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Depositing a coin and operating the coin switch,
operates the Coin Relay momentarily.
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The Coin Relay when energized:
1) Operates the Coin Counter
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2) Signals the Credit Roard to:
A) Establish the proper credit
B) Operates the 10 point Chime Relay
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Operating the credit button signals, the
Player Up Board to perform the following
operations:
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1) Resets the score unit to 0 and subtracts
1 credit from the Credit Unit :
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2) Resets Mode Sequencer, Zonus and
Playfield Logic soards.
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3) Energizes the game relay and supplies a game

on state to the sequencer board.

Game Relay

4 P 2 ‘E i 7
LED 110/ Y RELAY coil 0 30 Vb
il
PLAYER DRIVER N
UpP BOARD LA
BOARD
21
ITP6
MODE
SEQ.
4) Sends a pulsing signal to the score units
to flash the Score Display.
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5) Sends Ball In Play =1 signal to the Playfield
Logic Board and lights Ball In Play light.
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6) Lights Numbers of Players =1 Light

: M D C
i nd LAMP @ O Gnd
PLAYER DRIVER Numbers of players
I =1 light
BOARD

7) Lights Player #1 Up allows #1 Score
Unit to flash and add score
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8) The Reset Playfield and Game On signals
are sent to the Mode Sequencer Board to reset
the Playfield if the ball is in the outhole.
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8 A) The Mode Sequencer Board resets the Playfield
and kicks the ball into the Shooter Lane.
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As the Drop Target relays energize the
Drop Target coil energizes causing the Drop
Target to come up. v
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Shooting the ball on to the playfield operates
the Ball in Play switch.

The Ball in Play switch when operated:
1) Stops the score from flashing and resets Line Em Up.

i)

| 1 Jl A 20 8 1.ED 6
Gnd O— o o— —a L%D LQD 0
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Ball in Play Sw. 6

PLAYER UP BOARD SCORE BOARD #1
LINE EM UP

9 8 DjLEDé

SCORE BARD #2

’ 2) Enables the Playfield Mechanics and disables the Mode Sequencer.
LED 6 ' _
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Ball in Play Sw.

LED 2

PLAYER UP

19 | MODE
SEQ.

Shows which player is up and which ball he is playing
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When bell enters Play‘léld and goes through top roll overs
1) Sends score to score logic
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3) Sends pulse to Chime Unit
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10 pt. chime relay contacts

5 19 10 pt. chime coil
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When ball strikes top 10 pt. rails and bottom slingshot rails it:

1) Sends score pulse to Score Logic
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When ball strikes the Thumper Bumper it:

1) Actuates the Thumper Bumper relay

Thumper Bumper Relay

+30 VDC
&
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PIA | LEDS55 #]g 9 LED 7 |
Gnd 9 g 29 U ——— G}f I
o) . H Q,ng LED 29 F1A l
Thumper Bumper | playfield logic Score Logic
Relay -
2 1(,f LED 7

Score Logic

3) Sends pulses to 100 pt,. Chime

100 pt. relay
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When ball strikes the Bull's Eye Target:

1) Lights Targets

: LEDS P1B LEDS = 7.2 VDG
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2) Sends 100 pt. pulses to Score Logic

Bull's eye Sws.
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Bulls eye Sws. 3) Sends pulses to 100 pt. Chime Unit
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~4) Sends pulses to Bonus Board and
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When all 8 targets are lit :

1) Lights Special Lamp Left special lamp

o bl o o2 [N LED 1 vl U7 () o ws
M ! %g VDC
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2) Enabies Special Roil Over
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When bail goes over A, B, C or D Roll Throughs

1) Sends 10 pt. pulses to Score and Chime Units.
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2) Raises Targets
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160 MFD (Typ)

A relay
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3) A and D Roll Overs open gates

.. I Rels ]  Gate Relay Coil

L1248 Pia /| pia a
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When ball hits Drop Targets, it:

1) Sends 100 pt. pulses to Score and Chime Units.
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When all 4 targets are down
1) Enables double bonus
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When bali rolls over Close Gate Buttons:

1) Sends 10 pt. pulses to Score and Chime Units,

{DﬁﬂLED S

® Gnd SCORE
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14 | 113

Lo I

10 pt. chime coil
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Button Roll Overs

30 VDC
O

2) Closes Gates

A
G;.fLED 35 0

LED 43
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P14

PLAYFIELD LOGIC

Gate relay coil
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1
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Gate Relay Switches
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3

When Flipper Buttons are pushed:

1 End of stroke sw.

| Al

+30 VDC Gnd
O Left Flipper -4 VY YL__| ©

Butt
sl Left Flipper Pull Coil

"—ﬁC/?) — - K] . YT T —

W

/,/ End of stioke sw'.
{

Right Flipper Pull Coil

S | <] M

Right Flipper Button

When ball drops in Out Hole it:
1) Collects bonus and sends pulses to Score and Chime Units,
and to the Playfield Lights Relay.

Gnd
Q 5 VDC X X
Out Hole Sw, J LED 10 D/j' Plaviield
3 ; 5 21 A Ay
o onnd 20 0 At I L
1K LED?2 ILED 5 LED9 [/ |19/W Y
I S
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A
Rel Playfield light relay
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Driver H vDC
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10 (1,4L.ED8| SCORE
X PIB X 3 )
o e B 5 A
Regular Bonus 10
P1A (/LEDS | SCORE
LEDS4 [} / |
19/W PIB Y S 6 | RELAY P
Double Bonus DRIVER
Playfield Logic
1000 pt. relay coil
14—V g
e il
]
+30 VDC
100 pt. relay
) Sy19 1000 pt. Chime Coil
30 VDC 1 b g Gnd
! S (R | %_ )
I R } [ > e .' o i
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When ball hits the Left or Right Slingshot the Slingshot Coil will
operate to Kick Ball

3057P¢ Gnd
Left Slingshot Switches Left Slingshot Coil (f
| ML
IR
& © l JB A p
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| L
1

Right Slingshot Coil

f Tml“’l

B ey MY

Right Slingshot Switches

I
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2) Resets Playfield and tells which player is up
or ball is in play.

18 7! ] Player1 P Flayer 1 Up
LED 2 T layer 0
—3in/ LQE/é9 i EQ’;{ e i L
Dﬁ/ U A/ - “ : DRIVER Player 2 Up
LED7 4. CIO/ N/]9 Payer2 7] 5 A
LED5 LED22 _ L,

MODE PLAYER UP
SEQUENCER /16

50|  BONUS

4

S5 D ILED3

P1A D//LED 52

SCORE

w32

PLAYFIELD LOGIC

When the last ball falls in the outhole and the bonus is collected
the match feature is starte

© 710 #LED 4 -
K 1 N
- Lep 10 0 /17 18 N/ S
FLLAYER UP - LED2§ LED?24
; MODE SEQUENCER
. QUEI LINE EM UP

Is match is achieved, 1 credit is added to the Credit Board and the
Replay Kicker Coil is operate

30 VDC

T BB g Y
’ L LGEfD9 LEQS//
Gnd

CREDIT
Replay relay coil Replay Iok X
. e ‘ P 5
3 | RELAY |B r'\g\/%\/{ y __[ij 05 Jysicker coil
] DRIVER | T e 13 9 ]; ;D !
B ‘—“I\J(“j ]
N

Il L
100 MFD : Replay Relayv
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TLT CIRCUIT
When the game is tilted by either the Roll Tilt or the Pendulum Tilt switches,
the Player Up Board will 1) Turn off the Score Lights

Oo—o0 o _/;_._.__ Scori l Scoreﬁ
Roll Tilt Sw. [ T | 7
bl o (JLED 1 LED6 | [JL.LED6
{ J t 8 8
O—0 o LED 2 (] |20 U
Pendulum Sw. Player Up
2) Resets the Playfield Logic
Tl N
Roll it Sw. y
A ) 4
—— [JLED 1 ¢ ) 1 A
4 _
O— % LED 5 [ (JLED 7 P1A
Pendulum Sw. P]_ayer up MOD®E SEQUEI\ICER l # |
K | ALED 52

Piayfield
16 TP8 Logic

BONUS

3) Energizes the Tilt Relay and resets the Mode Sequencer Poard

O——O/Qo———

Roll Tilt Sw.

J
NS DLEDl/

N LED 16 (]2 —o 2
Oo—o~ o— i § 30 VDC
Pendulum Sw. = Y
FLAYER UP MODE SEQUENCER
‘ Tilt Relay
A
1| RELAY |TF B

DRIVER i__uw__
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The tilt relay when operated

1) Disables the Playfield
20 vDC
Q

b

; Game Relay Tilt Relay
1 i

; |
,}l?'
““"—"{’ jl“—‘“———-% _ - 50 VDC
[ 1 o to Playfield

1

2) Turns off the Playfield Lights

& VAC
C -
r Tilt Relay Playfield Lights Relay
] Ae 11 %

TR [ L ()

G—————— G— 3 ! FY a2 spq g
‘ e l [ ] N _ G VAL

Edn il Playfield Lights
3) Turns on the tilt light
6 VAC

Tilt Relay :
i @ O 6 VAC

Tilt Light




INITIALIZING CIRCUIT

1) When power is turned on it inlatilizes the boards

| 5
MODE SEQUENCER  PLAYER UP 'LINE 'EM UP
} ‘ ) i ] LED 29 |
| & /‘%/j
~ LEDS ' [] J
> / i —
17 | LED1{]| L [16 w lcc 12
12 VDC S S < - ‘
) CREDIT BOARD
{ .
17 - 7
7
i
TTL | 1 LED 2
Bonus L Score

SLAM SWITCHES

1) When either of the slam switches are broken the Player Up Doasnd
luses its ground.

PLAYER UP

Cnd
g
Base board,  Slam sw. Ll BB LEDIO] 4

x’i/]

N
tr

: 1|
coin door ' slam SW.

RELAY DRIVER

Game relay
711
i

‘{_/YYY\__ . | ;8 ) %__

Game relay coil

/

T
A
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