TV-BASEBALL
SERVICE HINTS ]

@ BASE BUMNING ANINATION UNIT

A. ZERD POSITION IS ON CAM #2 (SECOND CANM FROM UNIT) AT SECTION *A* (SOTTOM OF UNIT).

THE FIRST SET OF CONTACTS AT SEC. A, CAN #2 RETURNS THE UNIT TO ZERO POSITION
ONCE IT IS RUNNING. ANY TARGET OR BLEACHER MIT ENERGIZES THE ANINATION NOTOR RELAY
WKICH, IN TURN, STARTS TRE UNIT RUNNING.

IF_UNIT WON'T OPERATE - EVEN THOUGH MOTOR IS BEING ENERGIZED - CHECK THE CORK
CLUTCH TO SEE IF 17 1S STUCK TO BOTH DISCS. 1T SHOULD BE AGLE TO SLIP ON LARGER

DIsC.

IF MEN STOP BETWEEN BASES - THE CLUTCH MAY NOT BE TIGHT ENOUSH THUS ALLOWING THE
LARGER DISC TO RESITATE BEFORE STARTING 17S CYCLE, CAUSING IT TO BE OUT-OF-TINE
WITH THE MOTOR RUN CAN, (T0 CORRECT TIGHTEN CLUTCH SPRING).

IF UNIT FAILS TO PUT NAN *AT BAT* - THE *AT BAT* COIL LOCATED AT THE TOP OF THE
BASE RUNNING UNIT ISN'T BEING ENERGIZED OR 1S NOT FUNCTIONING PROPERLY. IT IS
ENERGIZED BY CAM #3 AT SECTION *A* (FIRST SET OF CONTACTS).

If MEN RUN PAST HOME AND REMAIN ON BASE - TWE SPRING LOADED FINGERS ABOVE
PRINTED CIRCUIT BOARD ARE NOT BEING LIFTED FROM TME DISC BY THE METAL LIFT
AS THEY APPROACH HOME POSITION.

If MEN RUN ONLY TO 1ST. BASE ON WITS OTRER TWAN *SINGLE® - THAT PARTICULAR
HIT RELAY IS NOT LOCKING IN TO HOLD TME ~CLUTCK COIL® THE LENGTH OF TINE
NECESSARY TO REACH THE PROPER BASE.

THEIR LOCK CIRCUITS ORIGINATE ON THE CANS AT:
SINGLE (SEC. C- CAN-1 S¥W._A)
DOUBLE (SEC. D- CAN-] SV, &)
TRIPLE (SEC. A- CAN-]1 S¥W_ 1)
HOME RUN (SEC. 8- CAN-] SV L)

(2)) scone omoms

A

IF DRUMS WON'T STOP RESETTING AT SYART OF GAWE - THE TOP SEV OF CONTACTS ON
THE DRUM UNIT MAY NOT BE OPENING AT ZERO POSITION. THIS WILL WEEP TRE RESE]
CONTROL RELAY ENERGIZED AND WILL NOT LET THE G-SLIDE BANK RESET.

IF ONE ORUM FAILS TO TRANSFER 1TS SCORE 70 I7S COMPANION DRUN OR 10 175 100 RELAY
THE BOTTON SET OF CONTACTS ON THE ORUN UNIT WAY NOT BE CLOSING IN THE STH. POSITION
OF THE ORUM. OR A SET OF FINGERS ON TWE PLAYER CONTROL UNIT MAY NOT 22 MAKING

600D CONTACT TO THE DISC.




@ PITCHING UNIT
%

IF PITCHING UNIT FAILS TO PITCH BALL - THE RETUANING BALL FAILED TO RELEASE THE
PITCH RELAY. (TME GANE WAS A *BAT TIMER* UNIT LOCATED ON THE BOTTOM SIDE OF THE
PLAYFIELD THAT WILL AUTOMATICALLY RELEASE THE PITCH RELAY EVERY 15 SECONDS IN
EVENT THIS SITUATION SHOULD OCCUR). IF UNIT STILL FAILS TO PITCH BALL - CHECK
BALL RETURN TROUGES FOR ANY OBSTRUCTIONS TRAT WAY PREVENT THE BALL FRON
ENTERING THE PITCHING MECHANISH.

BOTH THE SCORE WOTOR UNIT AND THE BASE RUNNING ANIMATION UNIT WUST BE AT ZERQ
POSITIONS IN ORDER FOR THE PITCH CIRCUIT TO OPERATE. CMECK CONTACT ON THE SCORE
MOTOR UNIT AT SEC.A-CAN-1-SW.C AND ON THE ANIMATION UNIT AT SEC.A-CAN-2.5V.B.

@ TARGETS AND BLEACHERS

A. IF PLAYER HITS TARGEY AND THE MEN ®UN BUT THE LETTER BELOW TARGET DOESN'T LIGHT -
THE TOP CONTACT OF THE TRIPLE SET OF CONTACTS ABOVE THE TARGET MAY BE FAULTY CR
NOT WAKING CONTACT. THIS CONTACT S®OULD DROP-0UT THE PROPER RELAY ON THE CANCEL

SLIDE SANK ON THE BACK DOOR.

B. IF PLAYER WITS TARGET AND AN OUT ALSO REGISTERS - THE OUT CONTROL RELAY LOCATED
ON THE BOTTCM OF THE PLAYFIELD IS NOT BEING ENERGIZED AFTER THE TARGET IS HIT, OR
ITS *BREAK" CONTACTS ARE NOT OPENING WHEN ENERGIZED. A WIT TARGET ENERGIZES THE

ANIMATION WOTOR RELAY WHICH, IN TURN, ENERGIZES TWE ~QUT- CONTROL RELAY,

C. IF PLAYER WAKES A BLEACHER HOME RUN AND THE MEN RUN 3UT THE LIGHT FOR THAT
BLEACHER DOESN'T COME ON - CHECK THE TRIPLE SET OF CONTACTS BENEATH THE

BLEACSER HOLES. ALSO CHECK THE CONTACTS ON THE OUT CONTROL RELAY ON THE BOTTON
OF THE PLAYFIELD. THE GREY AND GREY-WHITE WIRES SHOULD SREAK WHEN THE RELAY 1§

ENERGIZED TO PREVENT THE COILS ON THE INTERLOCKING RELAYS FROW OVERHEATING

SHOULD A BALL BECOMES STUCK IN ONE OF THE WOLES,

NOTE: WHEN CHECKING THE CONTACTS BENEATH THE SLEACHER HOLES, THE CUT CONTROL
RELAY MUST BE RELEASED AFTER EACH CWECK, OR THE GREY AND GREY-WHITE
CIRCUIT WILL BE BROKEN. THIS CAN BE DONE BY PRESSING A PITCH BUTTON
AFTER EACH CHECK.

D. |F ALL BLEACHERS ARE LIT BUT PLAYER DODESN'T GET KIS EXTRA RUNS - CHECK THE CONTACTS
ON EACH OF THE BLEACHER MOME RUN INTERLOCKING RELAYS LOCATED ON THE BOTTON OF Tt
PLAYFIELD. A SERIES CIRCUIT THRU TRESE CONTACTS SHOULD ENERGIZE THE BLEACWER EXTRA
RUNS RELAY LOCATED NEXT TO THESE INTERLOCKS, CONTACTS ON THIS RELAY PERNIT Tt
EXTRA RUNS TO SCORE,

€. IF ALL SLEACHMERS ARE LIT BUT DO NOT GO OFF AFTER THE PLAY IS COWPLETED - FOLLOW
TRE SAME PROCEDURE AS ABOVE (D.) CONTACTS ON THE OQUT CONTROL RELAY ALSO PERWIT
THE INTERLOCKING RELAYS TO BE RELEASED.

@ PLAYFIELD
L. IF BALL SHOULD HIT THE TOP GLASS WHEN SHOT UP RAMP ON PLAYFIELD - REDUCE TME

CURVATURE OF THE RAMP SLIGHTLY BY PULLING UP.




TV-BASEBALL
FEATURE -~ ADJUSTMENTS

STAR STAR BLEACKER
APPEARANCE VALUE vALUE
10). 80 A0),
ol © ¥ [ O)
MORE H4o [ wus —fo |10 fuws
LESS CANCEL OUT 20 RUNS
(o_ o) b_&!mv (1) 30 RUNS
K9, O

(LOCATED ON BACK DOOR-BENEATH 7-SLIDE SANK
STAR APPEARANCE AD).

THE STAR WILL LIGHT-UP:
B TINES OUT OF 50 WHEN PLUGGED IN-MORE.
2 TIMES OUT OF 50 WHEN PLUGGED IN-LESS.
THE STAR WILL NOT APPEAR AT ALL UNTIL ONE OUT IS WADE.

(FACTORY ADJ, FOR *MORE*)

STAR VALUE ADJ.

IF THE TARGET HOME RUN IS HIT WHEN THE STAR IS LIT, THE PLAYER CAN BE AWARDED-10 RUNS,
A CANCELLED OUT, OR A REPLAY. (FACTORY AD). IS FOR 10 RUNS),

BLEACHER VALUE AD). - (WOLD OVER FEATURE)

WHEN PLAYER LIGHMTS ALL THREE SLEACHERS, ME CAN BE AWARDED 10, 20 OR 30 EXTRA RUNS.

DNCE A BLEACHER 1S LIT, 17 REMAINS LIT UNTIL ALL THREE BLEACHERS ARE MADE. TWEN

THE EXTRA RUNS ASE GIVEN AND THEY GO OFF, THEY DO NOT RESET AT 3 OUTS. OR GAME OVER,
) . nd, PLAYER OR NEXT GAME.

T UTU
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H1-SCORE ADJUSTMENT
AWARDS PLAYER ONE REPLAY EACH TIME HME REACHES EACM SCORE THAT IS PLUGGED-IN.
(LOCATED ON BACKRACK ABOVE BASE RUNNING ANIMATION UNIT)




TV-BASEBALL
FEATURE - ADJUSTMENTS

WATCH ADJUSTMENT
5 WHEN WATCH ADJ. 15 *IN* PLAYER WILL RECEIVE ONE REPLAY
:Q)mcu AFTER 3 OUTS IF THE MATCH NUMBER 1S TME SAME AS THE
—IN

NUMBER ON MIS |- DRUM, IF TWO PLAYERS BOTH MATCH Tee
NUNBER, EACH WILL RECEIVE A REPLAY.

(MATCH NUMBERS ARE LOCATED BELOW THE *CLOCK* ON TeE
O O’ UPPER PORTION OF THE BACK GLASS, AND ARE VISISLE OwLY
WHEN LIT).

— Ut

(LOCATED ON BACK RACK BELOW Mi-SCORE AD).)

CANCEL OUT and EXTRA RUNS

CANCEL oW1
WREN PLAYER WITS A TARGET, THE LETTER BELOW THAT TARGET WILL LIGHT. IF HE LIGNTS

ALL THE LETTERS C-A-N-C-E-L-BEFORE "GAME OVER=-ONE OF HIS DUTS WILL BE CANCELLED
AND THE LETTERS WILL GO OFF. WHEN 2 PLAYERS PLAY-THIS FEATURE HOLDS OVER.

EXTRA RUNS
WHEN PLAYER HITS THE TARGET HOME RUN HE RECEIVES 1-3 OR 5 EXTRA RUNS- (AS SWOWN

SY LIT INSERT ON PLAYFIELD) |N ADDITION TO WHAT HE NORMALLY RECEIVES FOR
THE REGULAR HOME RUN.



