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INSTRUCTIONS FOR PINK PANTHER (GAME #564)

TOP ROLLOVERS

TOF POF BUMPERS

10 POINT SWITCHES
AND BOTTOM
POFP BUMPER

BOTTOM
ROLLOVERS

ELACHK DROF
TARGETS

WHITE DROP
TARGETS

15T SPOT
TARGET

WHEM LIT: SCORE 5000 PTS. (3-BALL) OR 3000 PTS. (5-BALL). LIGHT
CORRESPONDING BOTTOM ROLLOVER. LIGHT COR-
RESPONDING BLUE DIAMOND.

WHEN UNLIT: SCORE 500.

SEQUENCE COMPLETE LIGHTS EXTRA BALL. LAUNCH CAFTIVE BALLS

WHEN THIRD BALL HITS SWITCH.

SCORE 1000 PTS. (3-BALL) or 100 PTS. (5-BALL). ALTERNATE EXTRA BALL
LIGHT IM FIVE BALL OMLY.

SCORE 10 PTS.

WHEM LIT: SCORE 5000 PTS.
ADD BLUE DIAMOND.
WHEN UMLIT: SCORE 500 PTS.

SCORE 500 PTS.
SEQUENCE COMPLETE: RESET BANK AND ADD BONUS. LIGHTS LEFT
HOLE FOR CAPTURE. AWARDS SPECIAL
. WHEM LIT.
ADDS TO BLUE DIAMOND TOTAL WHEN MULTIPLE BALLS ARE ON THE
PLAYFIELD.

WHEN LIT: 3000 PTS, ANDADE BONUS.

WHEM UINLIT: 500 PTS.

SEQUENCE COMPLETE: RESET BANK AND ADD BONUS, LIGHTS BIGHT
HOLE FQR CAPTURE.

WHEN LIT: SCORE 3000 PTS. AND ADD BONUS,

WHEN UNLIT: SCORE 500 PTS. AND LIGHT PINK. ADDS TO BLUE
DIAMOND TOTAL WHEN MULTIPLE BALLS ARE ON
PLAYFIELD.



SPOT TARGETS

LEFT CAPTIVE
HOLE

AIGHT CAPTIVE
HOLE

LOWER RIGHT HOLE

OUTHOLE SWITCH

MULTIBALL

MOMNE LIT: SCORE 500 PTS. AND LIGHT PINK.

PIME LIT: SCORE 3000 PTS. AND LIGHT BLUE. TURN OFF PINK AND
ADD BONUS.

BLUELIT: SCORE 3000 PTS., LIGHT PINK, AMD ADD BONUS.

BOTHLIT: COLLECT BONUS AND TURN OFF PINK AND BLUE.

SPOTS CORRESPONDING WHITE DROP TARGETS (2ND AND 3RD SPOT

TARGET). ADDS TO BLUE DIAMOND TOTAL DURING MULTIPLE BALL PLAY.

SCORE 5000 PTS.
WHEMN LIT: CAPTURE BALL AND RELEASE NEXT BALL TO SHOOTER.

SCORE 5000 PTS.
WHEM LIT: CAPTURE BALL AND RELEASE BALL TO SHOOTER.

SCORE 5000 PTS. ADD A BLUE DIAMOND. AWARD EXTRA BALL WHEN LIT.

COLLECT BONUS TIMES MULTIPLIER.

UPON CAPTURING BALLS IN BOTH THE LEFT AND RIGHT HOLES, THE
CLOSURE OF A TOP ROLLOVER WITH THE THIRD BALL WILL RELEASE
FIRST THE LEFT BALL, THEN THE RIGHT. AT THIS POINT ALL SPOT

BONUS AND ADD TO THE BLUE DIAMOND TOTAL SHOWN IN THE LIGHT-
BOXHITTING ANY BLACK DROP TARGET WILL ALSO ADD TO THE BLUE
DIAMONDSTOTAL. THE REST OF THE SWITCHES SCORE AS BEFORE
BUT NOW NQ PINK LIGHTS CAN BE LIT WHEN TWO BALLS HAVE
RETURNED TOTHE OUTHOLE, THE GAME REVERTS BACK TO ORIGINAL
SCORING AND CONTROL.

AFTER COLLECTING BONUS, THE NUMBER OF BLUE DIAMONDS WON (IF
ANY) ON THAT BALLARE EHECKED AGAINST THE PREVIOUS HIGH. IFTHE
PREVIOUS HIGH HASBEEN EXCEEDED, THEN THE PLAYER IS AWARDED
A SPECIAL AND HIS TOTAL BECOMES THE NEW HIGH.

THE GURRENT BLUE DIAMONE TOTAL TO DATE 1S STORED IN BOOK-
KEEPING. IT IS HELD AND SHOWN IN THE FIRST HIGH SCORE LEVEL
MEMORY IN THE UNIT'S AND TENS DIGIT POSITIONS. THIS IS STEP
11 IN THE TEST MODE. IT CAN BE ZEROED BY USING THE FRONT
DOOR SWITCH.

SWITCH #32 WILL COMTROL THE pAAXIMLIM BLUE DIAKMOND TOTAL. AT
THE START OF A GAME, IF THE BLUE DIAMOND TOTAL 15 AT THE
BAAIRALINA, T WILL AUTOMATICALLY BE RESET TOH18.

SWITCH #320N — WMAXIMUM TOTAL 15 50.

SWITCH #32 OFF — MAXIMUN TOTAL 15 40.
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SPECIAL AWARDED 2 WAY'S. DURING MULTI-BALL, EACH SPOT TARGET AND BLACK
TARGET HIT SCORES 1 DIAMOND. EXCEEDING "TOTAL TO BEAT™ AWARDS
SPECIAL. ALSO, COMPLETING BLACK TARGET BANK AWARDS SPECIAL
WHEMN LIT.

THE SPECIAL LIGHT WILL COME ON OMLY WHEN THERE HAVE BEEM
THREE BALLS RELEASED ON THE PLAYFIELD, IT WILL REMAIN ON FOR A
TIME DETERMINED BY SWITCH #31 OR UNTIL TWO BALLS HAVE LEFT
THE PLAYFIELD, WHICHEVER OCCURS FIRST.

EXTRA BALL WHERM LIT, WILL ALTERNATE QOFF THE TOP POP BUMPERS DURING FIVE
BALL PLAY.

BONUS MULTIPLIER EACH SPOT TARGET BECOMES A MULTIPLIER WHEN BOTH PINK AND
BLUE LIGHTS ARE LIT. AT THE END OF BALL PLAY, BONUS TIMES MUL-
TIPLIER {OME PLUS NUMBER OF MULTIPLIER).

HIGH GAME TO DATE IF THE HGTD SCORE 1S 990,000 OR GREATER AT THE START OF A GAME,
THEN IT WILL AUTOMATICALLY BE RESET TO THE PROM DEFAULT VALUE
OF HGTD (740,000).

INSTALLATION

To assemble the game. first Holt the legatodf@écabinet. Feed the line cord through the slot prowvided in the
pedestal. Place the ightbox atop the pedestal and engage the holding brackets,

To remove glass, insert key and unkock. Lift glasé upand swing bottom out. Loosen and lower the shipping
bracket al 1op center of lightbox insert panel. Lift pafebup and then swing out. Secure lightbax to cabinet
with the four bolts and washers provided.

Connect all cables and secure with cable clamps pravidedalnspect the lollowing before plugging in the
lime cord;

1. Check that cables are clear of moving parts.

2. Look tor any disconnectad wires.

3. Check switches for loose solder or other foreign matter.

4, Be certain all fusas are firmly saated,

5. Check the transformers for loresgn matter across the terminals.

E. Be sure that the transformer wiring corresponds to the supply voltage.

7. Check the setting of the tilt switch on the undersice of the playfield. One blade of this swilch is frse-
floating with & weight on the end.

Ater leveling tha machine, adjust the plum-bob ftilt (on left side of cabinet near fromt door) to the
sensitivity desired,



GAME ADJUSTMENTS

A. CONTROL BOARD SWITCH ADJUSTMENTS

There are 32 switches on the control board which
permit adjustment of the game parameters. These
switches are contained in four packages of eight
switches each, as shown below:

S1—S8 | S9—S16 | S17—S24 S25—832
COIN CHUTE
SWITCHES ADJUSTMENTS
S1 S2 S3  S4 —| eft Chute
S5 S S7 S8 Right Chute
sSe  S10 S11 S12 Center Chute

NOTE: FOR GERMAN GAMES ONLY, switches 55-S8 adjust the
center chute and switches $S9-512 adjust the right chute.

COINS/CREDITS
OFF OFF OFF OFF . ... ... cciiiieriiinnmeninnn: 11
-OFF OFF OFF ON........covmemiinnnmrinnnnnees 1/2
OFF OFF ON OFF ... ... ...iiieeiiiiinnnnennens 1/3
OFF OFF ON ON........ociveennminirrannnneens 1/4
OFF ON OFF OFF......cvvrareccesrsaocssancnss 1/5
OFF ON OFF ON........iiiiraenreannnnnnonenns 1/6
OFF ON ON OFF ... c..cciiiiienrecnsnnnaaraens 1/7
OFF ON' ON 'ON..oosoovsssvmevisinbsps dumpsyes 1/8
ON OFF OFF OFF........coiieiiiiismrnectnnans 1/9
ON OFF OFF ON.......coccivunenmninnnanenanes 2/1
ON OFF ON OFF . .. ... .iciriinnnnennnnannnes 218"
ON OFF ON ON........coovenne diQueeceens 2/3*
ON ON OFF OFF......ccoiione s Q-QT..0n0ens 2/4*
ON ON OFF ON................. W9 ¢ o O 2/5*
ON ON ON OFF .........cccvmviies@- 1/1 and 2/3
ON ON ON ON......c.ccoorvcnness. .. g0 3/1*

*NO CREDITS UNTIL LAST COIN IS INSERTED.

SWITCH13 EXTRA CREDITS
ON o sioes ¢ Adds 9 credits to center coin chute setting
OFF" o, a0m0 3 No effect

NOTE: FOR GERMAN GAMES ONLY, Switch 13 adds 9 credits to
the right coin chute setting, when ON.

SWITCH 14 —COIN CHUTE CONTROL
(]! (e—— Left and Right Chutes Same
OFF ........ Leftand Right Chutes Separate

NOTE: FOR GERMAN GAMES ONLY, Switch 14 controls the left
and center coin chutes.

SWITCHES
15 16— MAXIMUM CREDITS
BEELOFR L. ivvwmsnsm s sowsmass e it s s s 8
OEF. \ON ... o0 sesssuEmasmmsin s s FEHS 10
O SOFF 51 .. .. oons paiayassiwae aveds asemmm s SR e 15
ON  OM «oonesbne s S50 SRR SRS e Sunioind 25
SWITCH 17 ——BALLS PER GAME
DN e minieims <SR STER SO nhs s &S 3
o 21 e 5
SWITCH 18— ——MATCH FEATURE
B s 4. g SR T T e T 4 N
BTy o e e s s e 3 OFF
SWITCH19 REPLAY LIMIT
] R Limits each player to one replay per game
OFF ........ No replay limit
SWITCH 20 NOVELTY MODE
0 e TR R Playfield SPECIAL and EXTRA BALL fea-
tures award 50,000 points and 5 knocks.
High score, high game to date, and match
features disabled.
OFF ... oe- Normal game mode
NOTE: SWITCH 20 overrides SWITCH 21.
SWITCH 21 ——GAME MODE
O Bl Extra Ball
OFF 5. s Replay

NOTE: IF SWITCH 21 is ON, the high game to date and match
awards are disabled. ~

SWITCH 22 —PLAYFIELD SPECIAL
o) B A e Awards Extra Ball
OEF 1050 Awards Special

SWITCHES HIGH GAME TO DATE

23 24

OFF OFF .... Notdisplayed—no award

OFF D ... Displayed— no award

ON OFF .... Displayed—awards 2 replays

ON ON ..... Displayed — awards 3 replays

SWITCH 25 SOUND WHEN SCORING?
o T Rt b N R R S e i R SR Yes
OBE et Pl o sy s AR AL, SRR G d e s S No

SWITCH 26— REPLAY BUTTON TUNE?
e M o i e, s e e R R Yes
(5 2 T R i No

SWITCH 27 —COIN SWITCH TUNE?
O BT IR 5T i e v 33 s el o w ot G e s Yes
| o, e R R No

SWITCH 28 — CREDITS DISPLAYED?
DRI B e e e 33 R Tl e Yes
OFF e oo DR 5 vl B SRS e AR 1 e e No

SWITCH 29 TILT PENALTY
(o, [IEET——— Ball in play only
OFF A Game over

SWITCH 30 ATTRACT FEATURES
OO ot e wismimser s aseams A4 AT A SR TR e s s ON
OFF 5 fih s o b et spudis SFTRESEE R it aws OFF

SWITCH 31
o], DI T e Liberal
(0] =1 =T i Conservative

SWITCH 32
(| PR e SR Conservative
(0] = = R Liberal
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LIBERAL-CONSERVATIVE ADJUSTMENT
Switch 31 in the liberal position allows playfield special 1o be on 20% longer than conservative position,
Switch 32 contrals the maimum Biue Diamond Total, The consenative position sets maximum to 50.
The liberal posston sets maxemum o 40,
B. ELECTRONIC SOUND ADJUSTMENTS
There are two switchas on the SOUND BOARD which allow variation:

SWITCH 51
MUST REMAN IN OFF POSITION
FWITCH 52
oFF .... MO ATTRACT TUNE
oM . coen, ATTRACT TUME PLAYED EVERY & MINUTES

The volume contral is on the battomn panel in the cabinet and is accessible from the front door opening

Swilch 53 is a test switch. Pushing 53 will generale a short tune if switches 51 and S2 ane in opposite
states. Mo tune will be played if swilches 51 and 52 are in the same state. This enables the oper-
ator 1o fest the condition of both swilches and to verify that the audio-output portion of the sound
board is functional,

C. POST ADJUSTMENT SEE PAGE 9.

GAME OPERATION

With the line cord unplugged drop a coin into one of the chutes. It should be rejectad. Plug tha line cond
OMLY info a properly grounded 3-wire recepiacle of the cormect valtage. Turn on the game by pressing the
main switch lecated on the cabinet battorm near the front FIGRE SO

Afler a five second delay the relays will pulse and the score displays will light and show all zeros. The credit
display will show the number of credits remaining and the ball in play display will be blank, I the credits fail
to light, turm off the game and imspect the front door slam switch. It is normally closed.

Five seconds after the score displays light, they will flash the High Game to Date score for one sacond. This
cycle continues until the game is started. A nurnber of playfield lights contralled by tha MPLU will be flashed
to create an attract mode.

Inser] coing into each chute and note that the correct number of credits are added on the credit display
according 1o the information on the coin entrance plate. Press the replay bution io reset the game; the ball
should now be at the shooter, (Note: All ballsmust be in trough to start game. ) The first player score reads
zero and flashes, indicating that that playepisnow scoring. The other player displays are blank and a one
appears on the ballin play display. Additional players are indicated by a zero showing in each correspond-
irg player display, Aler the maximum nuﬂbn'ul'pdaars has been added, or when the credit display reads
zerg, the replay bution has no effect

Additional players can be added at any time the first'ballds still in play.

When the ball enters the outhole the bonus s scored, the ballis kicked 1o the shooter, and the display of the
player now scoring beging to flash and confinues o lashntil a $core is made. When the Shoot Again light
i lit medther the player designation (flashing display) nor the ballin play display changes when the ball
enters the outhole, Only one extra ball per ball in play can be givan.

The number of balls per game is adjustable. When the last ball entefs/ihe outhobe, the Game Over and
Number 1o Match lights come on. A random number appears in the ball in play display and if this number
matches the last two digits in any player's score a raplay is awarded, At this ime a High Game to Date score
% parodically flashaed in all player displays, When a score higher than this is achieved, an award dependant
on switches 23 and 24 is given

Tilting the game results in a penalty depending on the sefting of switch 28. There is a normally closad
switch on the front door. If this switch opens from pounding the front door, the entire game is anded. The
Game Owver light comes on and lor three seconds the entire swilch matrix is inactive.

BOOKKEEPING AND SELF-TEST

The circuitry in this game helps the operator perform many bookkeeping functions. The information is
showen one step at & time on the first player score display while the step number is shown in the credid
display. Pressing the play/test bution on the front door begins the bookkeeping and advances it to the nesxt
step each time the button is pressed. If the button is not pressed within sixly seconds of each siep, the
game relurns to the atiract moda.

oh



STEP

HUMBER INFORMATION SHOWH
a0 MNIOME
o TOTAL COINS THROUGH LEFT COIN CHUTE
a2 TOTAL COINS THROUGH RIGHT COIN CHUTE
NOTE: IF CONTROL BOARD SWITCH 1415 DN, BTEPS M AMND 02 ARE ADDED TOGETHER AND DISPLAYED N STEPO.
03 TOTAL COINS THROUGH CENTER COIN CHUTE

HOTE: FOR GERMAN GAMES ONLY, STEP 02 DISPLAYS TOTAL COING THROUGH CENTER COIN CHUTE AND STEP 03
[HSPLAYS TOTAL COINS THROLSH RIGHT COiM SHUTE.

Oud TOTAL PLAYS
05 TOTAL REPLAYS
06 GAME PERCENTAGE

(Replays + total plays)
MOTE IF STEP 06 IS RESET, STEPS 04 AND 05 MUST ALSO BE RESET.

o7 EXTRA BALLS

08 TILTS

o8 SLAMS

10 a) Number of times High Game to Date has bean incremented ko reach its present

value. (Displayed in the 4th (100's), 5th (tens). and Eth (units) digit positions).
1) Number of times that the Blue Diamond to Date iotal has been exceeded. (Digplay
in the 1st (100,000's), 2nd (10,000°s}, and 3rd (1.000's) digit positions).

11 a) First High Score level.
b) Current Blue Diamond total. {Displayed n the Sth (10's) and Gth [units) digst
positions).
12 Second High Score level
13 Third High Score bevel
14 High Game to Date score
15 Average playing time per game
PLAYEH 1 shows minutes
PLAYER 2 shows ssconds

WOTE: IF STEP 15 IS RESET, STEP 04 ﬁ,m'ﬂ.aﬂ BE RESET.
[ -,

T

y

All bookkeeping information is checked against itsalf 10 insure that it is correct. If the data changes for any
raascn. such as a dead battery, that informatién wilt be flashing while it is displayed.

The data in any bookkeeping step may be resel g zem wihila it is displayed by pressing the replay button on
the frant doar. The play/test button must then be pfessedio enter the zero iNto Memory.

TO CHANGE HIGH SCORE LEVELS OR HIGH GAME TO DATE SCORE:
1. Press the play/test button on the front door to advance to step 11 (1st high score kavel).
2 Raset the score by pressing the replay button on the front door.

4. Release the replay button then hoid it in again. This causes the score 1o advance by 10.000's. Hold in the
replay button untl the desired score is shoawn.
Enter the new score into memaory by pressing the play,test bution and advancing to the next step.

To return to the attract mode at any lime, actuate the slam switches, tilt switches, on-off power switch, or
wall sixty seconds,




vi.

SELF-TEST FEATURES:

The self-test routine begins with STEP 16. To bypass the bookkeeping functions and advance directly o
zalf-test, press the Reglay button in STEP 00. )
STEP
MLUBBER
16 LAMP TEST
Aelays and coin lockout coil are pulsed, then all controlled lamps are tumed on in Ssequence.

17 SOLENOID TEST
Each contralled solencdd |5 pulsed while its number appears on the status display

SOLENOID ASSIGNMENTS
FUNCTION

Lower Right Hole Kicker

Center Drop Target Bank

Left Coin Chute countar®

Right Cain Chute counfear®

Left Drop Target Bank

Trough Switch

Center Coin Chute counter®

Hnocker

Quthole

*Coin countars an optional and are NOT pulsed durng SOLENCID TEST.

ROTE: FOR GERMAN GAMES OMLY, SCLENOID @4 = s ed 1o tha conter coin chute countar and SOLENOID #7 is assigned
tz thar right coin chute counter.

18 SWITCH TEST

Al switches on the switch matrix are inspectad. If all switches are open, 99 is displayed
on the status display. If one or more switches are closed, their numbers will appear on the

L= N I - ]

status displays.
CAUTION: TURN POWER OFF BEFORE MAKING ANY SWITCH ADJUSTMENTS!
19 DISPLAY TEST

Each digit of each display is tumed on individually and all numbers 0-9 are sequenced.

20 MEMORY TEST
Each control board memdy device is inspected, Any defective devices are indicated by part
number on the PLAYER Y stora display. If all memory devices are akay, 99 is displayed on
the status display.
Any of the tesls in steps 16 through 20 may be gépeated any number of imes by pressing the replay button
immediately after the test is completed.

OPTIOMAL ELECTRO-MECHANICAL COIN COUNTERS

Electre-mechanical coin counters may be installed on the botiom board, f degired. Directly behind

the seven position fuse block, solder lugs are prowded which willconnect the counters to the alac-

IROME CirCUitry,

1. Paosition the counter and secure it 1o the bottom board. Mouwnting holes are spotted in the bottom board
for most standard 24 wolt counters.

2 CAUTION: A 1N4004 digde must be connected across each counter with the cathode end connected 1o

the solder lug with the RED-BLACK-BLACK wire
3. Connect one counter lead to each of the two sclder lugs provided for each counter.

4. The countar should incrameant once when the respective coin chute swich is closaed,

=l



VII. SWITCH MATRIX AND LAMP LOCATION ASSIGNMENT
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SWITCH MATRIX AND LAMP LOCATION

SW. MATRIX
NUMBER SWITCH ASSIGNMENT
00 #1 White Target
o #5 White Target
02 #1 Top Rollover
03 Right Return Rollover
10 #?Whim Target
1 #6 White Target
12 #2 Top Rollover
13 Extra Ball Hole Sw.
20 #3 White Target
21 #7 White Target
22 #3 Top Rollover
23 Top Pop Bumper (3)
30 #4 White Target
31 #8 White Target
a2z #4 Top Eﬂilnver
Bottom Pop Bumper
® —i 10 Point Switches
40 #1 Black Drop Target
41 #9 White Target
42 Left Return Rollover
43 Left Captive Hole
50 #2 Black Drop Target
51 #1 White Drop Target
53 Right Captive Hole
60 #3 Black Drop Target
61 #2 White Drop Target
62 Left Outside Rollover
63 Quthole
70 #4 Black Drop Target
71 #3 White Drop Target
72 Right Outside Rollover
73 Trough
LAMP
NUMBER LAMP ASSIGNMENT
0 Game Over Relay (Located Under
Playfield)
1 Tilt Relay (Located Under
Playfield)
2 Coin Lockout Coil (Located On
Front Door)
3 Same Player Shoots Again
(Light Box and Playfieid)
10 High Game To Date }Lucatad
1 Game Over in Lightbox
L12 1 x Multiplier
L13 1 x Multiplier
L14 1 x Multiplier
L15 1 x Multiplier
L16 1 x Multiplier
L17 1 x Multiplier
L18 1 x Multiplier
L19 1 x Multiplier
L20 #1 White Target
#1 White Drop Target
#2 White Drop Target
L 22 #3 White Target
#3 White Drop Target
L23 #4 White Target
L24 #5 White Target
L25 #6 White Target
L26 #7 White Target
L27 #8 White Target
L28 #9 White T
L29 Left Captive Hole
L30 Extra Ball
L31 Spac-i?;!ap
L32 Flg:t tive
L33 1 rat
L34 2 Carat
L35 3 Carat
L36 4 Carat
L37 5 Carat
L38 6 Carat
L39 7 Carat
L40 8 Carat
L41 9 Carat
L42 10 Carat
L43 20 Carat
L44 Left Qutside Rollover
L45 Left Return Rollover
L46 Right Return Rollover
L47 Right Outside Rollover
L48 #1 Top Rollover
L49 #2 Top Rollover
LS50 #3 Top Rollover

L31 #4 Top Rollover




Vill. PLAYBOARD INFORMATION

PLAYBOARD INFORMATION
RUBBER RINGS

- A—A-10217
B— A-10218
C—A-10219
D — A-10220
E— A-10221
F— A-10222
G — A-10223
H—A-13151

516 (11)

3
qn
114"
2"
212"
3"

(1)
(3)
(2)
(1)
(2)
(2)
(3)

N~

o

7.

8.

9.
10.
11.
12.
13.
14,
15.
16.
17.
18.
19.
20.
21.
22.
23.
24,
25.
26.
27.
28.

|— A-15705 (10)

PARTS LIST

A-19645 Ball Guide Right.

A-19646 Ball Guide Left.

D-20478 Plastic Shield Set.

Blue Pop Bumper A-20577 and A-20586
Cap in Blue. (2)

Blue Pop Bumper A-20577 and A-20588
Cap in Blue. (1)

Blue Pop Bumper A-20577 and A-20590
Cap in Blue. (1)

Blue Pop Bumper Skirt. (4)

A-20522 Plastic Target in Pink. (9)
A-20524 Black Drop Target in Blue. (4)
A-20647 White Drop Target in Pink. (3)
A-4831 Ball Guide Rail. (4)

A-4832 Ball Guide Rail. (2)

A-4833 Ball Guide Rail.

A-6931 Ball Guide Rail. (4)

A-13798 Ball Snubber Rail. (2)
A-16991 Ball Guide Rail.

A-17650 Ball Guide Rail. (2)

A-18070 Ball Guide Rail. (6)

A-18563 Ball Guide Rail.

A-19995 Ball Guide Rail.

A-19996 Ball Guide Rail.

A-14389 Metal Flat Rail.

C-20453 Metal Flat Rail.

A-15636 Left Kicking Rubber.
A-15638 Right Kicking Rubber.
A-17300 Roll Under Gate.

C-13150 Jumbo White Flipper. (3)
A-20362 Flat Rail Clip. (2)

C-11561 Clear 1” High Post. (48)
C-11562 Clear 13/16” High Post. (2)

CON.=CONSERVATIVE.

*

i

LIB.

=LIBERAL.



IX. P.C.BOARDCONNECTOR AND CABLE PLUG WIRE ASSIGNMENTS
The following lists provide wire colar and funclion information for each wire of each connector in the gama.
\Wire colors are shown as numbers. Use the chart below 1o convart to colors.

D =i O U B G0 P — 2

Black
Brown
Red
Cirange
Yellow
Grean
Blua
Purple
Slate
White:

For example, 688 is a BLUE-SLATE-SLATE siriped wire.
Printed Circuit Board connectors are shown as AX-JX.
Use the following chart to determine which printed circuit board applies:

Al

EEREER

Conirol Board

Power Supply

Driver Board

Score Displays (4)

Status Display

Sound Board

Pop Bumper Driver Board

For example, A3-J3 is connector J3 on the driver board.
There are eight male/female cable connectors in the game. These are shown as AT-JX/PX.

There are three male/female cable connectors 1o interconnect the status display on the playboard 1o the
control board in the lightbox. They are listed on page 14 as A10-JUFX.

L1

10




Al-H
HHE
Pl COLOR FURNCTION FIN
1 "Ga8 +5VDC 1
2 "G8B +5VDC 2
3 - SPARE 3
4 54 GROUMD 4
5 54 GROUND 5
Alg2 0
WIRE
BN COLOR ELNCTION 8
1 200 ah g
2 311 bA 10
3 322 cA 11
4 333 da 12
5 344 ol 13
& 355 A 14
7 366 gA 15
8 77 A 16
g 600 ab 17
10 611 bBE 18
11 §22 cB 13
12 633 B 20
13 Bd4 s 21
14 B55 B 22
15 BE6 gB 23
16 877 h8 24
17 800 ac A
18 A11 (5] B
19 822 eC c
20 833 dC D
21 844 eC E
22 855 iC F
23 B66 gC H
24 877 hG 'JK
A1-J3 L
WIRE [ ¥ ]
[ 1] COLOR FUNCTION M
1 400 D1 B
2 411 D2 A
3 422 D3 5
4 433 D4 T
5 444 D5 u
& 455 o6 W
7 466 D7 W
8 477 o8 x
g 700 o9 ¥
10 711 (3] z
11 722 D11 Fy
12 733 012 B
13 744 D13
14 755 D13
15 766 015
18 777 D16
17 — SPARE

ALL WIRES #22 GAUGE UNLESS SPECIFIED” (1B GA.)

11

Al-J4
WIRE

mmann| 1mmmmmmmmmmmmmmm| II:I:!'I.DI.'.I:I-H:I-I. | | | | I l | | | | J memmmgﬁg

FUNCTION
GROUND
+5VDC
D52

LD3

LD4

L2

LD

SPARE
SPARE
SPARE
SPARE
SPARE
SPARE
SPARE
SPARE
SPARE
SPARE

KEY

SPARE
SPARE
KMOCKER
3AD COUNTER
2ND COUNTER
15T COUNTER
SPARE
SPARE

D&

D54

Ds3

D56

D56

D=8

Ds7

Ds10

D59

DS11

Ds12
SOLENOID 5
SOLENOID 1
QUTHOLE
SOLENOID &
(KEY)
SPARE
SOLENOID 2
SOUND B
SOUND 4
SOUND 2
SOUNDA



-

Al=d5

COLOR
677

411
a2z

455

477

[ TV v RSt e T B R L R
L]

Al-J6
WIRE
COLOR

400
411
422

[ O R
A0 om0 R B£8R = 3D 00 ) AR B LR =

PN COLOA

®
B
:

(== RN R EE LR
—
E

M s F
[ ]
]
]
[= =]

FUNCTION

RETUBMN 7
STROBE O
STROBE
STROBE 2
STROBE 3
STROBE 4
STROBE S
RETURN &
STROBE7T
SLAM SW.

FUMCTION

STROBE O
STROBE
STROBE 2
STROBE 3
STROBE 4
STROBE 5
STROBE 6
STROBE 7
GROUND
RETURM O
RETURMN 1
RETURN 2
RETURN 3
RETURM 4
SPARE

SPARE

RETURM 7
+5VDC

SPARE

FUNCTION
12VDC

GROUND
SPARE

(KEY)

+5WDC

+5VDC offsel
BOVAC

BOVAC RETURM
+BVDLC offsat

FUNCTION
+ENVDIC
SV

GROUND

GROUND

(KEY)

SPARE

ALL WIRES #22 GALIGE
UNLESS SPECIFIED* (18 GA)

; ] N e L0 B =

O O =l O N fe GRS -

10

mpmixgﬁcammnz;rKL:ﬂmDnm}

WIRE
COLOR

WIRE
COLOR

L3 L]
D D W
mmmmm||wmmmﬂmmmmmmmmmm||mmwm||i||||||||||m¢ %g

FUMCTION

+EOVDEC
(KEY)
+42WDC
GROUND
GROUND
SPARE
+5VDC

FUMCTION

GROUND
+EVDC
D=2

L3

LD4

LDz

Lo

SPARE
SPARE
SPARE
SPARE
SPARE
SPARE
SPARE
SPARE
SPARE
SPARE
SPARE
(KEY}
SPARE
KMNOCKER
SAD COUNTER
MDD COUMTER
15T COUNTER
SPARE
SPARE

DS

iS4

D=3

D56

055

Dsa

Ds7T

D510

Dsa

D511

D512
SOLEMOID 5
SOLENDID
OUTHOLE
SOLEMOQID &
SPARE
(KEY)
SOLENMOID 2
S0OUMD A
SOUMD 4
SOUND 2
SOUND A




A3-J2 AJ=JA contimued

WIRE WIRE
PN COLOA FUNCTIMON PIN COLOR FUMNCTION
1 SHE SHOOT AGAIN LAMP s *54 GROUND (L40-L43)
2 500 PLAYER 1 LAMP T TE6 L42
3 511 PLAYER 2 LAMP NOT u (16GA) 54 GROUND (L28-L35)
4 533 PLAYER 4 LAMP USED v £22 L30
5 522 PLAYER 3 LAMP w £33 L31
& *54 GROUND X 511 L2g
7 877 HIGH GAME TO DATE LAMP ¥ s00 L28
B 566 GAME OVER LAMP Zz (16GA) 54 GROUND (L12-L19)
g9 5RE La A 288 GAME OVER RELAY
10 544 L& B 277 TILT RELAY
A3-J3 C 588 SHOOT AGAIM LAMP
PIN CoLon FUNCTION mmm*
1 —_ SPARE PN COLoR FUNCTION
2 777 L43 1 700 L36
3 755 L41 b 711 La7
4 744 L40 3 733 L3g
5 544 L3z 4 792 L3B
& 355 L33 5 “5d GROUND (L3&-L39)
7 577 Las B *211 SOLENOID &
8 — KEY 7 "266 SOLENOID 1
8 344 L24 B 244 QUTHOLE (S0L. 9)
10 355 L25 g “54 GROUND {SOL. 1, 9)
11 ary L2v 10 “5d GROUND (SOL. 2)
12 366 L26 1 54 GROUND (SOL. 6)
13 144 L16 12 *233 SOLENOID &
14 155 L17 13 *200 SOLENDOID 2
15 177 L19 14 "54 GROUND (S0L. 5)
16 1686 L18 15 i SPARE
17 [16GA) 54 GROUND (L20-27)
18 322 L22 HH::HE
13 333 L23 PN  COLOR FUNCTION
20 311 L21
51 200 Lo0 1 733 SOUND 4
20 192 L14 2 877 COIN LOCKOUT COIL
- 133 L18 3 54 GROUMND (KMOCKER)
24 111 L13 4 - SPARE
a5 100 L12 g 720 SOUND 2
r o SPARE (3 711 SOUMD 1
- B =PARE 7 744 SOUND 8
T GROUND (L44-L51) ¢S, B8 kS
"] aoo L A3-J6
E - SPARE WIRE
F A11 L45 FIN COLORA FUMCTION
H - SPARE 1 B33 2ND COUNTER
J — KEY 2 Bad ARD COUNTER
K SE6 L34 3 B55 15T COUNTER
L - SPARE 4 54 GROUND
M 833 L47
N - SPARE
P az2 La8
R BEE L50

ALL WIRES #22 GAUGE UNLESS SPECIFIED" (18 GA.)
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1A4-1

3A4-01

WIRE
PN COLOR
1 455
2 444
3 433
4 4232
5 411
B 400
T arT
8 668
9 a55
10 A
11 333
12 J22
13 a1
14 300
15 122
16 144
17 4
1B —
19 Hd
WIRE
PIM COLDR
i 733
2 T2
3 711
4 700
5 477
] d6E
7 arT
B 366
a9 355
10 344
11 333
12 322
13 an
14 300
15 122
16 144
17 i
18 —
19 54
WIRE
PN COLOR
i 455
2 e
3 433
4 429
5 411
L] 400
¥ LT
g G666
| B55

ALL WIRES #22 GAUGE UNLESS SPECIFIED® (18 GA)

FUNCTION

WAL

5VAC RETURN
+EOVDC
SEPARE
GROUMD

JA4=J1 corminued
WIRE
COLOR FUNCTION
LE] [El=
633 de
G22 cB
B11 ] =]
600 aB
122 EWVALC
144 EVAD RETURN
044 +E0WDC
- SPFARE
Sl GROUND
4 84-1
WIRE
COLOR FUNCTION
733 oz
T22 b1
Ti1 gl
00 049
ATT (B
466 dv
arr hB
] gB
BR5 f&
B s
533 dB
22 cB
B11 ol
00 aB
128 EWAC
144 EVALC AETURM
044 +50VDC
—_ SPARE
B4 GROUND
S5&4-H
WIRE
COLOR FEUNCTION
455 D&
444 [R5
—_ SPARE
— SPARE
411 D2
400 (B ]
gaz (41
811 gc
BT ic
BEG el
BSS dC
s cC
833 bC
— atC
155 A
177 EVAC RETURMN
055 +E80VDC
— SPARE
- GROUND




A5-J1 AT-J2/P2
WIRE ‘WIRE
PN COLOR FUNCTION [ ] COLOR FUMCTIMN
1 -— SFPARE 1 *066 COIM CHUTE LIGHTS
z2 - SPARE a *000 COIN CHUTE LIGHTS BETURN
3 777 018 3 *0ss LEFT FLIPPER SWITCH
4 766 D15 4  *388 FLIPPER SWITCH RETURN
5 755 D14 5 202 +24VDC
g ;;g E&ﬂ 6 877 COIN LOCKOUT
8 B11 bC wa:ﬂw"ﬂ
13 g;; "'g [ COLOR FUNCTION
. i f'}: 1 122 SVAG
i oy e 2 *q44 SVAC RETURN
13 833 dc 3 155 VAL
R = 4 a7 IVAC RETURN
I e 5 54 LAMP GROUND
6 ~ SPARE
TEERT:. 3VAC RETURBN e By
r 0BG rasvbn 8 (16GA) D00 6.3VAC RETURN
18 =1k +5VDC g “mEE +EVDC
19 54 GROUND
AT-J4/P4
m“:H-I WIRE
FIM COLOR FUNCTION FT -xbﬂﬂ :EHHDUND
Lo ;;i;?: 2 54 GROUND
3 183 AL 3 54 GROUND
4 344 AC RETURN M e
- oed el & "S54 GROUND
g 54 GROUNMD 7 54 GROUND
A 711 SOUMD 1 - GROUN
9 72 SOUND 2 W B GHGUHED!
1? 733 ggt::l% 4 n BROUND
12 — SPARE
12 T4 SOUND 8
AT-J1/P1 “{"ET"‘”"E
WIRE
PN COLOR FUNCTION F:'" ‘[7"1':"5";:? o Tm
FE hone o 2 (16GA} 54 GROUND
; 2 S ) (16GA) 54 GROUND
a =33 STAOBE 2 4 (163G4A] B4  GROUMND
o aome’ 5%  [IBGA)54 GROUND
: . ShomE - 7 388 FLIPPER SW. RETURN
; - Seame B *388 FLIPPER SW. RETURN
q - SPARE g *Q55 LEFT FLIPPER SWITCH
10 700 ANTI-CHEAT SW. (SLAM) | E' ?fﬁ"ﬁ A) 088 EH':E',',:EFL' FRER SwITCH
n 9 ANTICHEAT SW. (GND) 12 (16GA) 000 6.3VAC RETURN
12 54 EARTH GROUND 5 e SEVAC
14 288 SEVAC
15 (16GA) 366 +38VDC

ALL WIRES #22 GAUGE UNLESS SPECIFIED® (18 GA.)
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PN

PRy g

PN

ALY e

™

O Ln B G PO =

P T

Pi

o R I O P ]

AT-JB/PE

COLOR
022

585

AT-J8/P8
COLOR

on

JAE-11
WIRE
COLOR

"BEE
"5d

g2z

FUNCTION

TILT LIGHT
L8

LS

SPARE

FUNCTION

SPEAKER
GROUND

EARTH GROUND
SPARE

FUNCTION

COIL #1
GROLIND
KEY
SWITCH #1
+8VDIC

OC GROUND

FUMCTION

COIL #2
GROUND
KEY
SWITCH #2
+5WVDC

DC GROUMD

FUNCTION

COIL #3
GROUND
KEY
SWITCH #3
+5VDC

OC GROUND

TTYLEY
|

; hmm—-i
g E

WD =l O R B P
B2

A10-J3/P3

COLOR

155
177

688
54

ALL WIRES #22 GAUGE UNLESS SPECIFIED® (18 GA)
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FUNCTION
COIL w4
GROUND
KEY
SWITCH #4
+5VDC

DC GROUND

FUMCTION

SVAC
SVAC RETURN
JVAC
3VAC RETURN

FUNCTION
D16
oG
D4
D13
ciG
bC
hC
g
tc
el
dC
aC

FUNCTION

avac

AVAC RETURM
+42vD0G
+5VDE
GROUMD
SFARE




X, WIRING AND SCHEMATIC DIAGRAMS

AN DOIOZETCA-CIOAMMOOD R

COMPONENT LOCATION DIAGRAM

BOTTOM BOARD SCHEMATIC

BOTTOM BOARD AMD LIGHTBOX SCHEMATIC

SWITCH MATRIX ASSIGNMENT DIAGRAM

PLAYBOARD SOLENOID SCHEMATIC DIAGRAM

PLAYBOARD ILLUMINATION SCHEMATIC DIAGRAM

LIGHTBOX CABLE SCHEMATIC DIAGRAM

CONTROL BOARD PARTS LIST

CONTROL BOARD COMPOMNENT LOCATION DIAGRAM

CONTROL BOARD SCHEMATIC DIAGRAM 1 0F 2

CONTROL BOARD SCHEMATIC DIAGRAM 2 OF 2

DRIVER BOARD COMPONENT LOCATION DIAGRAM AND PARTS LIST

DRIVER BOARD SCHEMATIC MAGRAM

& DIGIT DISPLAY SCHEMATIC AND COMPONENT LOCATION DIAGRAM AND PARTS LIST
4 DIGIT DISPLAY SCHEMATIC AND COMPONENT LOCATION DIAGRAM AND PARTS LIST
POWER SUPPLY SCHEMATIC DIAGRAM AND COMPONENT LOCATION DIAGRAM
POWER SUPPLY PARTS LIST

SOUND BOARD SCHEMATIC DIAGRAM

SOUND BOARD COMPONENT LOCATION DIAGRAM AND PARTS LIST

POP BUMPER DRIVER BOARD SCHEMATIC DIAGRAM

17
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¥. A. COMPONENT LOCATION DIAGRAM

SPEAKER

O

DRIVER
BOARD

BOTTOM
PAMNEL WITH
VOLUME

| CONTROL

|
M LEG LEVELER

ADJISTMENT
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B. BOTTOM BOARD PANEL SCHEMATIC
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C. BOTTOM BOARD & LIGHTBOX SCHEMATIC
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D. SWITCH MATRIX
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F. PLAYBOARD ILLUMINATION
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X. G. LIGHTBOX CABLE SCHEMATIC DIAGRAM

GOTTLIEB & CO.

| GHTBOX CABLE SCHEMATIC
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X. H. CONTROL BOARD PARTS LIST

PART NUMBER

RE6502-13
AEs32-18
R3z273-12
A3z27a-12
PE101L-1
640361-3
SNT402N
SMNTA00M
SHNT432M
SNT404N
SMNT418N
SMT41TN
SNT4LS139N
SMNT417TEN
SMT448M
SMNT4154N
SNT4ATAN
SCL4528B
SCL4081B
14148
1ME2258 ar
1 N508TE
326R10-002
A33R0B-001
131R06-001
MPS ATO
341R31-005

ZMWA400
SMT4LS0EN
SNT4LS04N
MMTAC04 ar
SCL 40698
B40375-3

CONTROL BOARD
DESCRIPTION

CPU— (1)

RIOT — (L4, U5, L)

ROM — [U2)

ROM — (LI3)

RAM/CMOS — (Z5)

SOCKET — DIP, 24 PIN

IC—2 INPUT—"NOR" — (ZB)

IC =2 INPUT ="NAND" — (£9, £13, £14}
IC—2 INPUT—"0R" —(Z15)

IC—=HEX INWERTER —(*)

IC—=HEX INERTER = OC/HY — (Z29, Z30)
IC — HEX BUFFER — OC — (Z32)
IC—2TO 4 DECODER — (228)

IC—"D" FLIP FLOP — (218, Z20, Z222)
IC—4 TO 7 DECODER — (219, 221, Z23)
IC—4 TO 16 DECODER — (£25, Z233)
IC = DUAL FLIP FLOP = (Z2)

CMOS IC — DUAL 1 SHOT —(21)

CMOS IC —QUAD 2 INPUT “AND" — (24)
DICDE — GP = (CR1-CR35)

ZEMER DIODE — 3.0V, 5% — (VR1)

BATTERY — 3.6V — [BAT. 1)

CRYSTAL — 3.579545 MHZ — (Y1)

SPACER, CORK

TRANSISTOR — PNP — (01, 04)

DIP SWITCH PACK — B POS. — (SW1-5W4)

RESISTOR — 6241, W, 5% — (RY)

CAPACITOR — .01 MICROFARAD, 50V — (C2, C4-C13, C15-C24, C26-C29, C31-C35)
CAPACITOR — .1 MICROFARAD, 50V — (C3, C14, C25, C30)
CAPACITOR — 100 MICROFARAD, 10V — (C1)

RESISTOR — 3.0K11, W, 5% — (A1, RG, R11-24, R42, R45, R46, R48, R51-R5T)
RESISTOR — 2.0KI1, W, 5% — (R4, RS, R44)

RESISTOR — 180§ %W, 5% — (R8, R50)

RESISTOR — 1KLL, %W, 5% —(R9)

RESISTOR — 2. 7MIVaW, 5% — (R10)

RESISTOR — 62011, YW 5% — [R25-R33)

RESISTOR — 4. TKIL, YaW/h%e (A2, R34-R41)

RESISTOR — 5.6K11, VW, 5%~(R3, R43, R49)

HESISTOR — 24K11, W, 5% —(R47)

CAPACITOR — 10 MICROFARAD 40 — (C36)
TRANSISTOR — MOTOROLA —{Q2 03

IC —0OPEN COLLECTOR INVERTER =< [Z10)

IC —HEX INVERTER — (Z7)

IC — CMOS — (Z36)
SOCKET — 40 PIN— (TC1)

“(Z3, 211, 212, 216, 217, 224, 226, Z27, 734, £35)
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X. L DRIVERBOARD COMPOMNENT LOCATION DIAGRAM AND PARTS LIST

A3 DRIVER BOARD COMPOMNENT LOCATION

D I'.I:IP'l'ﬁ.'-ﬂr 1]
B GEITTLIES & COn
RN LU R T —

‘QEF pﬂn "1*1 -lr:- []:%’—T
illJ ‘Ji J‘-’ :iii

O GOTTLIES & CO.

MASTER DRIVER
UBID o ﬂfm_ “

[Trum

'PBO3-0110

MASTER DRIVER BOARD

PART NUMBER DESCRIPTION

43-03-4 INSULATOR —THERMALLOY

ZMEDL3 TRANSISTOR—NPN-—(Q53, 059 O60)

ZM3055 TRAMSISTOR—NPHN—(Q58, Q62, (64

MPS-LI45 TRAMSISTOR—NPN—{O1-04, 013032, 045-052, 054-057, 083)
MPS5-A13 TRAMSISTOR-—=NPN—{05-012, 033-044)

SMHT41TEN IC=0QUAD “D” FLIP-FLOP —{Z1-Z12]

SNT404N IC—HEX INVERTER —(Z13)

14148 DIDDE —SILICON-—{CR1-CRE)

CAPACITOR—. 01 MICROFARAD, 50V —(C2-C19)
CAPACITOR—10 MICROFARAD, 10V —TANTALLIM—{C1)
RESISTOR—1000141, “aW, 5% —(R1-R53, RE1, R55, R5E, A58, RS9}
RESISTOR—9.11), TW. 5% —(R54, R&T, RG0)



X. M. DRIVER BOARD SCHEMATIC
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N. 6 DIGIT DISPLAY SCHEMATIC, COMPONENT LOCATION DIAGRAM
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A4 6 DIGIT DISPLAY
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O. 4 DIGIT DISPLAY SCHEMATIC, COMPONENT LOCATION DIAGRAM
A4 6 DIGIT DISPLAY
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X. P. A2 POWER SUPPLY SCHEMATIC AND COMPOMENT LOCATION DIAGRAM

A2 POWER SUPPLY SCHEMATIC
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x.

Q. A2 POWER SUPPLY PARTS LIST

PAAT HUMBER

1N4004
TN4758A
1M4T4GA
1N3445
1M4T34A
SW4F013
2MN5550
PMD10K40
31071
UATZICN
CMa-22
115RA501A

1MNS-3
DMI111
G52-3

A2 POWER SUPPLY

DESCRIFTION

HEATSINK MOUNTING PLATE
SPACER — 6— 32 THREAD X 53z
SPACER — 6— 32 THREAD X %
DIODE = (CR1-CR4)
ZENER DIODE — 82V, 1W, 5% — (CRS)
ZENER DIODE — 1BV, 1W. 5% — (CRE)
ZENER DIODE — 8.2V, 2W, 10% — (CR7)
ZENER DIODE — 5.8V, 1W, 5% — (CR8)
TRANSISTOR — NPN — NATIONAL — (Q1)
TRANSISTOR — NPN— (Q2)
TRANSISTOR— LAMBDA — (Q3)
SILICON CONTROLLED RECTIFIER — (SCR1)
I — 14 PIN DIP — (IC1)
DIODE — LIGHT EMITTING — (LED1, LEDZ)
POTENTIOMETER — 500t — CTS — (POT1)
RESISTOR — 1.301, 5W, 10% — (R1)
RESISTOR — 1K{1, “W, 5% — (R2, Rg)
RESISTOR — 12Kf}, 1aW, 5% — (R3)
RESISTOR — 3311, 1W, 5% — (R4}
RESISTOR — 51041, YW, 5% — (R6, R13)
RESISTOR — 3.9KI1, %W, 5% — (C7)
RESISTOR — 10K1L, WaW, 5% — (RB)
AESISTOR — 3041, 2W, 5% — (R10)
RESISTOR — 2.2K11, W, 5% — (A11)
RESISTOR — 3311, 5W, 10% — (WIRE WOUND) — (R12)
RESISTOR — 10K11, VW, 5% — (RS5)
AESISTOR — 2K11, YW, 5% — (R14)
RESISTOR — 10041, VaW, 5% — (R15)

ISTOR — 2011, WaW, 5% — (R186)

BISTOR — 62001, ¥aW, 5% — (R17)
AESISTOR — 18011, W, 5% — (R18)
CAPACITOR — 470 MICROFARAD, 100V — (C1)
CAPRACITOR — 47 MICROFARAD, 100V — (C2)
CAPAGITOR— 1000 PICOFARAD, 50V — (C3)
CAPACITOR —470 MICROFARAD, 10V — (C4)

CAPACITOR — 2MICROFARAD, 168V, —(C5)

TURRET TERMIMAL — (E1-EB)
TURRET TERMINAK=|TP1-TPS, CP5)
INSULATOR

INSULATOR

EYELET

CONNECTOR — 6 PIN—MOLEX — (J2)
CONMECTOR— 7 PIN — MOLEX — (J3)
COMMNECTOR — 9 PIN — MOLEX — (1)
HEAT SINK — THEAMALLOY
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X. 5. SOUND BOARD COMPONENT LOCATION DIAGRAM AND PARTS LIST

AS SOUND BOARD COMPONENT LOCATION

-1-1--

c:i:mc:i:n/ .
Euieeo

HB

| ena

%E} %{ﬂg

flease |*| | .

o

o
=N 1]
| G LB
: o GO .
o= 0G5
/ A,
i Wl SDoWD BDARD PHDN 2 NIERTER
OF F = CONEINVOUS SORD OFF = WE ATTRACT TUE WATH HBINT MOTCH UF.
0M = SEORKG 5S0ERO5 DHLY oM = ATTRALT TUNE EVERY & MRUTES PROM IS MBAKTD ETH CAMT HUMBER
o e
D. GOTTLIES & CO.
“mw
LOCATION —SYSTEM
SOUND BOARD o
| | 19829
PART NUMBER RIPTION
RESIS 01, W, 5%—{R1_ R2, A7)
RESISTGR
RESISTOR W, 5% —{R10)
RESIE
RESISTOR—2 | 5%— ()
RESISTOR —1 ,
RESISTOR—22.1 — (A2}
RESISTOR— 1011, AF
RESISTOR— 5 BK1L, vawis ;
RESISTOR — 270K1E, YW, Gl
RESISTOR—4THIL W & ‘ﬁ T3
CAPACITOR—0. 01 MICAD Iﬁ@x—HEHET-Imﬂp
CAPACITOR —47 MICROFARAD, 35V co)
CAPACITOR—470 MICROFARAD, 25V —(CEB)
CAPACITOR—0.1 MICHOFARAD, 100V, 20 —KEMET —(C8. C10, C13, 617}
CAPACITOR—10 PICOFARAD, 1000Y. 5% —[€11)
GAPAGITOR — 100 PICOFARAD. 280V, 20%—(C12)
CAPACITOR—0.047 MICROFARAD, 25V, 20% —C15)
CAPAGCITOR —0.0033 MICROFARAD, S0V, 20% —(C 16|
CAPACITOR —10 MICROFARAD, 25V —[C14)
6503 IG—GPU—U )
BESI0C FI0E 11 10 —FOM/BAN/ D — U2
S551408-6F W —DVC — (13}
HMTEAT 5 IC — PEOM — (L]
MESS5F o —TIMER — [UB|
SNTAO4N 1 = INVERTER —[UB, UT)
LM3S0M iC — AMPLFIER—(US)
114002 DICOE —iCA1-CR4|
IRATAZA ZENER DIODE—12V. 1W 5% — [CRS|
INZTD DRODE — (CAB|
TASBAZ 2 POSITION DIP SWITCH—(51. 52}
EVO.PAR.ITK PUSH BUTTON SWITCH —(53)
£a0359-1 SOCKET. 18 PN (PROM SOCKET)




X. T. POP BUMPER DRIVER BOARD SCHEMATIC, COMPONENT LOCATION DIAGRAM

AB POP BUMPER DRIVER BOARD SCHEMATIC

amc
H— —I _T »
%m e l =]
18K ATMFD
1w T
il
f-*. 3| ¥GC B
L), : —l X R/C
2] ‘ . &
- u T
0C GND ; o “ '-?n
0 - F g i ¢ w o
SNT4TZIN || “
-
|
- NOTE: UNLESS OTHERWISE SPECIFIED,
2. CAPACITORS ARE 0.07, MFD. 100¥, 20%
3. DIODES ARE 4148
O & O
- L
R3
I FiJ E'H I] I] @ 62
Ba
A2 ac | [0
R1 €3 ez i J
| I -
00
Aeo * Y
POP BUMPER DRIVER BOARD
PART NUMBER DESCRIPTIOMN
CAPACITOR—47 MICROFARAD, 10V —(C4)
CAPACITOR—0.01 MICROFARAD, 100V, 20% —(C1, C2)
CAPACITOR—4 7 MICROFARAD, 10V, 10% —{C3)
RESISTOR—1 5K11, %W, 5% —(R1)
RESISTOR—12K11, YW, 5%—(R2)
RESISTOR—22041, waW, 5% —(B3)
1M4148 DIODE —(CR1, CA2)
SNT4121N IC—(Z1)
SNT416N IC—(Z2)
PMO10KE0 TRANSISTOR —LAMEDA — Q1)
09-6:5-1061 CONNECTOR—(J1) | 0. GOTTLIEB & CO.
: POPF EUMPER DRIVER BOAAD
NRAD G SYSTEM B0

EELAE  AEEEGeED] GedE :i—‘mﬂ__

a7
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