Switch N.O. Brown-White Completes circuit from Payout Counter Step-Up Coil through 0Odds Disc to
Green—-Yellow 8-Tooth Payout Cams.
Bottom Left Switch N.O. Green-White Completes circuit to closed at 39 step switch on Payout Counter Unit to
Black-White Token Unit.
Bottom Right Switch N.O. Red—Green Energizes Payout Cam Index Coil, also in series with Payout Cams.
White-Blue

ANTI-CHEAT RELAY

Top Left Switch RaCs Gray Allows Shutter Motor to operate if Anti—-Cheat Relay is de-energized.
Red-White
Bottom Left Switch N.O. White Lock-in switch for Anti-Cheat Relay.
Black-Yellow
Top Right Switch N.O. White-Brown Completes circuit to ABCD Disc.
Yellow-Black
Bottom Right Switch N.O. Sea Opens 17-volt circuit when Anti-Cheat relay is de—énergized.
rown

START RELAY

Top Left Switch N.O. White Operates Cam Index Coil; also in series with Feature Meter and Step-Up Coil.
Blue-Orange
Bottom Left Switch N.O. Red-White Operates Shutter Motor if Anti—Cheat Relay is de-energized.
Red-Black
Bottom Right Switch N.O. Black-Red Lock-in switch for Start Relay.
White—Red
Top Right Switch N:iCe Red-Black Safety for 0dds Step-Up.
Brown—Red

HORSESHOE NO. 1 RELAY

Top Left Switch N.O. White-Green Lock-in switch for Horseshoe Relay No. 1.
Brown-White

Bottom Left Switch S.P.D.T. Green Normally feeds 17-volts to Odds-advance circuit and Selection Index Coil. When
Red energized feeds Horseshoe Relay and Button No. 2.
Gray

Bottom Right Switch $.P.D. T Black-Yellow Normally supplys power to flash-odds 1ights. When energized in series with
White-Blue switch on Horseshoe Relay No. 2a and double Payout Relay.
White-Green

Top Right Switch N.O. Red Lock—in switch and safety for Horseshoe Relay No. 2b.

White-Yellow

HORSESHOE NO. 2a RELAY

Top Left Switch N.C. ged—Green Shuts off Horseshoe No. 1 light.
ray

Bottom Left Switch N.0. Slate-Black Lock-in switch for Horseshoe Relay No. 2a.

i Gray
Top Right Switch N.O. Red Feeds Purse-Scores-Win Relay and Show-Scores-Win Relay.

. White-Brown
Bottom Right Switch N.O. White-Green Feeds circuit to purse and show double lights, extra odds flash, odds advance
Green—Red lights and also Odds—Advance Relay.

HORSESHOE NO. 2b RELAY

Top Left Switch N.O. Orange-White Shorts out show and purse 15 ohm resistor on double payouts.
Gray-Yellow

Bottom Left Switch SaPa DT Yellow-Black Normally feeds power to Horseshoe Feature No. 1 on Horseshoe Disc. When
White-Yellow energized, acts as lock-in.
Green—Red
Top Right Switch S5 PADET: Black Shifts circuit for Wild Section advance through Rorseshoe Disc, for Wild Section
Orange-Black advances with No. 2 Horseshoe Feature on.
Blue-Yellow
Bottom Right Switch SeiP=DaTia Orange Directs control circuits to Horseshoe Selection Relay for Horseshoe Features
Blue-Orange No. 1 and No. 2.
White =

0DDS ADVANCE RELAY

Top Left Switch N.O. Blue-Orange Completes circuit from Reflex Switches No. 3 and No. 5 parallel with Control Unit
White-Brown switch to open on fifth step switch on ABCD Unit.

Bottom Left Switch N.O. Red-Yellow Completes circuit to 0dds Advance Step-Up Coil.
White-Red 3

Right Switch 7 NeQs Gray Operates Control Unit Motor

Brown—Yellow

EXTRA ODDS RELAY

Switch N.O. White—Red Operates 0Odds Advance Step-Up Coil.
Black-Yellow

SELECTION RELAY

Top Left Switch N.O. Yellow Operates Selection Index Coil if proper control circuits are closed.
Green-White

Bottom Left Switch N.O. Blue-Orange Completes circuit to Horseshoe Selection Relay, from Horseshoe Disc.
Orange

Right Switch N.O. Red-Black Operates Horseshoe Selection Relay when higher odds are obtained.
White

HORSESHOE SELECTION RELAY -

Left Switch N.O. Brown Operates Horseshoe Index Coil.
Yellow

Right Switch N.O. Operates Control Unit Motor.

Gray
Brown—Yellow

NO. 3 SELECTION RELAY

Top Left Switch N.O. Orange-Red Lock-in switch for No. 3 Selection Relay.
Blue-White

Bottom Left Switch N.O. Red Operates Selection Relay.
Yellow

Right Switch N.O. Red Lights No. 3 Selection Light.

Yellow-Black

NO. ¥ SELECTION RELAY

Top Left Switch N.O. Red Lights No. 4 Selection Light.
Green—Red

Bottom Left Switch N.O. Red Operates Selection Relay.
Yellow

Right Switch N. 0. White Lock—in switch for No. 4 Selection Relay.
Blue-White

NO. 5 SELECTION RELAY

Top Left Switch N.O. Red—Green Lock-in switch for No. 5 Selection Relay.
Blue-White

Bottom Left Switch N.O. Red Operates Selection Relay.
Yellow

Right Switch N.O. Red Lights No. 5 Selection Light.
white-Red

PURSE-SCORES-WIN RELAY

Top Left Switch N.O. Green Additional Horseshoe Selection Control.
Brown-White

Bottom Left Switch N.O. white Lock-in for Purse-Scores-Win Relay.
White—Brown
Top Right Switch N.O. Gray-Yellow Aaditional control for Horseshoe No. 1.
Brown
Bottom Right Switch S0 Ts Yellow-Brown Completes circuit to Purse payout. When energized completes circuit to
; Yellow-Red Win payout.
Green

SHOW-SCORES-WIN RELAY

Top Left Switch N.O. Red-Green Additional Horseshoe Selection Control.
Brown-White

Bottom Left Switch N.O. White-Brown Lock-in for Show-Scores-Win Relay.
Yellow-Red
Top Right Switch N.O. Brown Additional control for Horseshoe Selection Relay.
Black
Bottom Right Switch S.P.D.T. White-Brown Completes circuit to Show payout. When enefgized completes circuit to
White-Yellow Win payout.
Green

WILD SECTION RUN RELAY

Top Left Switch N.O. White—Red Pulls Wild Section Step Relay (in back box) when 12-tooth Pulse Cam closes.
Blue-Yellow =

Bottom Left Switch N.O. Gray Operates Control Unit Motor.
Brown-Yellow

Right Switch N.O. Y?llow-Black Lock—in for Wild Section Relay No. 1.
Blue

PAYOUT RELAY

Center Switch N.O. White-Blue Energizes Payout Cam Index Coil also in series with Payout Cams.
Red-Green
DOUBLE PAYOUT RELAY
Top Left Switch N.C- Green-Yellow Opens circuit of 8-tooth Payout Cams.
Brown-white
Bottom Left Switch N.O. Green—Red Lock-in switch for double Payout Relay.
Orange-Red
Top Right Switch N.C. Orange-Black Completes circuit from Odds Disc to open at 40 switch on Payout Counter.
Blue-Orange
o] Bottom Left Switch N. 0. white-Orange Completes circuit to 10 Ohm resistor.
4 Green-Yellow
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CONTROL UNIT SWITCHES CODE WIRE COLORS FUNCTION OF SWITCHES
12 Tooth N.O. White—Red Wild Section Advance
Pulse Switch A Yellow—Black
12 Tooth N.O. white-Blue Resets replays when replay reset button is pushed.
Pulse Switch B Green-White
12 Tooth N.O. Black-Yellow Advances odds step up coil when odds advance is made.
Pulse Switch ¢C Red-Yellow
3 Blue-White
Drag Cam Switch SR SDE TS $1??k-White Energizes horseshoe index, steps up #400:1 and flashes feature lite.
ellow
. Red-Green
Cam Switch 1a SePL Dl R?d—White opens payout circuit, and tilts game if ball is in hole during cycle.
Blue
Red-Green
Cam Switch 2a S.P.D.T. | Black- {e]low Feature circuit safety switch during cycle of control unit.
Gray—-Black
Cam Switch 3c N.C. White opens start relay lock in circuit, coin lock magnet circuit and horseshoe button No. 1
. Black—Red circuit during cycle of control unlt
Cam Switch 2a N.O. Yellow-Red Operate selection index coil.
Green
. White-Blue
Cam Switch 2b S.P.D.T. | Red Pulls in horseshoe No. 2b relay, completes circuit to horseshoe disc.
White—Brown
Cam Switch 2c N.O. Brown Operates 400:1 unit, feature flash and horseshoe index.
Black—White
cam Switch 3a S.P.D.T gig—Ye11ow Safety switch for horseshoe button No. 2 during cycle of control unit. Feeds step off
it il Redy wiper during spin.
Cam Switch 3b N.C. Blac k—Red safety for horseshoe No. 1 button.
Qorange—Green
Cam Switch 3c N.C. Red-Black Safety switch for odds advance circuit.
A Black—Wwhite
Cam Switch 4a N0 White Subtracts replays, resets payout counter and ABCD unit. Operates odds control follow
a Brown-Yellow coil. :
Cam Switch 4b N.O. Ye]]ow-?lack Pulses wild section step relay No. 1 which in turn operates wild section step up.
Green—Black
Alternator Cam N.O. Green—Red Additional horseshoe control 50% of the time.
Switch 5a Brown
Alternator Cam N.O. White—Blue Additional selection control 50% of the time at 24 odds.
Switch 5b Yellow
Alternator Cam Orange—Red ey
Switch 5¢ S.P.D.T. | Brown-White carries No. 3, No. 4, selection circuit spotting depending on position of cam.
white
Alternator Cam N.O. Blue-White 1 in 400 to 1 in 800 control for feature build up.
Switch 5d Blue—-0Orange
ATternator Cam N.O. Brown Horseshoe control circuit.
Switch 6a Green
Alternator Cam N.O. Black-YelTlow Operates coin divider (Kentucky only)
Switch 6b Orange—Green ;
Alternator Cam Red
Switch 6c S.P.D.T. | orange-Black Alternates L and R circuit.
Brown—-white -
Alternator Cam N. 0% Black-white 0dds advance control 50% of the time.
Switch éd st Orange—White
Payout Cam N.O. Red-Green Operates payout counter on 96-160 and 160 double payouts.
Switch No. 1 Green-White
Payout Cam N.O. Red-Green Operates payout counter on 96-160 and 160 payouts. Operates payouil counter on 48 and
Switch No. 2 Orange—white 64 double payouts.
Payout Cam N.O. Red-Green Operates payout counter on %8 and 6% payouts. Operates payout counter on 8, 12, 16, 2%
Switch No. 3 Blue—White and 32 double payouts.
Payout Cam N.O. Red—Green Operates payout counter on 8, 12, 16, 24 and 32 payouts. Also operates replay step up
Switch No. 4 Yellow—Black and reflex payout magnet. .
Switch "A" Mounted N.O. Black Pulses wild section step relay when horseshoe No. 2 is on.
on Angle Cam 4 Red-Green i
Switch "B" Mounted N.O. Black—Red Pulses extra odds step relay when horseshoe No. 2 is on.
on Angle Cam 4 Blue—0Orange
Switch "C" Mounted N.O. Gray—-Red Trips out fan relay on 5th step of A.B.C.D. unit.
on Angle Cam 4 White—Red
Switch "D" Mounted N.O. YeTTow—-BTlack Pulls in No. 3, No. 4%, or No. 5 selections, also wild section run relay.
on _Angle Cam A4 Blue . : :
Cam |ndex Ns 0% Green-White Will register feature hits if meter is installed (see general instructions on feature
Switch A White—Green hits).
Cam |ndex N.O. Gray Operates control unit motor.
Switch B Brown-Yellow - . L
Payout I|ndex N.C. Yellow Opens start circult during payout.
Switch A Orange-White
Payout Index N.O. Gray Operates control unit motor.
Switch B Brown-Yellow
Selection Index N.O. Gray Operates control unit motor.
Switch Brown-Yellow
Horseshoe N.O. Blue Flashes extra selection, all selection win to purse, and win to show Tites.
Index Switch "A" Red-white i
Horseshoe N.OQ. Yellow-Black Flashes extra odds lite.
Index Switch "B" Blue
Gear 1:3 A N.O. YeTTow Horseshoe control circuit.
Brown . -
Brown-white completes circuit to alternator cam No. 5c from 400:1 unit 1:20 switch, completes circuit
Gear 1:3 B S.P.D.T. | Gray-=Yellow to No. 5 selection relay.
Red—-Green r " .
Gear 1:3 C N.O. white Breaks circuit to odds advance relay, parallel with reflex unit switches.
White-Yellow - : -
Gear 1:3 A N.C. Black-white Breaks circuit from horseshoe disc. to purse scores win relay and lite, if adjustment
Yellow—Red plug is out. ’ _ } .
Gear 1:3 B N.C. Orange-white Breaks circuit from horseshoe disc. to show scores win relay and lite, if adjustment plug
White is out.
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©
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CHAMPION, XENTUCKY

CHECK-LIST OF CCNTROL~CIRCUIT TESTS

This check-list provides a simple procedure for checking play-features
and related control-circuits in CHAMPION and KENTUCKY gemes. Whenever
operator or service-mun desires, he may meke the following tests to be
sure that game is correct as far as play-features and award-level is
concerned,

HORSE-SELECTION TESTS

The purpose of these tests is to prove out the circuits to Selection Index
Coil and to be sure that Coil operates at successive stages of geme as
played,

TEST NO. 1 -- (A) Operate game by depositing coin or pressing Start Relay.
Do not raise ball or place ball on Ball Switch.

(B) Operate 400-to-1 Unit by hand until Retchet Switch with GREEN WIRE
end YELLOW WIRE is OPEN.

(C) Turn Selection Disc by hand until Selection Relay energizes.

(D) Operate 400-to-l Unit by hand, stepping Unit one position so that
Ratchet Switch with GREEN WIRE and YELLOW WIRE is CLOSED.

RESULT: Selection Index Coil should energize.

TEST NO. 2 -- (A) Repeat procedures (A), (B), (C) of Test No. 1 (DO NoT
CLOSE RATCHET SWITCH WITHE GREEN WIRE AND YELLOW WIRE.)

(B) Open Alternator Cam Switch No. 5b (with Yellow Wire and White-Blue
Wire).

(C) Advance 0dds Unit by hand to 24-0dds.
(D) Operate Odds Follower Coil once.

(E) Close Alternastor Cam Switch No. 5b.
RESULT: Selection Index Coil should energize.

NOmE -~ The same circuit effective at 24-0dds is also effective at 32-0dds
and - 48-0dds,
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TEST NO. 3 =-- (A) Repea’ procedures (A), (B), and (C) of Test No. 1.

(B) Open Alternator Cam Switch No. 5b (with Yellow Wire and White-Blue
Wire).

(C) Advance 0dds Unit by hend to 64-0dds.

(D) Operate 0dds Follower Coil once.

RESULT: Selection Index Coil should energize.

TEST NO. 4 -- (4) Set Horse Selection Disc to any position at which
Selection Relay is NOT energized.

(B) Push in No. 3 Selection Relay by hend.

RESULT: Selection Index Coil should energize.

TEST NO. 4A -- (A) Repeat procedure (A) of Test No. 4.

(B) Push in No, 4 Selection Relay by hand,
RESULT: Selection Index Coil should energize.

TEST NO. 4B == (A) Repeat procedure {A) of Test No. 4.

(B) Push in No. 5 Selection Coil by hand.

RESULT: Selection Index Coil should energize.

TEST NO. 4C -- (A) Repeat procedures (4), (B) of Test Wo. 4B (Selection
Indax Coil should energize).

(B) Advence A-B-C-D Unit to fifth step by operating Test Switch next to

Payout Counter (with White Wire and Red-Tellow Wire).

RESULT: Circuit to Selection Index Coil should break.
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HORSE-SHOE SELECTION RELAY TESTS

(WHEN NO. 1 HORSE-SHOE IS PLAYED)

PREPARATION -- (A) Connect clip wire between Red Wire and Grey Wire on
Cem Switch No. 3.

(B) Operate game by depositing coin or pressing Start Relay. Do not
raise ball or place ball on Ball-Switch.

(C) Push No. 1 Horse-Shoe Button,

NOTE -- In the following tests ZERO button is TOP CENTER BUTTON IN OUTSIDE
ROW on Horse-Shoe Disc. Button to right of Zero button (as operator faces
wiring side of Disc) is No. 1 button. Button to right of No. 1 button is
No. 2 button. Buttons continue numerically around disc in clockwise
direction to No. 49 button, which is button to left of Zero button.

To set wipers to zero position, set wiper PAINTED RED to point to Zero
button; all other wipers will then be on proper relative position. To

set wipers to THIRD position, for example, set wiper PAINTED RED to

point to No, 3 button; all other wipers will then be on proper relative
position,

TEST NO. 1 -~ (A) Set Horse-Shoe Wipers to ZERO position.

(B) Close Selection Relay.

RESULT: Horse-Shoe Selection Relay should energize momentarily.

TEST NO. 2 -~ (A) Reset Wild Section Unit %o starting point (W only of

WILD 1it).

(B) Set Horse-Shoe Wipers to 16th position.
(C) Comnect clip wire from any point of frame of Control Unit to GREY-
RED WIRE on Cem Switch No., 4 (angle-mounted switech).

RESULT: (A) Horse-Shoe Selection Relay should energize momentarily AND
Fen Relay should trip.

TEST NO, 3 -- (A) Reset Fan Relay by pushing Shutter-Beard.

(B) sSet Horse-Shoe Wipers to 3rd position.

(¢) Operate 0dds Unit by hand to 48-0dds.

RESULT: Horse-Shoe Selection Relay should energize momentarily.
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NOTE -- Repeat Test No. 3, operating Odds Unit to 64-0Odds, 96-0Odds and
160«0dds. In each case Horse-Shoe Selection Relay should energize
momentarily,

TEST NO, 4 -- (A) Reset 0dds Unit to 8-0dds,
(B) Set Horse-Shoe Wipers to 28th position. °

(C) Operete Odds Unit by hand to 96-0dds.
RESULT: Horse-Shoe Selection Relay should energize momentarily.

NOTE -- Repeat Test No. 4, opersting Odds Unit to 160-0dds. Horse-Shoe
Selection Relay should energize momentarily.

TEST NC. 5 =~ (A) Set 0dds Unit to 8-Cdds,
(B) See that Selection Relay is HOT energized.
(C) Set Horse-Shoe Wipers to 43rd position.

(D) Advance Wild Section Unit by hand to S of PURSE.

RESULT: Horse-Shoe Selection Relay should energize momentarily AND Wild
Section Unit should advance to S oif PURSE.

TEST No. 6 -- (A) Set Horse-Shoe Wipers to 16th position.

(B) Advance Wild Section Unit toc O of SHOW,

RESULT: Horse-3hoe Selection Relay should energize momentarily.

HORSE-SHOE SEIECTION RELAY TESTS

(WHEN MO. 2 HORSE-SHOT IS PLAYED)

PREPARATION -~ (A) Counnect clip wire between Red Wire and Grey Wire on
Cam Switch No. 3.

(B) Operate geme by depositing ecoin or pressing Start Relay. RAISE BALL
OR PLACE BALL ON BALL-SWITCH.

(c) Push No. 1 Horse-Shoe Button and operste game sgain by depositing eccin
or pressing Start Relay.

(D) Push No. 2 Horse-Shoe Button and operate geme again by depositing coin
or pressing Start Releay. 220



TEST NO. 1 == (A) Set Horse-Shoe Wipers to FIRST position.
(B) Advance Wild Section Unit to E of PURSE.
(C) Operate Odds Unit to 96-0dds.

(D) Operate 0Odds Follower Coil once.
RESULT: Horse-Shoe Selection Relay should energize momentarily.

NOTE =-- Repeat Test No. 1, opefating 0dds Unit to 160-0dds. Horse-Shoe
Selection Relay should energize momentarily.

TEST NO. 2 -- (A) Set Horse-Shoe Wipers to lst position.

(B) Operate Odds Unit to 8-0dds.

(c) Open Gear Cem Switch with Yellow Wire and Brown Wire.

(D) Open Alternator Switch No. 6a (with Green Wire and Brown Wire).

(E) Plug male adjustment pinug with Red-Black Wire (located to right of
Control Unit) into Yellow Wirs sccket only.

(F) Close Gear Cem Switch with Yellow Wire and Brown Wire.

(G) Close Purse Scores Win Relay.

RESULT: Horse-Shoe Selection Relay should energize momentarily.

TEST NO. 2A -- (A) Repeat procedures (A), (B), (C) of Test No., 2.

(B) Plug male adjustment plug with Red-Black Wire (located to right of
Control Unit) into Green Wire socket only.

(C) Close Alternator Cem Switch No. 6a (with Green Wire and Brown Wire).

(D) Close Show Scores Win Relay.
RESULT: Horse-Shoe Selection Relay should energize momentarily.

TEST NO. 3 -- (A) Set Horse-Shoe Wipers at lst position.
(B) Open Gear Cam Switch with Yellow Wire and Browm Wire.
(C) Close Show Scores Win Relay.
(D) Operate 0dds Unit to 96-0dds.

RESULT: Horse-Shoe Selection Relay should energize momentarily.
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NOTE -- Repeat Test No. 3, operating Odds Unit to 160-0dds. Horse=-Shoe

Selection Relay should energize momentarily.

TEST NO. 4 -- (A) Set Horse-Shoe Wipers to 6th position.
(B) Close Purse Scores Win Relay,

(C) Operate 0dds Unit to 96-0dds.
RESULT: Horse-Shoe Selection Relay should energize momentarily.

TEST NO. 5 == (A) Repeat procedures (A), (B) of Test No. 4.
(B) Set 0dds Disc and Odds Féllower by hand to 48-0dds.

(C) Close Selection Reley.

RESULT: Horse-Shoe Selection Relay should energize momenterily.

222









	Champion and Kentucky BLY manual p207 - 558
	Champion and Kentucky BLY manual p208 - 534
	Champion and Kentucky BLY manual p209 - 535
	Champion and Kentucky BLY manual p210 - 536
	Champion and Kentucky BLY manual p211 - 537
	Champion and Kentucky BLY manual p212 - 538
	Champion and Kentucky BLY manual p212A - 551
	Champion and Kentucky BLY manual p213 - 540
	Champion and Kentucky BLY manual p214 - 541
	Champion and Kentucky BLY manual p214A - 542
	Champion and Kentucky BLY manual p214B - 543
	Champion and Kentucky BLY manual p214C - 544
	Champion and Kentucky BLY manual p214D - 545
	Champion and Kentucky BLY manual p214E - 546
	Champion and Kentucky BLY manual p214E backside - 547
	Champion and Kentucky BLY manual p215
	Champion and Kentucky BLY manual p215A
	Champion and Kentucky BLY manual p216
	Champion and Kentucky BLY manual p217 - 552
	Champion and Kentucky BLY manual p218 - 553
	Champion and Kentucky BLY manual p219 - 554
	Champion and Kentucky BLY manual p220 - 555
	Champion and Kentucky BLY manual p221 - 556
	Champion and Kentucky BLY manual p222 - 557
	Champion and Kentucky BLY manual p298 inside back cover - 550
	Champion and Kentucky BLY manual p299 back cover - 549

