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20

LANGUAGE

21
LEFT AND RIGHT
CHUTES

D SEPARATE

22

LEFT AND RIGHT
CHUTE BONUS3

D OFF

—
[R™> cuance [R> saue
S Sl |
ENGLISH,
BURN-IN GERMAN,
OR FRENCH
CONTINUOUS
EXERCISE
OF LAMPS AND
SOLENOIDS
9 10 11
LEFT CHUTE RIGHT CHUTE CENTER CHUTE
SETTING SETTING SETTING
r 3

TEST
MODE

CHOOSE

FUNCTION

[€> wexr corn

[L> orcresent
[R™> increment

[€> next corn
[C> pEcrevent
[R™> 1ncreuent

[€> wexr comn
D DECREMENT
[R™> 1ncrement

1 2
SCORE REPLAY SCORE REPLAY
LEVEL 1 LEVEL 2
SET TO SET TO
DEFAULT DEFAULT

[C> pecremest
[R> 1ncrement

D DECREMENT
[R> 1ncreuent

RESET ALL LEFT AND FACTORY GERMAN, OR DEFAULT CHANGE 3.4
RIGHT BOOKEEPING DEFAULT FRENCH VALUES EANGHAGE
(EXCLUDING LEFT THREE VALUES
COIN CHUTES) 2
@ RESET ALL RIGHT STEPS
BOOKKEEPING
LEFT RIGHT CENTER
=~ REPLAY
1> ® CHUTE "D—. TS D” CRUTR D*Pnncmmx D §] BALL
COINS COINS COINS
"
MEMORY TEST LAMP CHECK LAMP MATRIX
SELF-TEST (also display TEST
check-sum) RESTART
. TEST
> o -{ : S>—p ! + : —
| L RESTART RESTART D—' PREVIOUS
TEST TEST LAMP
[R> wexr Lawp

10



24

AUTO-
PERCENTAGING

D OFF

25

REPLAY LIMIT

26

HIGH GAMES TO
DATE 2-5

> SAVE

¥ HT >—» —T > T >+
[R> ox [R> o e [R> Erask on [R> on
POWER OFF r
12 13 14 15 16
GAME PERCENT MATCH PERCENT HIGH GAME MAXIMUM
PAYOUT PAYOUT REPLAYS CREDITS 'Agi‘:

[€> ser 100
D DECREMENT
[R™> rxcreuent

[R> 1xcrement

@ SET TO 0
[L™> pecreuent
E> INCREMENT

[€> ser 00
[L> becreuent
D INCREMENT

@ SET TO 0
|

[C> pecreuent
@ INCHEMENT

3

SCORE REPLAY
LEVEL 3

SET TO
DEFAULT

[C> becreuent
|E> INCREMENT

b

4

T

HIGH GAME
TO DATE 1

[€> ser 10
DEFAULT

[L> pEcreuent

E> INCREMENT

5

—T >

HIGH GAME
TO DATE 2

SET TO
DEFAULT

D DECREMENT
IE> INCREMENT

piza,

!

6 7 |
HIGH GAME HIGH GA_hB
TO DATE 3 TO DlTﬂ 4

SET TO SET TO

DEFAULT _D_. DEF%ULT

D DECREMENT
[R> 1xcrement

[C> pecrement
> INCH!EHENT

JACEPOT ALL: 5 OUTER '
e INNER HEAT WAVE SPECIA
COLLECT 'D' o _D' BULLS-EYE 'E>" BULLS-EYE "D’ ROUNDS 'D’ RO T
1
1 PLAYER 2 PLAYER 3 PLAYER 4 PLAYER LEFT R
IGHT
GAMES caues  HT >-» caues GAMES ourLane HT >¥ o T
] (MODERN) (MODERN) (MODERN) (MODERN) DRAINS DRAINS
o (> cus o {T>-o1 saxs [T>» o0 WF>-ef rome | of mamro s o) 20 Hw
i PLAYS REPLAYS SPECIALS Bt et D
! .
|
RELAY AND SWITCH MATRIX DISPLAY TEST UND
SOLENOID TEST TEST el o
ACTIVATE
Active ggggam ggg?nr RESTART
TEST |
PREVIOUS NEXT STEP D NEXT STEP
DRIVER
NEXT
DRIVER




29 30
FREE PLAY RIGHT BOOK
AUTO-RESET

-

[C> oEcreuent
[R> 1vcreuexT

SEE FACING PAGE

FOR SPECIFIC

GAME ADJUSTMENT

> om > on > o
> on
17 18 19
BALLS PER GAME MODE TICKETS TO AWARD
[C> cuance
- [C> s-sanL _D-T OIS s [C> 1xcreuest
(B> s-ouue o e, (> oscamuzar
OR NOVELTY' [€> zem0
: <71 D
i <L ——
B <
SET TO
DEFAULT

EXTRA
POINTS BULLS-EYE LINE-EM-UP

s, HT>¥  romms ROUNDS H{T > """

ROUNDS

HEAT WAVE

TILT HEAT WAVE

WARNINGS T >#| wrsTery I‘D’ e HT > 3,000,000
e ——————
| arcE caue MATCH EXTRA EXTRA BALL TOTAL
®1 REPLATS {T> arprars —{T>% saus H T > prcenTacs HT >* s

R

FRONT DOOR
TEST

ESTART

TEST

LEGEND
[T> eress Test BUTTON

@ PRESS CREDIT BUTTON
[C> press LEFT CABINET BUTTON

[R>> prESS RIGHT CABINET BUTTON

12

NOTE:

THE TEST MODE CAN ONLY BE ACCESSED DURING

THE ATTRACT MODE.

THE TEST MODE MAY BE EXITED BY El
ACTUATING THE SLAM SWITCH OR TURNI

POWER OFF,

SYSTEM 3

TEST MODE FLOWCHART

THER
NG THE

|'-I



31) RECORD TIME UNITS

* %k

P e e e .

ill. TEST MODE

28) ATTRACT MESSAGE
This step is used to enable or
disable an operator message during
the attract mode (game over). This
step is also used to enter a
message into memory. To enter a
message press the Credit button.
The current message will be
displayed and the cursor position
will be indicated by the flashing
character. If the current position
is blank, a flashing directional
arrow will appear. This type of
arrow will indicate which
direction the cursor will move if
the Credit button is pressed. The
Credit button is also used to

select characters after they have
been chosen using the left and
right black cabinet buttons.

29) FREE PLAY

If this step is set to on, a game
may be started without any credits
left on the machine.

30) RIGHT BOOKKEEPING AUTO-RESET
If this step is set to on, all the
short term bookkeeping steps (in
brackets) will reset after 2000
plays. Otherwise they will not
reset until 10,000 games have been
played on the machine.

ADJUSTMENTS

OPERATOR "ADJUSTMENT SETTINGS

(*** =

ADJUSTABLE FROM 0 TO 99.

32) TYPE OF SCORING

MODERN = MODERN
NOSTALGIA = SCORING FROM THE PAST
(MODERN SCORE / 1000)

PLAYER PICKS = PLAYER SELECTS
STEP
33 GAME DIFFICULTY VERY EASY
34 FEATURE TIMER VERY EASY
35 SPECIAL ROUND EASY
36 EXTRA BALL ROUND EASY
37 B-EYE SPECIAL TIMER EASY
38 HEATWAVE ROUND TIME EASY
39 B-EYE BIG POINTS EASY
40 2X SCORE IN MYSTERY ON
41 SPARE o
42 POINTS ROUND EASY
43 EXTRA BALL % VERY EASY
44 DROP TARGETS EASY

14

FACTORY DEFAULT SETTING)

33) GAME DIFFICULTY

AUTOMATICALLY SETS VARIOUS
ADJUSTMENTS LISTED BELOW IN STEPS
34 - 45. THE FINE-TUNE SETTING
ALLOWS THE OPERATOR TO
INDIVIDUALLY SELECT EACH

ADJUSTMENT.
* &k k

EASY MEDIUM - HARD VERY HARD
EASY MEDIUM  HARD VERY HARD
EASY EASY HARD HARD
EASY EASY HARD HARD
EASY MEDIUM MEDIUM HARD
MEDIUM MEDIUM MEDIUM HARD
EASY EASY EASY HARD '
ON ON OFF OFF
sases o L o S |
EASY MEDIUM  HARD HARD
EASY MEDIUM  HARD VERY HARD
EASY EASY HARD HARD



34)

* k&

35)
% %k %k

36)
k k%

37)

* %k

38)

* k%

39)
* %k Hk

ek AN AN .

40)
* k%

41)

42)

* k%

S d B O ER - aE .
»
*
*

lil. TEST MODE

FEATURE TIMER

VERY EASY = 3 SECONDS/TIME UNIT
EASY = 2.5 SECONDS/TIME UNIT
MEDIUM = 2 SECONDS/TIME UNIT
HARD = 1.5 SECONDS/TIME UNIT
VERY HARD = 1 SECOND/TIME UNIT

SPECIAL ROUND

EASY = TRIP #2-#4 DROP TARGETS
HARD = TRIP #3 DROP TARGET ONLY
EXTRA BALL ROUND

EASY = TRIP #1, 2, 5 DROP TARGETS
HARD = TRIP #1 & #5 DROP TARGETS
BULLS-EYE SPECIAL TIMER

EASY = 3 SECONDS

MEDIUM = 2 SECONDS

HARD = 1 SECOND
HEAT WAVE ROUND TIME

EASY = 25 TIME UNITS

MEDIUM = 20 TIME UNITS

HARD = 15 TIME UNITS

BULLS-EYE ‘BIG POINTS’

EASY = "BIG POINTS" LAMP REMAINS

FLASHING
HARD = ONLY 1 IS ALLOWED (ADVANCE

CENTER BURGER LAMP or  END
ROUND)

‘DOUBLE SCORE’ FEATURE IN MYSTERY

OFF = NOT ALLOWED
ON = ALLOWED
SPARE

POINTS ROUND
EASY = 500,000 - 1,000,000 -
2,000,000 - 4,000,000 -
8,000,0000 - 8,000,000
MEDIUM = 250,000 - 500,000 -
1,000,000 - 2,000,000 -
4,000,000 - 8,000,000 -
8,000,000 - 8,000,000
125,000 - 250,000 -
500,000 - 1,000,000 -
2,000,000 - 4,000,000 -
8,000,000 - 8,000,000

HARD =

43) EXTRA BALL PERCENTAGE (IN MYSTERY)

VERY EASY = 50%
EASY = 40%
MEDIUM = 30%
HARD = 20%

VERY HARD = 10%

44) DROP TARGETS

*%% EASY = TRIP OPPOSITE TARGET
HARD = DO NOT TRIP
45) MECHANICAL BELL

%k k QOFF =

= ELECTRONIC BELL
ON =

MECHANICAL BELL
46) GENERAL ILLUMINATION LAMPS

USE THE OFF SETTING FOR HIGH
AMBIENT LIGHT LOCATIONS. USE THE
ON SETTING FOR LOCATIONS WHICH
ARE DARK AND HAVE LOW EXTERNAL
LIGHTING.

OFF
ON

OFF DURING FEATURE MODES
ON DURING FEATURE MODES

kkk

NOSTALGIA HI
SET #1 HIGH

GAME
SCORE IN NOSTALGIA

47)

NOSTALGIA HI
SET #2 HIGH

GAME 2
SCORE IN NOSTALGIA

48)

49) NOSTALGIA HI

SET #3 HIGH

GAME 3

SCORE IN NOSTALGI/

50) NOSTALGIA HI
SET #4 HIGH

GAME 4
SCORE IN NOSTALGIZ

NOSTALGIA HI GAMES 2-4
SAVE = SAVE SCORES FROM GAME TO AV
ERASE = DO NOT SAVE SCORES

51)

SOUND ADJUSTMENTS

The speaker(s) output is controlled
by the potentiometer mounted on a
bracket located inside the cabinet
next to the front door hinge.

Turning the potentiometer counter-
clockwise will decrease the volume.
Turning it clockwise will increase
the volume.

POST ADJUSTMENTS

The two posts at the mouth of the left
outlane and the post at the mouth of t
right outlane can be positioned for
liberal/convervative play. The small:=!
openings produce a more liberal game.

IV. BURN-IN

This function can be used to
continuously exercise all the
lamps and solenoids in the game.

15




A. PRINTED CIRCUIT BOARDS

We SEEIdEIlAL HUrGIGLATFIWIIN

ARE DESIGNATED AS AS NUMBERS:
FOLLOWS:
0 Black
Al Control Board 1 Brown
A2 Power Supply 2 Red
A3 Driver Board 3 Orange
A4 Display Board 4 Yellow
A5 Auxiliary Power Supply 5 Green
A6 Sound Board 6 Blue
Al3 Resistor Board 7 Violet
AlS5 Sensor Board 8 Gray
Al7 Diode Board 9 White

A20
A22

Auxiliary Sound Board

Playboard Lamp Board

Printed circuit board connectors
will be labeled AX-JX. For example,
A3-J4 is the connector J4 to the
driver board (A3).

C. FUSE AND COIL INFORMATION

F1

F2

F3
F4
F5
Fé6
F7
F8
F9
F10
F1l1

NOTE:
FUSE

TRANSFORMER PANEL

Line Input.......... vee+2..110V AC....8 Amp SLO-BLO
220V AC....4 Amp SLO-BLO

Primary POwWer............. €10RL. . N5 Amp SLO-BLO
220V AC....2.5 Amp SLO-BLO

Display Filament.......... . Oy 4 Qe
Display Filament....ccesecoonss Qs 2 1/2 Amp
DiSplayS.eeseesesccsscossnnsaancans «...1/4 Amp SLO-BLO

Power Supply.--.-.-....--......---....4 AJTlp SLO_BLO
Controlled LampS.....ccseeeeecccsasess10 Amp SLO-BLO

S01enDidS e« & v « wwwwme & w o I TR .8 Amp SLO-BLO
Playfield Illumination: ..eswes s veswes .7-1/2 Amp
Lightbox Illumination......¢¢:ec......10 Amp SLO-BLO
ARuxiliary Power SUPDlY::sevsiessississ .1/2 Amp

DESIGNATIONS F12 THRU F14 NOT USED.

20

B. WIRE COLORS ARE SHOWN

For example, 688 is a BLUE-
GRAY-GRAY striped wire.

e - pe— e P P - il = o et e o
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PLAYBOARD FUSES, COILS/COLORS

g (WM =SSKRERRZIERIANLEERSERES

FUSE

F15

F1l6

F17

F18

Fi19

F20

RATING

1-1/2 Amp SLO-BLO

1-1/2 Amp SLO-BLO

1/2 Amp SLO-BLO

1 Amp SLO-BLO

2 Amp SLO-BLO

1-1/2 Amp SLO-BLO

PART NO.

EL-24

EL-20

E1-7

El-24

USAGE

Left Kicking Rubber

Right Kicking Rubber

Outhole
1 Bank Rollover Reset

Left Hole
Right Hole

5 Bank Reset
5 Bank Reset

1 Bank Rollover Trip
Left 5 Bank #1
Left 5 Bank #2
Left 5 Bank #3
Left 5 Bank #4
Left 5 Bank #5
Right 5 Bank #1
Right 5 Bank #2
Right 5 Bank #3
Right 5 Bank #4
Right 5 Bank #5

21

COIL/COLOR

5195 (White)

5195 (White)

26451
26450

17876
17876

19300
19300

26452
26452
26452
26452
26452
26452
26452
26452
26452
26452
26452

(Yellow)
(Pink)

(Tan)
(Tan)

(Orange)
(Orange)

(Pink)
(Pink)
(Pink)
(Pink)
(Pink)
(Pink)
(Pink)
(Pink)
(Pink)
(Pink)
(Pink)

o

wmi
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Asy3| 1A17 p|\E'VW%|LEFT COIN CHUTE é RIGHT COIN CHUTE éczmsn COIN cuur:% CREDIT 8L

PN FISIRST En) fwg‘ileoo] 3 En ]’g\inlﬂ 1] ~ |sea|{§“’ua g22] |533|:|ﬁ"';8~
STROBE 0 RZ Lagy\— — A9J1\ A9J1 —]—_— A9J1 N\ —=
LEFT RIGHT é ,|
IA17 Pisk 3 KICKING RUBBER KICKING RUBBER é '['?—|?°Tl;$§n VR ELI R it
~ l 300 I 1 | SW10 Y | 311 | | | SWil | LA
10 STROBE 1 R3 [ * C‘—_‘WE“‘L‘ (aél'l I—F
BOTTOM LEFT BOTTOM RIGHT é é TOP LE
1A17 P2 L ROLLOVER BUTTON| <°RoLLOVER BUTTON| _*OT ;c"aca“ T ROLLOVER ¢
it [422] JZY < [322] “swau IR [333] | ;swai 4 t 355] | 1SV
STROBE 2 _ L 3V .
LEFT RIGHT é % INNER
1A17 P2\EM éomsms ROLLOVER %oursm: RoLLoveR( % #[%le ;cg‘é“ 1 BULLSEYE 1
1o | [433 J2\/ 122 ,.svao {133 J[swax s | | \(El—f_\-
STROBE 3 ' _q—‘xsb'&“‘(ﬁ' ]
LEFT é QUTEF
2M17 P’\E'W\' % LEFT HOLE é RIGHT HOLE % SIDE ROLLOVER | “Z° BULLSEYE 1
[434] -l 100] | 1Sw40 3 [1m] ) swat Y_m__l sw42 [S566] | S}
3 StrRosE 4 R2 - ? L | ' r
2 A Z
% 2M7 P = SPARE % SPARE % SPARE o SPARI
8|, 1 [455] n1<- . | |SWs0 Y_[::]__“swm | | |SwS <l 1 S
s STROBE 5 R3 _ _ !
Lud
2 2417 PZ\I: % % % %
A | [Fee] JZ\/ Y( || jswe0 (S | Swet L1y swee [ S I
5 STROBE 6 A '
<< & & &
= 2A17 P2£M é é é %
. 123 Y_]:]__ljswn *iil | | (sw71 B 1gsvie S ;Iiu
STROBE 7 R1 _ I _ 11 . 11 _ 1
3A17 P1£Mw % % % % _
7oo] nl &[] ,,swso \¢_|:]_|ISV91 ~[ ]yiswe2 1[ 1,
4 I'strose 8 _R2 L 7 f o ! ! i
3A17 P1\1I;\M % % é %
g7l nse e[ ] sweo ?vl | | Swet ,v| | [|RWEE o~ |J|§
STROBE 9 R3 11 _ 11 _ 1
3M17 F2£l % % % % I
[722] J2~ ~..,/| | | |SWA0 <1 swar L[], swa2 \:_|:L| s\
)
2 'sTRoBE A R4 T A ! | - F
S 1 % % % |
1733 28 S gswee [ sve S B . 4
A1J5 STROBE B 1 3 :
? RETURN 0 600
2| 5 [ RETURN 1 [ 611
<| o | RETURN 2 [622] |
& < [ RETURN 3 [633] |
| [RETURN 4 '
| 5 [RETURN 5
Z| 5 [RETURN 6
o| | [RETURN 7
= SLAM SWITCH 544
<
=) ?1 IEST SWHOH 777 <3 I?J'AQH EEEE'FRDH CABINET
F| 1o [TILT_SWITCH N 744 /o™ oot
LS 1 LTILT_Sw 9 N

{ | 5 {13 A9J1 _
1 1A1501 TO A1S SENSOR BOARD |
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Al srudla,, drulid b kLiJdil 9

BOTTOM SHOOTER

g [ROLLOVER DROP!

| L.DROP TARGET

| r.orOP TARGET

5 |[744] #4

- — — — — — — — 7 I = = “SENSoR BOARD (ATS) )
'ON é Bucgaggnou aucfc‘cgénorl || Lzrrs‘:uzpzn RIGH‘; \:‘L;PPER'
533] <~ |555[/6 14y 6441 N E72d P y[6s5] | > 5\ 666 o771
- —|—— A9J1 — — A9 V—/— —]d L 1A= = = 1Al S = ==
| 1°PT DT SWI1S L.DROP TARGET_l R.DROP TARGET
ER % TOP ROLLOVER | ¥ . - wz_lér | 13 #1 —}
13 3eg] JSs g~ lég sme sw17
1 —4 e Pl ! Sl | hage< !t 54l [
ITON énoufg\ezg SoTToN QUTHOLE %.oaop ;AzRGET l $|R ORoP ;ARGET
3 [022] | -722
3 ly [222] | | |Swes Y_-_{ Swas \%l_(aﬁlswes ¥ ;ﬁ(aﬁﬂww '
oer| 00 BoETeR, [ Moy | Sglonor paporr 1] sglnonor patert
16 17 |L033] || 18 |LZ33]
3 Y_-_| swas4 ([ ] | [Sw3s l SW36 Sw37
- | ? ' faen< 368 T laen<3 el F 1
I
I

Sw47
RS~ L

| r.orOP TARGET

1g|753] #°

| S,

2GET LANE ROLLOVER 756 766) TARGET | #4
6 SW44

iso’- | '“5:1§|[SWSJ %HSWG
E e | WLE '_w'""' Bl

. 15 16 by (L0353 |

3 o[ ] | [Sws [077] ; |SWSS SWS6
? | 1= ol YhasslS 58 =

| 4 A9PB-L

3 L-..f’/ [ ] sts4

2

'yl | “SUGS

é A9P7--.a/

J7

ﬁ‘i,_:l_“stsasT Y_[___]_“g_\ﬂ\l:

SwW57
9.19 %4 F—I_ =
A9P9

-

'3

E

15
‘yl I JIIS\U'74 !

2

16
<[ 1yv1s g~

SW77
N

33

-

6
_‘,\d:]_| FWL‘.

S
‘yl I HSV87 s

7
SW85 SWE6
\d:]_‘ SWES 4~ [ 1_|l %

E

¥
lﬂ:l_‘ jSwes 4

X

J O w7 g

s [8[] jSwoe [ 1svss
¥ &2 2 ¥

3 S | SwAs '\74['___]_”3\.«4&5 .Q'L[:l_”suas IR | Az
=z - = %

L,isd:']_{ [SwB4 '12[:]_' [SWBS .m [SwBs “,El ] SvEz_J

NOTE:
1. ALL SWITCH 2, ALL RESISTORS
DIODES ARE ARE 220 OHMS
TYPE 1N4148, 5 % 1/4 WATT.
' 644
655
[666 |
677
“— 4CDLE$EEDDE' = Premier Technology
1 | BROWN | S GRELEE g \JH'?'E e SWITCH MATRIX
2 RED 3 BLUE SCHEMATIC DIAGRAM
usee oW DRAWN BATE
3 | ORANGE | 7 | VIOLET v7o5 | Aem Jos—20-90l 2 /237
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A2 o s i e i i, s s i A2 ON-OFF A
J7/P7 P6/46 SWITCH 14
J4
RIS ‘ 700] [ T,1[790]  _ m FA™ [722] [,
/;j—riﬁfbrlgn 83 (1
4|4 F
— 3o oL ] |44 (7] ML/_![, I
LINE FILTER/FUSE ASSEMBLY 700
JRE:  EEemn i i s ey - m |
;;’LE =
AC INPUT
POWER 7|,
HOVAC VALIDATOR 9
SOHZ/60HZ OUTLET
A
b :
1
AC INPUT
POWER
220VAC p
SOHZ/60HZ y
WiRING ViEW R 1l
JUMP
PIN NUMBERS NOTES: an. |2
B [ o L INDICATES WIRE COLOR. ,_
Y AERE. € 2. Al12JS SHOWN IN 110VAC OPERATION. I
3, CIRCUIT EARTH .
100VAC INPUT JUMPERS GROUND /77 CGROUND g
JUMPER
J2|1 918 1J2]J3 WIRE ¢
1] 4] 3| J1]|43) COLORS DUPER 2
110VAC INPUT JUMPERS
- JUMPER ¢
4219 V2] NIJ3! WIRE SAe3 JUMPER 3
31| 4 [J1] 2 |J3] COLORS J3)
120VAC INPUT JUMPERS
s2)92[8] 7 | 93| UHRER 553
J1]J1] 3| 2 |J3] COLORS
200VAC INPUT JUMPERS
10 9 [8]42] 6| JUEER
31| 4 | 3 | J1]J2] COLORS
220VAC INPUT JUMPERS
JUMPER
109 |J2| 7| 6 WIRE
Wi eE] cotees B99 - BLACKCDE'-JR C;]DE e
240VAC INPUT JUMPERS R T
wolsela] 7] e | e gg | rer 7_|_VIOLET
J1[J1] 3 | 2 | J2] cOLORS 3 | ORANGE 8 | GRAY
4 | YELLOV 5 | WHITE GROUNDS TO
TRANSFORMER
- FUSE_DESIGNATIONS TABLE
FUSE RATING | PART NO. USAGE
| FU: [ING GROUN
F1_|80A SLO-BLO| EL26 | LINE INPUT TI0VAC % DS
#0A SLO-BLO| EL33 | LINE INPUT 220VAC ket
F2 |5.0A SLO-BLO| EL8 | PRIMARY POWER 110VAC
2.5A SLO-BLO| EL21 | PRIMARY POWER 220VAC
F3_|1/2A EL28 | DISPLAY FILAMENT 8.8VAC | GROUNDS TO A3
F4_|1/2A EL28 | DISPLAY FILAMENT 8.8VAC | DRIVER BOARD
F5 [1/4A SLO-BLO| EL5 | DISPLAYS 35VAC
F6 |4.0A SLO-BLO| EL33 | POWER SUPPLY 10VAC
F7 |10.0A SLO-BLO| EL36 | CONTROLLED LAMPS 16VAC
F8 |8.0A SLO-BLO| EL26 | SOLENOIDS S1VAC
F9_ |7.5A EL22__| PLAYFIELD ILLUMINATION 6VAC
F10 |10.0A SLO-BLO| EL36 | LIGHTBOX INSERT ILLUMINATION | 6VAC
FI1_|1/2A EL28 | AUXILLIARY POWER SUPPLY 12.5VAC
F12

51



e s s A mldad wadawty 4 F4 sda d o cmdad & aw

=
%
o |

8.8VAC (DISPLAY FILAMENT) [122 T
VO 133] |
8.8VAC RETURN _(DISPLAY FILAMENT) [144] | TO
35VAC 100] | | CABINET
35VAC RETURN ()3
: _ 10vac[233] Fian
SERVICE Il +12VDC 200] [ ]
OUTLET : s A1841 = 2
| 10VAC RETURN jl % [200] |,
: : A18J1 & [200]],
777 : = F11 12.5vAC [633]],
[777] : 644 12.5VAC RETURN 644l |
5] 120vac | ¥ F7_1evac [e66] [Sesl|,,
Zlmovac | : |l : ——a +2QVDC 588l | roE
[5] 100vac o222 16VAC RETURN, ;:Ea%u s8] | ,| O™
*[055] F8 sivac [188] || At1841 Y
S : " < ﬂuavnc 288
[0]120vAC | : A18J1 <8 _v )i S
: : [888 SIVAC RET. .
[3] uovac | " F9 gvac (PLAYBOARD) 088] |
[4]wovac | ¢ gi|gf¥ F10 gvac (LIGHTBOX)
[733]COMMON /T ]: s 6VAC RET, 100011,
" 1 19T =
: : A12P1_
: [oo0] [,
....... L. 00011
7 (o] |,
[000] ],
[066] | ;| TO
PLAY-
066 |;,| BOARD
p
o8] |,
288] |
18P1 288
]——.W? /;;@-D A18J1 6
18P2 se8] |,
b 266] |
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8P4 TRANSFORMER 8Ly
PANEL 888] | .
________________________ j

— Premier Technology
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Vie WWHIKIING AND SCHEN

A12J1 ASU5/P5 _ _ LIGHTBOX INSERT _  ASP5/J5 A9J3/P3

E ioonl COMMON [000] ili [000] @)\ #455 _ lasg als lseg

101[090] common [o0d] |, | [ [000] (35) S LB ILLUM. AR MITE]

& 1 001 COMMON LEFT PLAYBOARD ped |, |, L8
Z| .| [000] common (9) = ILLUMINATION ZEIMMIZE ]
&l 41088 svac _[osg] ol GET
£ |10 1088 8vAc Imuu—]"
14
5 joceg] svac [oée] - A
= i [oeg] svac beg) 1olto |:II
4 RIGHT PLAYBOARD
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> L

o/ I
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[, Bed soL.14 ()~ BOTTOM LEFT [on] 3|—Rho [, | 558

67 6.6 5w
] R B77 soL.15 1) = BOTTOM RIGHT [022] . |
& 67 66 56 |
FA3J6 TOP LEFT &
,7][100] sov.16 @ = TOP RIGHT  [033] i (
(2)67UB SE 2eel |
111} SOL.17 ULLSEYE 044
st eﬁ@_ LEFT S(33% |
%1'* 122| soL.18 @ DROP TARGET [0s5] 7
a0 67~ RIGHT 33 V| |
133] soL.19 (@ .~ DROP TARGET [066] é
] ol 67 233 A -
S Asseop6 T 2A13J17° "2A13J1  A9P6/J6
0 3
| o 144] soL.20  [ia4] [ 7] 124 <e>67@ LIGHTBOX 1 [400 3] Rw’ 158 [ T,
2| o [159] soL.21_ [159) old [155] @) oy LICHTBOX 2 [+22] 3 5% |
337
= i [166] soL.22  [iee] 18 [16¢6] @ LicHTBOX 3 [433] | | g3 | l
67~ BOTTOM 33 VI |
177] soL.23  [i77 177 @ THERMOMETER [444] R4
= ' I 0 2 Fﬁga METER [455] e |
S00] sOL.24 [S00 S0 @ MOMETER [455
m
” ! 2 5! 67~ 733 ?5 |
a - LIGHTBOX INSERT ﬂ_‘,ﬂﬁg 1
mA3s e T T —2z 2
‘E{[E?l soL.7 ] R. PB ILLUM RELAY (B) »
= (A-16850)
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< (A-16850) -
= 77 soL.31  E77 7 GAME OVER RELAY  (0Q) f
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Wl Fed soL.30 Feqd o Eedl | L. PB ILLUM RELAY (T) B@]; 5
= (A-16850) s
§6 53 soL.29 KNOCKER B3 [ ] ,
i 523 soL.2e TICKET/COIN METER ENABLE 523 2 é‘_g
= . 1533 soL.27 s Bew 533 | (2

- A347 A18J4

g[, | [2] soenoi 1|0
5o [5] ReLAY »|®
|3 [3] and B 2
g oo 132
COLOR CODE &5 [ GROUNDS |\ =

0 | BLACK 4 | YELLOW | 8 | GRAY IIE |2

1 BROWN S | GREEN 9 | WHITE < [5] ot

2 | RED 6 | BLUE 217 5] 7|+

3 | ORANGE | 7 | VvIOLET 8] 8]
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o[ B53 sous  Ps3[ T pSg RIGHT 5 BANK RESET! I;!; =
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& T [300] soL.8 il [30 ]5 BANK #1 TRIP 68 6 ss8] |
= _(A-26452)
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216 3(3 b
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B A9J12/P12 (A-26452> " Lep12/412
RIGHT
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S 5 — 2. UNLESS OTHERWISE SPECIFIED
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z TH ON R, FLIPPER SW ALL LAMPS ARE TYPE #44.
e op 1€ ;:22 f 200V
411955 RIGHT FLIPPER WUl
s (A-26646) g SW. - e
o A1 4 L ’: 2 el Premier Technology
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A1 A2J2
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Vii. PARTS INFORMATION

PLAYBOARD
LAMP ASSIGNMENTS

LAMP
NUMBER LAMP ASSIGNMENT
Lo "SHOOT AGAIN"
L1 Left Hole "SELECT-A-FEATURE"
& L2 Left Hole "HEATWAVE"
L3 Left Hole "MYSTERY
L4 Right Hole "SELECT-A-FEATURE"
LS Right Hole "HEATWAVE"
L& Right Hole "MYSTERY"
L7 Top Rollover "SKILL SHOT"™
L10 wcH
L1l "An
Li2 "R"
L13 Ha
Ll4 i | L
L1s ror
L16 npe
i L17 Bullseye Target "SPOTS LETTER"
L23v QLZ‘I- L20 Left Drop Target #1 "SPECIAL"
50 é\ N, L21 Left Drop Target #2 "POINTS"
L2z L35 L25 L22 Left Drop Target #3 "EXTRA BALL"
<:;; L23 Left Drop Target #4 "SFECIAL"
L24 Right Drop Target #1 "SPECIAL"
L25 Right Drop Target #2 "EXTRA BALL"
L2s6 Right Drop Target #3 "POINTS"
L27 Right Drop Target #4 "SPECIAL"
L3o "EXTRA BALL", "ROUND"
Li1 "HEAT"
L32 "SPECIAL ROUND"
L33 "WAVE"
L34 "POINTS ROUND"
L3i5 Bullseye Target "ADD 2"
L36 Bullseye Target "SPECIAL"
La7 Bullseye Target "DOUBLE"
L40 Left Column Row 1
L41 Left Column Row 2
L42 Left Column Row 3
L43 Left Column Row 4
L44 Left Column Row 5
L45 Left Column Row 6
L46 Left cutlane Rollover "LEFT INSURANCE"
L47 Right Outlane Rollovey "RIGHT INSURANCE"™
L50 Center Column Row 1
L51 Center Column Row 2
L52 Center Column Row 3
L53 Center Column Row 4
L54 Center Column Row 5
Ls55 Center Column Row 6
L56 Left Flipper Illumination
L57 Left Flipper Illumination
L60 Right Column Row 1
LE1 Right Column Row 2
L62 Right Column Row 3
Le3 Right Column Row 4
L64 Right Column Row 5
L65 Right Column Row 6
L66 Right Flipper Illumination
L67 Right Flipper Illumination
L70 "ADVANCE C"
L71 "ADD 1"
L72 "EXTRA BALL"
L73 Bullseye Target "1"
L74 Bullseye Target "2"
L75 Bullseye Target "3"
L76 Bullseye Target "BIG POINTS"
L77 (NOT USED)
L80 Left Spot Target #1
L81 Left Spot Target #2
Ls2 Left Spot Target #3
L83 Rollover Drop Target "LIGHT SPINNER"
L84 Rollover Drop Target "LIGHT DOUBLE"
L85 Right Side "apD 2"
L86 Spinner "HIGH VALUE"
La7 Spinner "HIGHER VALUE"
Lso (NOT USED)
*4L91 #1, (Thermometer Bottom)
**[92 2
okl 3 LAMP SOCKETS
**104 4
SALOS #5 WITH
**LIE #6 DIODE BOARD
i 44 e YPE PART NO
SOLENOID FUNCTIONS/LOCATIONS . 1 z -
SOL. 0 LEFT KICKING RUBBER SOL. 16 TOP LEFT AND RIGHT, F67 (2) e _ “
SOL. 1 RIGHT KICKING RUBBER SOL. 17 BULLSEYE #67, (2 ) "L.u 10 1 1i3 BRACKET 26621
SO0L. 2 LEFT HOLE SOL. 18 LEFT DROP TARGET, #67 (2) LA3 #11 1/2" BRACKET 26622
* 50L. 3 RIGHT HOLE SO0L. 19 RIGHT DROP TARGET, #67 (2) **LA4 #12 LAYDOWN 26623
S0L. 4 LEFT 4 BANK RESET #SOL. 20 LIGHTBOX 1, #67 (2) *+LAS #13
S0L. 5 RIGHT 5 BANK RESET +50L. 21 LIGH;:gi g, ;:: {:; **LAE £14
SOL., 6 ROLLOVER BANK RESET *SOL. 22 LIGH ' ok
SOL. 7 RIGHT PB..ILLUM. RELAY (B) *SOL. 23 BOTTOM THERMOMETER, #67 (2) **E;; zéi' (Therngeeter Top)
SoL. 8 LEFT/RIGHT 5 BANK, #1 TRIP *SOL. 24 TOP THERMOMETER, #67 (2) i s
SOL. 9 LEFT/RIGHT 5 BANK, §2 TRIP  SOL. 25 LIGHTBOX INSERT ILLUM. RELAY (A) LB1 A
50L. 10 LEFT/RIGHT 5 BANK, #3 TRIP 50L. 26 TICKET/COIN METER ENABLE **LB2 uR"
SOL, 11 LEFT/RIGHT 5 BANK, #4 TRIP SOL. 27 5" EELL **L.B3 naw
S0L. 12 LEFT/RIGHT 5 BANK, #% TRIP  SOL. 28 OUTHOLE **LB4 nwygm
SOL. 13 ROLLOVER BANK TRIP S50L. 29 KNOCKER **LBS ngn
o TR B amnm e o
1 . 50L. 31 E OVER RELAY (Q) LB7 (NOT USED)

* SEE PAGE 64 FOR LAMP LOCATIONS.
#* Lamps L91 Thru LB6 Are Located On The Lightbox Insert.

See Page 64 For Locations.
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Vil. PARTS INFORMATION

QMmO mW»

RUBBER RINGS
ITEM DESCRIPTION

PART NO.
/8" (7) 10217
2-1/2" (4) 10222
3/4" 10218
7/1e" 17493
Small Mini-Post 14793
Large Mini-Post 15705

Flipper, Yellow (3) 13151T

MISCELLANEOUS PARTS
DESCRIPTION PART NO.

Plastic Post, Yellow 11561T
Support Post, Clear 20635P
Mini-Post Screw 14792
Siamese Post 17492
"r" Relay, 16890 Coil MA-25
"Q" Relay, 16890 Coil MA-23
"A" Relay, 16890 Coil MA-1021
"B" Relay, 16890 Coil MA-1506
Plastic Post 11562T

59

PLAYBOARD PARTS INFORMATION

PARTS LIST
ITEM DESCRIPTION PART NG.
1 Flat Rail 27441
2 Support Bracket (3) 27391
3 Plastic Shield Set 27540, 275
4 Ball Guide Rail 1710&
5 Ball Guide Rail 27438
6 Rollover Button, White (4) 1196%
T Arch Rod Support Post (2) 198735P
8 Ball Guide Rail (2) 271&L
9 Ball Guide Rail 1170%
10 Ball Guide Rail 27437
11 Swinging Target Assembly 2449
12 Switch Red 27196
13 Nylon Washer (2) 20407
14 Target Shield 14047
15 Spinner Spacer (2) 27244
16 Threaded Shoulder Pin (4) 26531
17 1/2" x 7/8" Bumper, Yellow (4) 2664F
18 Target Assembly (Including Switch) 27552
Target Decal 2780%
19 Ball Guide Rail 27433
20 Rollover Drop Target Assembly MA-1504
(See Exploded View Illustration)
21 Rollover Drop Target Reset Coil 26457
22 Rollover Drop Target Arm, White 208972
23 Ball Guide Rail 27223
24 Ball Guide Rail (4) 18070
25 Ball Guide Rail, Red 93940
26 Ball Guide Rail, Red 9395U
27 Ball Guide Rail 27442
28 Drop Target Assembly, (5 Position) MA-1532
(See Exploded View Illustration)
29 Drop Target Reset Coil (2) 19300
30 Drop Target Arm, White (10) 119053
31 Drop Target Decal (10) 27611
32 Drop Target Assembly, (5 Positicn) MA-1523
(See Exploded View Illustration)
33 Spot Target Assembly, Yellow (3) 254 60T
34 Ball Deflector 21158
35 Flat Rail 27447
36 Ball Snubber 27452
37 Ball Snubber 27451
38 Ball Guide Rail 17104
39 Metal Shield 1673
40 Wireform Gate 27272
41 Mylar Overlay 27521
42 Vertical Upkicker MA-1272
(See Exploded View Illustration)
43 Kicker Assembly MA-1083
44 Kicker Assembly MA-1373
45 Flipper Assembly (Lower Left)
{See Exploded View Illustration) MA-12304
Flipper Coil 26646
Flipper Switch 26439
46 Flipper Assembly (Lower Right) MA-1251A
(See Exploded View Illustration)
Flipper Coil 2664€
Flipper Switch 26438
47 Flipper Assembly (Upper Right) MA-1251A
(See Exploded View Illustration)
Flipper Coil 26646
Flipper Switch 26438
48 Light Strip Assembly, 1A22 (16 lamps) MA-1531
49 Light Strip Assembly, 2A22 (8 lamps) wMa-15Mm3
50 Light Strip Assembly, 3A22 (18 lamps) MA-1501%
51 Hairpin Clip (12) 6947
52 Rubber Grommet (12) 5240
53 Lightstrip Mounting Bracket (12) 27427
54 Ball Guide Rail 27436
55 Ball Guide Rail 27270
56 1-1/16" Steel Ball 21864
57 Cardholder 13647-725
58 Shooter Gauge 9767-725
59 Tilt Switch and Bracket Assembly 9141
60 Rail Snubber (2) 13798
61 Flat Rail 27441
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PLAYBOARD
SWITCH ASSIGNMENTS

SWITCH
MATRIX
NUMBER

S5W 0
SW 1
SW 2
SW 3
SW 4
SW 5
SW 6
SW 7
SW 10
SW 11
S5W 12
SW 13
SW 14
5W 15

SW 186
SW 17
SW 20
SW 21
SW 22
SW 23
SW 24
SW 25
SW 26
SW 27
SW 30
SW 31
SW 32
SW 33
SW 34

SWITCH ASSIGNMENT

LEFT COIN CHUTE

RIGHT COIN CHUTE
CENTER COIN CHUTE
REPLAY (CREDIT) BUTTON
LEFT ADVANCE BUTTON
RIGHT ADVANCE BUTTON

PART NO.

P/O FRONT DOOR
P/O FRONT DOOR
P/O FRONT DOOR
18092
23503
23503

LEFT FLIPPER (SENSOR BOARD Al5) P/O MA-1334
RIGHT FLIPPER (SENSOR BOARD Al5) P/O MA-1334
LEFT KICKING RUBBER AND BRACKET (2) 26940
RIGHT KICKING RUBBER AND BRACKET (2) 26940

#1 SPOT TARGET
SPINNER
TOP ROLLOVER
10 POINT SWITCH (2)

(ONE PER DROP TARGET BANK)
LEFT DROP TARGET #1
RIGHT DROP TARGET #1
BOTTOM LEFT ROLLOVER BUTTOMN
BOTTOM RIGHT ROLLOVER BUTTON
#2 SPOT TARGET
TOP LEFT ROLLOVER BUTTON
TOP RIGHT ROLLOVER BUTTON
OUTHOLE
LEFT DROP TARGET #2
RIGHT DROP TARGET #2
LEFT OUTSIDE ROLLOVER
RIGHT OUTSIDE ROLLOVER
#3 SPOT TARGET
INNER BULLSEYE TARGET
TOP SHOOTER LANE ROLLOVER
(NOT USED)
LEFT DROP TARGET #3
RIGHT DROP TARGET #3
LEFT HOLE
RIGHT HOLE
LEFT SIDE ROLLOVER
OUTER BULLSEYE TARGET
BOTTOM SHOOTER LANE ROLLOVER
ROLLOVER DROP TARGET
LEFT DROP TARGET #4
RIGHT DROP TARGET #4

(NOT USED)
RIGHT SIDE ROLLOVER

LEFT DROP TARGET #5
RIGHT DROF TARGET #5

254607
27217
25824
20089

25896
25896
128681
12881
25460T
12881
12881
26927
25896
25896
25824
25824
25460T
P/O 27544
25938

273086
27306
21415
21415
25824
P/O 27544
25824
18094
25895
25895

25824
25895
25895
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