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CIRCUIT FUNCTIONS 

The b lock diagram shows the signa l  f low between the component 

modules of the NEW CONTINETAL The points where arrows enter 

the M icroprocessor Modu le lead to input Ports - the communica-

tion link between the m � cropro cessor and data from the Keyboard 

Display Modu le, Remote control Sender and the Switch Matrix which 

act s as the "eyes" o f  the microprocessor . 

Arrows emerging from the M PU board are from Output Ports, by 

which instructions and data are tran sferred from the micropro-

ces sor or memory components to output de vices such as the lamp 

driver modu les, di splay, so lenoid s and mo tor . 

The microprocessor is a programmed inte g r ate d circuit which 

performs a wide variety of electronic tasks . It i s  connected 

to other integrated circuits on the MPU modu le thru the data 

bus and address bus by which data and instruct i ons pass back 

and forth . A control bus links the componen ts to synchronize 

system functions. 

Specific sequentia l instructions to be carried out by the 

microprocessor are in the program memory . When the "power up" 

state is rea ched, the f irst instruction wi l l  be obtained fro m . 

this memory via the data bus . A fter execut ing this instruction 

the microprocessor wil l signa l for the second, etc. 

The microprocessor tests the MPU modu le first, then makes the 

game ready for play . A large part of the �PU activity consists 

of monitoring the memory record of the switche s on the play field 

and in the cab inet, other ta sks include ser vicing disp lay up-

d ate s , motors , solenoid s an d scanning la m ps and momentary switches . 

Several addi tion al memory IC's store more data and ins tructions 

for the mi cropro ce ssor. 



INSTALLATION 

A. ASSEMBLY 

1. Using f lat washers under bo lt legs to cabinet . 

2. Un lock and remove back g lass from back box, loosen screws 

on light pane l re taining brackets. 

3. Posi tion back box on cabinet, lif t and tilt light panel for-

ward to rest on cabinet for access to main cab le and printed 

circuit board . 

4 .  Bo lt back box to cabinet. 

5. Gently feed cab le connectors and ground braids from cabinet 

through port in back box . 

6. Bolt ground braids to stud on power supply chassis. 

7 .  Carefully and fully insert (4) back box cab le connectors in to 

cabinet connectors . 

8. Insert power supply cab le connector completely into recepta-

cle on chassis . 

B. INS PECTIN 

After as semb ly, a visual inspection of the game must be made 

to correct loose connections or improper switch adjustments 

that may occur due to rough hand ling during shipme nt. 

!£�l�g_�!�E�� 
1. Check that all cab le connectors are comple tely seated on 

printed circuit assemb ly. 

2. Check that all cab les are c lear of moving parts. 

3. Check for any wires that may have become disconnec ted . 

4 .  Check s wi tches for loos e so lder or o ther foreign material 

tha t may be shor�ing contacts . 

5. Check that fuses are firmly seated and making good contact. 

6. Check that integra ted circui t mounted on P . C. sockets are 

sea ted . 



7. Check a djustment of the (3) tilt switches (normally open): 

a. Slam swi tch on fron door 

b .  Slam swit ch on bo t tom right side of cabinet 

c .  Plumb b ob tilt swit6h on left side of cabinet 

8. Check power supply for any foreign m a terial shorting a cross 

components. 

9. Check location line voltage an d adjust power supply to 

suitab le value . 

T O  ADJUST POWER S UPPLY 

Insert correct " line code" plug into receptacle on power supp l y  

chassis to match power input available, as shown in figure 1. 

Games are normally supplie d  wi th with two p lug, one wire d for 

120 VAC an d the ot her for 220 VAC opera tion . Fig u re 1 shows wi-

r ing of "line code" plugs. 

ALL 
RED 
WIRES 

ALL 
YELLOW 
WIRES 

115 V.A.C. 

220 V.A.C. o� 
� 
00 

ALL 
BLUE 
WIRES 

120 V.A.C. 

240 V.A.C. 

ALL o�ol 
GREEN f.. 
WIRES �@O 
�O�o 

�I 
LINE CODE PLUG WIRINGS 

NOTE: BEFORE TURNING ON POWER, 

MAKE CERTAIN THE PROPER LINE 

CODE PLUG IS USED FOR THAT 
LINE VOLTAGE 

FIG. 1 

Moe 092 



GAME OPERATION 

A. GENERAL 

Plun g in line c o rd . Move power On- Off master s wit ch to "On" 

position . The general illumin atio n  pan e l  and b ac k  glass lamps 

will light . After se veral seco nds the electro n ic replay display 

will light . The display will sho w  all zeros. �f t here is a va-

lue o ther th an zero o n  the display it will chan ge t o  zer o after 

a few sec on ds. The game is ready f o r  play. 

On e card or feature is granted f o r  each coin o r  credit t h at 

is played . Th e credits are reduced '::Jy number of mul tiplier each time the 

credit butto� �s depressed until the credits a�e reduced to zero or the 

maximum credi ts per ga;r,e is rea c he d . 

Up o n  buying th e first card o r  featur e ( either b y  c o in o r  cr e -

dit any balls r e m aining on th e playfield f r o m th e pr e vi o us 

gam e will be dumped. When all b alls have reached the ball 

tr ough the first b all will li ft t o  the ball sho o ter . The ga-

me is n ow ready t o  play . In the case where a ball was left at 

th e b all tro ugh, the ball at the sho o ter will b e  t h e  first 

ball o f  the game. 

Sh o o ting th e b all initiates game play . At tainin g th re e, f o ur 

or fiv e  lights in a row or at c o rners when the fea ture is lit 

awards credits acco rding t o  the replay schedule. 

Clo sing any o f  the t ilt switches results in ending the ga me . 

The hole light s  and all f e ature lights g o  o ut and the tilt li-

ght turn s o n .  An y winning co mbin ations attained b ut n o t  credited 

are void . 

The multipli catio n factor for a game b ein g played is shown on 

the S core Multiplier Di splay, l o cat e d  at the lower left corner 

o f  th e playfiel. 



When s cores are increased up to X 10 using the Score Multiplier, 

the number of credits awarded may exceed 99999. 

I f  this shou ld occur, the replay display wil l retur to zero 

and resume counting. At the same time the " * " in right o f  

"NEW CONTINENTAL" lites up on the back glass to indicate over-

flow . Maximum capacity o f  the credit replay memory is 199999 

a fter whic t the game til�s out. 

GAME ADJUSTMENTS 

A. PLAYFIELD PANEL POST ADJUSTMENT 

R ebound o f  the ball on the playfield may be adjusted by changing 

the rubber rings on the playfield posts . A so ft rubber rin g will 

increase the b all rebound and a hard rubber rin g will decrease 

rebound . 

B. BACK BOX GAME ADJUSTMENTS 

CAUTION: Turn o f f  power to game be fore making back box adjustments . 

Touch the ground b raid frequently to avoid-damage to the IC modu-

les from static dis charge . 

Each game has 32 switches located on the MPU module in the back 

box. These switches a l lowplay to be customized to the location . 

The switche s  are contained in four sixteen lead package numbered 

"AB" "CD " "EF" "GH" . The pos ition ·in mark ed on the ass embly . 
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c. FRONT DOOR GAME ADJUSTMENTS 

Severa l fun ctions of the Reflex Unit are a ccessible using the· 

Keyboard Display Unit 

Code .Fun ction 

lOA Ref lex Factor 

l l A Ref lex Ratio 

Ref lex Unit Adjust�ents: 

The Ref lex Fa ctor �a y be adjusted over a range of one to nine 

to a llow the operator to immediatel y adjust the game p lay 

without changing the long term percentage associated with 

changing the Reflex Ratio 

Chan ging the Ref lex Factor is a ccomplished fo l lows: 

Display the Reflex ?a ctor by entering the factor code into the 

Keyboard lOA ) . E�ter the new value (between 1 and 9 into 

the keyboard . Depress "Enter" The new value is now l oaded into 

the Reflex Fa ctor register. 

The Ref lex Ratio may be set to any value between 70 an d 99. 

It comes pre-set from Fa ct at 76, Which approximates a number 

3 gear ratio of a mechani cal game. 

To adjust the Reflex Ratio, display the present value of the 

ratio by entering the Ref lex Ratio code (llA) into the key board 

the n ew, two digit ratio fol lowed by depressing the "Enter" key . 

The new value is now stored i n  the register and the Reflex Cir-

cuit will stop at this new ratio during game play . 

NOTE: The ran ge of adjustment for the Reflex Ratio is limited 

to between 70 an d 99 per cent . Should the ratio be set to a value 

outside this range, the game will initialize the ratio back to 

76 pe rc e n t . 



ROUTINE MAINTENANCE 

A. DIAGNOSTIC TESTS 

Prior to activating the built-in te st routines the game must 

be switched from its normal. (p lay) mode to the diagnostic mode 

(see Keyboard Display Unit insta l lation) . This is done with 

the game on, by depressing the KEYBD/CLR Button on the Keyboard 

Disp lay U nit (KDU) . As the game enters the diagnostic mode, al l 

feature lights are turned off, the replay disp lay b lanks out and 

the ti lt light is turned on . The KDU (Keyboard Di splay Unit) may 

now be used to aid service personne l in the performance of 

diagnostic routines which either indicate that game is functioning 

properly or help isolate faulty circuits for repair. 

B. K EYBOARD OPERATION 

To start any diagnost routin e, the specific code for routine 

must be entered on the keyboard. The codes and the routine s they 

initiate are: 

Cod e Function 

1B Lamp test 

3B Cyc lic Lamp, Coi l & Motor test 

2 B  Switch test 

C. TE ST PROCEDURE 

1. LAMP TEST (lB) 
-----------------

After entering the "lB" code, repeated d epressing of the " B "  

button (8 additiona l times), seque�tia lly energizes eight groups 

of lamp circuits . As each group of circuits is energized, the 

number designating that group w i l l  apper on the KDU readout. 

The circuit groups are listed in the order they are energized. 



CODE LAMP CIRCUITS 

8 25 Magic number 

4th card double hit 

5th card double hit 

6th card double hit 

7 3rd card double-double hit 

3rd card double hit 

22 Magic number 

3 & 6 double-double card feature 

6th card regular win 

6th card double-double hit 

6 2nd card double-double hit 

2nd card double hit 

9 Magic number 

2 & 5 double-double card feature 

5th card double-double hit 

5 Extra balls 

1st card double-double hit 

1st card double hit 

Progressive bonus 

If any flashing 

Wins 

For extra balls 

7 Magic number 

1 & 4 double-double coin feature 

4th card double-double hit 

5th card regular win 

4 2nd card nothing 

All card ball lights 

4, 8, 12, 1 6, 20, 24 

All cards red diagonals 

Double or nothing features 

8th coin feature 

Tilt 



3 

2 

1 

1 Magic number 

4th card 

4th card nothing 

6th card nothing 

2nd crd regular win 

2nd card double 

3rd card 

All cards ball lights: 

3. 7. II, 15, 19, 23 

7th coin feature 

9th coin feature 

11th coin feature 

Magic number feature 

Magic number feature hit 

4th card regular win 

4th card double win 

6th card double win 

1st card nothing 

2nd card lite 

3rd card nothing 

All cards hole lights: 

2. 6. 10. 14. 18. 22 

All cards super line feature 

10th coin feature 

5th card nothing 

6th card 

Corner and Super Line panel rollovers 

Star credit 100.000 

1st card 

All cards corner 

1st card regular win 

1st card double win 

All cards ball lights: 



I, 5, 9, 1 3, 1 7, 2 1 ,  25 

3rd card regular win 

3rd card double win 

5 th card 

5th card double win 

NOTE: After completing the IB tes t , codes for other r outines 

may be ente red dire c t ly� if an y diffi�ulty arises, press the 

"KEYBD/CLR" button and ;re-enter the desired code. 

This rou t ine is similar to the 10 lamp test except tha t coil 

and motor circuit s of the game are energized with the lamp groups 

and no further action is required after entering the 3B code. 

When this is don e ,  the groups of circuits a r e  energi z ed auto ma -

t ica lly in the same order (Sthru 1). 

The sequence will cyc l e continuosly until an o ther code is entered 

on the keyboard or the KEYBD/CLR but ton (or " G am e " button) is 

pres s ed. 

NOTE: The 3B cyclic routine was designed as a factory burn-in 

test to assure proper functioning of compo n ents after a period 

of use . 

3. SWITCH TEST (2B) 
-------------------

Remo ve (6) balls from the game before running the switch test . 

After ente�ing the 2B code, the keyboard display should rea d 

S 0 0. The "s" i ndi c ates the switch group being monitored and 

the "00" reports all switches o pen in that group. Each additional 

time the "B" button is pressed, the code for the next group of 

switches being checked wi l l  appear on the left hand side of the 

keyboard display. At the same time, in a game that is working 

properly "00" w i l l be displayed on the right hand side of the 

keyb oard readout, to report all s w itches open. This repeated 

pre s sin g 0 f the " B " but ton com man d s the fol a i n Pro c e s sin g Un i t 

(MPU) to identify a n d monitor each group of switches sequentially 

St:hru 1, see chart) and return to gr o up S. 



Each swit ch in the .game also has unique code based on its group 

and position numbers . This specific code will be shown only i� 
that particular switch is c losed when its group number is selecte 

Switch codes apper in place of the "00" on the right hand side 

of the Keyboard display . 

Examp le: If the Key switch in group 8 is c losed, the disp lay 

will show 8 04. 

When two or more switches in the same group are c losed, the sum 

of all closed switches are displayed. 

Examp le: In group 8, if the Replay Button Switch is closed al ong 

with the Key switch, the display wil l show 8 05. 

NOTE: The code numbers differ sufficient ly to allow switch 

identification by subtraction of the individual switch codes . 

If the KDU shown any closed switches during the test des cribed, 

locate and check for ad justment , tracing asso ciated circuitsif 

necessary. 

To complete the 2B routine, step the KDU to group 8 and manuall y 

close switches· in the group, one at a time . As each switch is 

actuated, the correct code should apper in the keyboard d isp lay . 

Repeat with groups 7thru 2 ( group 1 is not used ) . If 

response is intermittent or does not occur . 

GROUP CODE SWITCH CODE SWITCH 

8 01 Replay button 

02 1/2 button 

04 Key switch 

08 "C" button 

10 "D" button 

20 "R" button 

40 Coin switch 2 

80 Tilt 

7 01 X 5 button 

02 Ball e le vator s witch 

04 Ball trough 1 

08 Ball trough 2 



10 Ball trough 3 

20 Ball trough 4 

40 Ball trough 5 

80 Coin switch 1 & 2 

6 01 Gate 

02 Super line rollover 

04 Corner rollover 

20 Ball shooter 

80' Request extra ball 

5 01 Hole 1 

02 Hole 2 

04 Hole 3 

08 Hole 4 

10 Hole 5 

20 Hole 6 

40 Hole 7 

4 01 Hole 8 

02 Hole 9 

04 Hole 10 

08 Hole 11 

10 Hole 12 

20 Hole 13 

40 Remote control data 2 

80 Remote control data 1 

3 01 Hole 14 

02 Hole 15 

04 Hole 16 

08 Hole 17 

10 Hole 18 

40 Remote control d ata 0 

80 Remote control quali:f. 

2 01 Hole 19 

02 Hole 20 
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OPl" l ONS , GAMES AND '{'EST PARAMETERS 

The keyboard tes ter makes the de f i n i t i on of t he p ro gram of t he var i ous 
game opt i ons poss i b l e ,  as wel l  as the opera t i ng parameters , and a l so 
to rea l t ze a number of tes ts . To do i t  , pu t the game i n  MODE-FUNCT I ON .  
( the door swi tch beinq ope n )  

T h e  board h a s  1 2  keys . 

* d i g i ts from 0 to 9 

* contro l key ( EN'r / NXT ) ( ENTER/ NEXT ) : i s  used to anter the mode - funct i on Fn 

and to va l ida te the entered va lues . 

* contro l key ( C lr/(}t ) :  i s  used to correc t the de f i n i  t va l ue s  but not 

ye t va l i dated w i th the key ( Ent/ Nx t ) , and to q u i t from the mode - funct i on . 

Wh.n the mode - funct i on i s  use d ,  the mach ine gets i n  T I LT pos i ti on and 
the d i sp l ays show the fol lowi ng s j, qns : 

* credi t d i sp l ay :  order number o f  the func t i on 

* d i sp l ay Eb/Ss l0s : i ntroduct i on o f  the new value . 

* bonus d i s p l ay :  n ew programmed va l ue . 
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4 
5 
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8 
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f e a t u r e  - e a r d  

D b l e / D b l e  S s e  2 
D b l e  S s e  2 
D b l e / D b l e  2 

C o r n e r s 3 

D b l e / D b l e  S s e  3 

D b l e / O b l e  3 

S s e  

D b l e  S s e  
S s e  

D b l e  

1 6  

.0 
6 
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3 r d  C a r d  
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2 0  
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3 
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3 
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3 
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3 

3 
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2 

i . e . ( 2 8 � 3 ) 

1 
1 

1 

1 
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1 

2 
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2 

2 

2 

2 

2 

2 

2 
3 

3 
3 

3 

6 

3 

3 

i . e . p i n  

1 3  
1 4 
1 5  

1 6  
1 7  
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1 8  

1 8  
1 8  

1 8  

1 1 
1 8 

1 3  
1 4  

1 5  

1 6  

1 7  

1 2  
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1 3  

1 4  
1 7  
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1 8  
1 5  
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3 9  
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-1 2  
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4 6  
4 7  
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f e a t u r e  - c a r d  

R e d  D i a g . 

2 3  
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2 

1 8  
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1 5  
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1 7  
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2 0  

1 6  
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i . c .  p i n  
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S e e " U p "  t y p e  ( N e G  � 2 ) a n d  r e p l a c e  c a r d  2 b y  c a r d  5 

a n d  c a r d  3 b y  c a r d  6 .  
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p i n  

2 9  
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3 1  

3 2  

3 3  

3 4  
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f e a t u r e  

2 2  

1 0  

1 9  
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R e d  

1 3  

1 9  

D i a g . 

C a r d  
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i . e . ( 2 8 0 3 ) 

4 

4 

5 
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3 6  5 1 5 1 4  

3 7  1 1 5 1 5  

3 8  9 1 5 1 6  

3 9  2 5  1 5 1 7  

4 0  3 1 5 1 2  

4 1  D b l e  S s e  1 5 1 1  

4 2  S s e  1 5 1 3 

4 3  9 2 6 1 4  

4 4  2 4  2 6 1 5  

4 5 C o r n e r s  2 6 1 6  

4 6  C o r n e r s  1 6 1 7  

4 7  D B l e / D b l e  S se 1 6 1 2 

4 8  D b l e / D b l e  1 6 1 1 



1 M a g i c  N - 2 2  1 1 3 

2 M a g i c  N - 9  1 1 4  

3 M a g i c  N u m b e r  1 1 5  

.1 M a g i c  N - 7  1 1 6  

5 M a g i c  N - l 1 1 7  

6 C o i n  V a l u e r .  1 1 2  

7 C o i n  V a l u e  c . 1 1 8  

8 C o i n  V a l u e 1 . 2 1 8  

9 7 t h C o i n  3 1 8  

1 0 9 t h C o i n  1 .  4 1 8  

1 1  M a g i c  N - 2 5 1 1 1  

1 2 1 2 t h  C o i n  5 1 8  

1 3  D b l e  d . 1 2 t h  C o i n  2 1 3 

1 .1  D b l e  u . 1 2 t h C o i n  2 1 4  

1 5  9 t h  C o i n  r .  2 1 5  

1 6  D b l e  u . 1 3 t h  C o i n  2 J 6 

1 7  D b l e  d . 1 3 t h  C o i n  2 1 7  
1 8  1 3 t h  C o i n  2 1 2  
1 9 1 0 t h  C o i n  r .  2 1 1 
2 0  1 0 t h  C o i n  1 .  3 1 3  

2 1  8 t h  C o i n  3 1 4  

2 2  T i l t  r .  3 1 7  

2 3  T i l t  1 .  3 1 6  

2 .1  C r e d i t  5 1 1  

2 5  S s c  s e l e c t 3 1 5  

2 6  E x t r a B a l l V a l u e 3 1 2 

2 7  Q u i c k  s t a r t 3 1 1  

2 8  X .1 1 3  

2 9  B o n u s  4 1 4  

3 0 1 1 t h C o i n  l .  4 1 5  

3 1  1 1 t h C o i n  r .  4 1 6  

3 2  D b l e  u .  1 4 t h C o i n 4 1 7  

3 3  D b l e  d . 1 4 t h C o i n  4 1 2 



p i n  f e a t u r e  i . c .  ( 2 8 � 3 ) i . c .  p i n  

3 4  1 4  t h  C o i n  4 1 1  
3 5  E x t r a  B a l l  5 1 3  

3 6  1 s t  E .  B .  5 1 4  

3 7  2 n d  E .  B .  5 1 5  

3 8  3 r d  E .  B .  5 1 6  

3 9  <1 t h  E . B . 5 1 7  

4 0  5 t h  E .  B .  5 1 2  



Func t i on 

0 4  

0 6  

2 4  

3 1  

1 4 

4 3  

NEW CONT I NENTAL GO LDEN - Superscore 

USA - '9 3 

F e a ture 

BONUS BAS I C  VA LUE 
( x 1 x 1 ) 

M I N I MUM EXTRA B A L L  va l ue 

S O P ERSCORE - number o f  ba l l 

SUPERSCORE - ba l l va l ue % 

" SAFAR I " L i tes a t tract mod e  
0 :  i nac t i ve 
l : ac t i ve 

Va l ue 

1 - 9 9 9  

1 - 9 9  

1 - 3 

1 - 9 9  

0 - 1  

S t a n d a r d  

1 0 0  

4 9  

3 

3 0  

0 



E R R OR CODE S ,  T I L T CODES , SECUR I TY CODES 

The g am e  p ro gram mak e s  s evera l pere i pher i c  c o n tro l s ,  and th i s  regu l ary : 
an e s sent i a l  compone n t  b a d l y  work i ng .  the d e t ec t i o n o f  p a r t i c u l ar ev e n t s  

o r  n o t  a l l owed e ven t s  are i n terpr e t e d  i n  a w a y  t o  i n form the o p er a to r  

or the res pons i b l e  p e r s o n  a bou t the s evera l p r o b l ems the mach i ne has 
faced . And th i s  w i th t h e  mac h i ne s w i t c h e d  ON or OUT . i t  d o e s  n o t  m a t te r . 

There a r e  3 code c a tegori es : 

- e r r o r  code 
- s e c ur i ty s y s tem c o d e  

- t i  1 t code 

The two f i r s t  c ode s s t a r t  a n  ALARM . pu t t i ng t h e  game in STAND BY po s i t i on ,  

the d i sp l a y s  i nd i c a t i ng the code number . 

T h e  T I L T c od e s  g i ve the d i f feren t c a u s e s  o f  t i l t  pos s i b i l i t i e s . They are 
s ta c k e d  chronog i c a l l y  and on l y  the 1 6  l a s t  on e s  c a n  be c h e c k e d . 

ERROR CODES 
T ab l e  I V . 1 s ummar i z e s  a l l the error codes . The s e  codes a r e  suppressed 
by e l i m i na t i ng the c a u s e s  and by proceed i ng t o  the e x t i nc t i on and the 
sw i tch i ng o n  a g a i n  of the mach i ne .  

2 .  T I LT CODES 
The t i l t  codes can be checked w i th the key board ( func t i on No 4 0 ) . the 
appea r i ng code be i ng the LAS T t i l t  made dur i n g the g a me . 

W i th the keys 0 a n d  ] y ou c a n  remoun t i n  the s t a c k  o f  t i l ts .  

The 9 p o s s i b l e  t i l t  codes are de f i n i t  on t a b l e  I V ,  2 .  p l e a s e  no te tha t 
the memo r i s a t i on o f  the code i s  e f f ec t i ve by the n e x t  s tart . 

,1 II 
3 .  C A L L C01:> �  

1h i s  C<;Jde m e a  t1 s OtFb I T ? f1 �X I M () ('-'l l-I M , . (-fn ¢ 3)  
To ('e� LJ tI1 e  i t  : _  i n serf th e  k ey boa r..q 

_ pu l l ,he door sWj l"� 
- leap p� h ed the ev-m/AEXT i<er 
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- comp l e te check i n g o f  the p a r a m e t e r s  suc c e s s i ve l y  

- genera 1 i ndexes " tEL I " ,  " tELa " , t o t i , to to . 

- month l y  i ndexes : " tE L i " ,  " tE La " , to t L  toto , Co i n ,  tELd , 

- t h e  p a ramete r s : n umber o f  game s p l ayed : ' nbGA ' 
number o f  Ex tra B a l l s p l ayed : ' nb E b ' 

numb er o f  po i n ts p l ayed dur i ng a r e gu l ar 
g ame ( 5  b a l l s ) : GA i n  

n u m b e r  o f  p o i n t s  won dur i ng a regu l a r 
g a m e  ( 5  ba l l s ) : GAo ) 

number o f  po Ln t s  p l a yed for the ex tra ba l l  
' Eb i n ' 

t o ta l o f  hours a n d  m i n u t e s  th a t  the 
m a c h i n e h a s  b e e n  k e p t  sw i t ched on : ' Hour ' 

- back to ZERO o f  the mon th l y  pa rame ter s ;  ( C l ) a n d  ( Bk )  toge ther 

- back to ZERO o f  the g e ne r a l  i ndexes : ( C I ) and ( 0 )  t oge ther 

Du r i ng a c ommun i ca t i on severa l e r r o � me s s a g e s  ma y d p p e a r . We draw you r 
a t ten t i on to the f a c t that such e r r o r  m e s s a g e s  have n o  i n f l u e n c e  to the 
i n d e x e s  va l ue ,  they j us t  g i ve s  a n  i nd i c a t i on on the s h a p e  o f  the l i ne . 



1 .  G E N E RAL OPERAT I N G  

Three opera t i ng l eve l s  are ava i l ab l e  t h r ough three keys : the remo te 
con tro l i s  to ta l l y  out of s erv i c e whwn none of the keys i s  i n  ON p o s i t i on .  
To make the t r an s f e r  p o s s i b l e ,  i t  i s  neces sary to OPEN the door swi tch 
( door c l os e d ) 

a . * key 1 ( ke y  1 ,  fron t f a c e ) : t h e  f o l l ow i n g func t i ons are ava i l ab l e : 

* Rese t : ( R s )  
* pu t t i n g up o f  p o i n t s :  d i g i ts and ( En )  
* R e se t : C Rs )  
* l a s t  pu t t i ng up o f  po i n ts ( En ) : ' l a s t ' 
* d ay d i f ference ( Dd ) : ' dAYd ' 
* ex t i nc t i on o f  the d i s p l ay s  ( C l )  

b .  k e y  2 ( k ey 2 ,  s i de face , f i r s t  k ey ) : s ame func t i on s  as f o r  key 1 ,  the 
ad d i t i ona l f unc t i on s  are the fo l l ow i ng :  

* check i ng o f  the i ndexes ( Bk )  

s uc c e s s i ve l y : te l i n :  ' tE L i ' 
te l o u t : ' tE L a ' 
te l i n  - te l o u t : . tELd ' 

* c l ear i ng o f  t h e  d a y  d i f f e r e n c e : ( e l ) and ( Dd )  t oge ther 

c .  k e y  3 ( key 3 ,  s i de face , second key ) : 
the add i t i on a l ava i l ab l e  f unc t i on s  h ere are e s sen t i a l l y  for c a s h i ers or 

o p e r a t o r s  thems e l ve s . 



REMOTE CONTROL U N I T  

The c ommu n i c a t i on ( R x / T x )  be tween the mach i ne and the remo t e  c o n tro l un i t  
i s  made through one s i n g l e  l i ne m a d e  o f  two w i re s . th i s  i n  a c c ordance w i th 
a s p ec i f i c  p r o t o co l . The s tandard r e m o t e  c on tro l un i t  rec e i ves 4 8  Va c 
( ' Vm ' ) from the mach i ne .  

The fro n t  f a c e  h a s  2 d i s p l a y s . w i th 8 a n d  4 d i g i ts and a k e y  board w i th 
1 6  k e y s : 1 0  d i g i t s ( 0 . 1 • . . .  9 )  and 6 c on tro l key s ( s ee the mean i ng o f  each 
func t i o n h e r e u n d e r ) .  

K E V  

( En )  . E n  t e r  ' 

( R s )  ' R e s e t ' 

( Dd )  ' Day d i f f e re n c e ' 

( Bk )  ' Bookkeep i ng ' 

( e l ) ' C l ear ' 

\. ("1m ) , Memory ' 

Tab l e  V I . I 
- remo te con tro l R x / T x  

F U N C T I ON 

* T r a n sm i t s  t h e  de f i n i t  po i n ts by t h e  
8 d i g i ts d i s p l ay .  

* '.�h en t.he 8 d i g i t s d i s p l ay i s  OU T ,  
req ue s ts the l as t  a moun t of tr'hsm i t 
po i n t s  b y  the r emo t e  con tro l . 

* r1akes the r e se..: a f ter hav i ng e l aced the 
�ac h i ne i n  T I L T pos i t i on 

* R e que s t s t h e  day d i f ferenc e . 
" t e l e  i n  - te l e  out " 

* reque s ts the i ndexes a n d  var i ous 
opera t i n g  parame te r s  

* C l e ars the d i s p l ays 

* Memor i s a t i on in ' d a ta memorex ' 

key func t i on -
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SECUR I TY COD ES 

The func t i o n 2 1  d e term i ne s  t h e  o p t i on " SECUR I TY SYSTEM " 

1 :  s ecur i ty s y s tem a c t i ve 

0 :  s e c u r i t y s y s tem n o t  ac t i ve 

An y mod i f i c a t i o n o f  th i s  o p t i o n i s  taken i n  coun t on l y  when the m a c h i ne 

i s  s w i t c hed on a g a i n  w i t h  i ts c o r r e s p o n d i ng e l e c tron i c a l  key ( Secur ON 
o r  Secur OF ) 

On c e  the s e c ur i t y op t i on " Se c ur i ty Sys tem " i s  e n tered . a n y  a c c e s s  i n to the 
m a c h i ne i s  s a n c t i o n n e d  b y  t h e  appa r i t i on o f  the s e c ur i ty bode 

* i mmed i a t e  f o r  t h e  t o p  s e c ur i ty s w i t c h e s  and 
the p l a y f i e l d .  

* w i th a few seconds de l a y for the d o o r  swi tch 

T h e  m a c h i n e is p l aced in S TAND BY po s i t i on .  

I t  i s  n e c e s s a ry to c o n n e c t the e l ec tron i ca l  k e y  i n  i t s l ock and to s w i tch 

o n  the ma c h i ne a ga i n .  ( Secur on ) 

Whwn the e l e c tron i c a l  k e y  i s  p u l l ed o u t ,  t h e  door mus t be c l osed w i th i n  

8 t o  1 0  s e c o nd s , a l l o th e r  s e c u r i ty s w i t c h e s  be i ng c l o s e d . 

I n  c a s e  a d  ser i ous PCB d e f e c t .  the s e c ur i ty c o d e s  1 and 2 may appear . 

I n  s u c h  c a s e  a f a c tory te c hn i c a l  a s s i s tance i s  requ i re d . 



BOOKKEE P I NG 

The c o mp l e te bookkee p i ng i s  rea l i z ed i n  a c l as s i c  w a y  by check i n g  the 
e l e c tro - me c han i c a l  c o u n t e r s  p l ac e d  i ns i de the mach i ne .  

When the d i s p l ay " cred i t "  i n  on ZERO : 

t E L i - t E L o  + Co i n :: t o t j  - t o t o  



C L A I MS 

To s e t t l e  rap i d l y  any c l a i m  c om i ng from a p l a y e r ,  a few s i mp l e  check i ngs 
c a n  b e  made by t h e  r e s p on s i b l e  p e r s o n , the mach i ne rema i n i ng c l o s e . 

I t  ma i n l y  c o n c e r n s  tIle t i l t s c au sed by s h ock s , the rea l z ed number and the 
po i n t s won i n  each c a r d . 

Numbers and w i n n i n g  p o i n t s : u s e  the b u t ton " man l i f t "  

- o n  t h e  cred i t  d i s p l a y a p p e a r  the po i n t s  won i n  the f l a s h i n g  c a r d s . 

- o n  the d i s p l a y s s / eb / q s : the fo l l ow i n g order number o f  the pu l l ed 
b a l l and the c o r r e s pond i n g numb er rea l i z ed . 

t i l t s s t ack : w i th the k e y  5 0  i t  i s  p o s s i b l e  to check the l a s t  t i l ts 
made . 
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I .  FUNCTIONING OF THE GAME - GENERALITIES 

The "New Continental Golden" is a "six cards" type game. The following attractions 
are added to the classical advantages: 

5 Extra Balls: (Yellow Button) 

Quick Start: Achievement of the advantages of the preceeding game with a single 
start (X button) 

Super Score: Possibility of realizing a score of 5 in line on a card thanks to a single 
number. The player has access to a maximum of three extra balls, obtained with a 
number of predefmed points. 

Playfield Scores: Possibility of realizing scores by defined combinations on the 
playfield and obtained by 3 ,  4, or 5 in a line, 23 ,  24, 25,  or 1 4, 1 5 , 1 6, 1 7, 1 8  in a line. 

Bonus: A jackpot earned by the combination of 5 predefmed numbers. 

The following table specifies the values of the scores that the player can obtain with 
the indicated combinations : 

1 st card 
2nd card 
3rd card 
4th card 
5th card 
6th card 

1 2th coin 
lines of 1 , 8 & 1 9  

1 3th coin 
line 23 , 24, 25 

1 4th coin 
line 1 4, 1 5 , 1 6, 1 7, 1 8  

3 in line 
4 
4 
4 
4 
4 
4 

1 0  

50 

4 in line 
20 
20 
20 
24 
36 
44 

25 

5 in line 
1 00 
1 00 
1 20 
1 40 
240 
3 00 

250 

600 



II. Generalities 

1 .  Precautions before using: 

Before turning power on, the operator should verify the power is correct and the plug is 
completely pushed in, tilts are not in contact, and balls are present in the correct number. 
A few instants after plugging in, the 2 tilt lights should blink alternately. When fIrst 
turned on, the LED on the CPU board does 5 distinct flashes indicating the 5 power up 
tests of starting. The displays will light after a delay of2 to 3 seconds. If the display 
shows "CODE", check the chapter on CODE ERRORS. 



III. OPTIONS, PARAMETERS AND TESTS 

With the keyboard tester it is possible to proceed to a series of tests. This is accomplished 
with the coin door being open. The keyboard comprises 1 2  keys: numbers 0 to 9, Control 
Touch Ent/Nxt (Enter/Next). This key enters into mode function and validates the 
introduced values. Control Touch Clr/Qt (Clear/Quit) . This key is used to correct the 
values defmed but not yet validated by the Ent/Nst key, and also to quit the mode 
function. When put in mode function, the machine enters tilt and the displays have the 
following functions: 

Credit display: order number of the function 
Eb/Ss/Qs display: introduction of the new value 
Bonus display: presentation of the programmed value 

A list of the various functions and their use is described in table III, 1 .  



IV. ERROR CODES, TILT CODES, & SECURITY CODES 

The game program effects various peripheral controls. The improper functions of 
important components, detection of forbidden events are interpreted so as to inform th,e 
operator of various problems that happen to the machine whether it is on or off. There are 
three categories of codes: ERROR, SECURITY, & TILT. ERROR and SECURITY 
codes start an alarm and put the game in ''waiting'' mode showing on the display the 
number of the code. As the name indicates, TILT indicates the various causes of "tilt" 
condition. They are stacked chronologically and only the last ones can be examined. 

1 .  Error Codes: 
Table IV. l list the error codes. Those codes are cancelled by eliminating the 
cause, turning off the power, then turning it back on. 

2. Tilt Codes: 
The tilt code can be checked thanks to the test keyboard at Function 40, the code 
appearing fIrst because it was the last one put in. The buttons "0" and " 1 "  allow 
you to go back to the "stack". The 9 tilt codes that are possible are explained on 
the display. (Table IV.2) 



3 .  Security Codes 

Function 2 1  determines the "security system": 
1 :  security system active 
0:  security system inactive 

Any modification to this option is accounted for only when the machine is plugged 
back in with the proper electronic key ("security on" or "security off') . Once the 
option "security system" is started, any access to the inside of the machine is 
sanctioned by the display of the security code: CODE-SEC-3 . The machine is placed 
in "waiting" mode. Now it is necessary to introduce the proper electronic key and 
proceed to turn it back on. When the key is taken out, you have a delay of 8 to 1 0  
seconds to close the game door while all the other security switches are being turned 
off. 



V. BOOK KEEPING 

General book keeping is done in a classic manner by checking the five electromechanical 
meters inside the machine. When the credit display is at 0 :  
tELi - tELo + coin = toti - toto 

The remote control unit allows memorizing (data memorex) and transfer with a mini
printer MER . 0 1 . If you don't have a remote control, the data can be viewed on the game 
display "credit" and ss/eb/qs by working the mini switch on the ball rail near the 
connector used by the electronic keyboard. The whole of the parameters are subdivided 
into 4 groups which can be defmed in the following manner: 

I = Index generalities 
2-3-4 = Monthlys 

The "X" button allows going to the next group. 
The "E" button allows advance in the same group 

Table V, I gives defmitions of the various parameters: 
The return to zero of the groups I and 2 are done by activating the "man lift" button when 
the corresponding group is selected. The return to zero of group 2 automatically gathers 
groups 3 & 4. This operation is valid only when the option "remote control" standard 
AIB/C/D/com has been chosen. ONL Y THE ELECTROMECHANICAL METERS 
WORK X I O. 

Credits Display 

Grupp! 
TeLi 

TeLo 

Toti 
Toto 
Coin 
Grupp 2 
Grupp 3 
TeLd 
DaYd 
NbGa 
NbEb 
Ebin 
Grupp 4 
Hour 

ss/eb/qs display 

game payment % (toto/toti) 
tele in 

tele out 

total in 
total out 
cash box 
(same index as grupp I )  

" 
tele difference (tele in - tele out) 
day difference (tele in - tele out) 
number of games 
number of extra balls 
total in for extra balls 

switch on time 



VI REMOTE CONTROL 

The communication between the game and the remote control is done through a single 
line composed of two wires according to a specific protocol . The remote control is 
powered by 48V AC coming from the machine. The control panel shows 2 displays of 4 
and 8 digits and a keyboard with 1 6  keys and 6 control keys functioning as follows: 

En (enter) Transmits the points displayed by the 8 digit display to the machine. 

Rs (reset) After the machine has tilted. 

Dd (day difference) Asks the daily difference (tele in - tele out) 

Bk (book keeping) Asks the index and different parameters. 

CI (clear) Clears the displays 

Mm (memory) Memorization in data memorex 

VI. I REMOTE CONTROL RxlTx TOUCH FUNCTION 

1 .  General Usage 
Three levels of use are possible through the use of 3 keys: The remote control is totally 
out of service when none of the three keys are on. 

KEY 1 :  (Front) 

(En) 
(Rs) Discount 
(En) Last 
(Dd) Daily difference 'da Y d' 

(CL) Clear displays 

KEY 2 :  (Side, lower) 

Same functions as for key 1 are available with these additional functions: 
(Bk) Checking indexes in succession: 
tel in : tELi 
tel out : tELo 
tel in - tel out : tELd 
Return to 0 of the daily difference = (CI) and (Dd) simultaneously. 

KEY 3 :  (Side, upper) 

The extra functions available at this level are essentially for the use of cashiers or of the 
owners themselves. 



A few important explanations are listed below to clarify the meaning of some functions: 

Function 03 - replay register - maximum value. This value defmes the limit ofthe 
display credits beyond which the machine enters into the fIrst "call" which demands the 
proper eJpctronic key to end any search of payment that has been started. This operation 
ended if second "reset"" allows the only function of "discount" by the remote control. In 
order �o guarantee later security, an internal limit of 350,000 has been fIxed. 

Function 33 - reflex value 

0 :  libgral game 
1 .280.000 conservative game 

Wben there is a loss of instructions (error 09) or bad manipulation while choosing 
op,tions, a standard programming is automatically inserted. (Standard Value - table III, 1 0  



Table I, 1 
In this type of machine, transfer of points is done in a direct manner: before presenting 
the new value, the display credit makes a simple blink, showing that the operation was 
done correctly. Aside from providing an appreciable time savings, this technique allows 
the internal electromechanical meters to function by 1 0 ' s in a totally independent 
manner, slow enough to assure complete security. (Faster, but not too fast) . 



NEW CONTINENTAL GOLDEN TECHNICAL NOTICE 1 0/1 7/88 

This version of the game EPROM (November 1 988) contains different �ptions explained 
below: 

2 "Magic Numbers" in each game 
First extra ball free if the option "2 magic numbers" is chosen in each game This 
advantage is indicated to the player by the blinking of the "Magic Number" light. The 
probability is 1 18 to 1 13 .  

Bonus: 4- 1 0- 1 6-20-24 can be won with 4 or 5 numbers. 

Begin transfer of winnings as soon as the 4th ball has fallen into a hole. 



The New Continental Golden is a 6 card game. The following attractions are added: 

5 Extra Balls (Yellow Button) 

Quick Start - You obtain identical advantages of the preceeding game by means of a 
single start (X button) . 

Super Score - It is possible to get a score of 5 in a line by means of a single number. The 
combination of the four 1 st numbers is to be chosen from those presented by the six cards. 
Press E button to fix the choice. The player has at his disposal the maximum of three 
balls obtained with a number of predetermined points. 

Playfield Scores - It is possible to realize defmed scores by combinations on the board 
obtained by 1 2  lit (3 ,  4, or 5 in line), 1 3  lit (23-24-25), 1 4  lit ( 1 4- 1 5- 1 6- 1 7- 1 8). 

Bonus - The "pot" can be won by the combination of 5 predetermined numbers you can 
try only when the value of whatever you bet is more than the fixed limit. 



2. BLOCK DIAGRAM 

Figure II, 2 :  

4Svac (5A) Motors, Remote Control (Vm) 
6.3  vac (3A) General Illumination (V gi) 
9vdc (5A) To CPU and displays via 5v regulator and to the contacts scan (opto-col), 
(Vur) 
1 2vdc (2A) Sound CPU 
2Svdc (SA) Lamps, Counters (VI) 
2Svsync S ignal of sector synchronization 

Figure II, 3 :  

Shows CPU connectors 

Figure II, 4 

S witch Matrix 

Table II, 5 

Wiring of the machine 

Table 11, 6: 

Switch numbers 

Table II, 7 :  

Light numbers 

The counters, motors, lamps and displays are individually driven through low power 
drivers. The machine is always equipped with a security system. When the system is 
�ed, an alarm is activated and the machine is put in a waiting mode (security system 
code, see Chapter IV). The only way to exit this situation is with the use of a proper 
electronic key. The remote control connects with the CPU by means of a 4 conductor 
cable, 2 conductors for power (V m - 4SVac), the other two for communication (Rx-Tx) 



The functions of key 3 are controlled by a 6 number access code. It is necessary to enter 
the correct code (6 numbers + En) in answer to the question appearing on the 8 digit 
display: Ent Code. The access code is memorized in the CPU of the game which allows 
the interchange of remote controls without any problems. When the machine leaves the 
factory the code is set at 000000. The owner can modifY it to his liking in the manner 
described below: 

Intoduce key 3 Display "Ent Code" 
Introduce access code (6 numbers + En).  If the access code is incorrect, the display shows 
"Ent Code" 
Modification of the access code : (CI + En simultaneously) Display "nEu code", enter 
the new access code (6 digits + En). On the lowest display will appear the last number of 
the code entered on the keyboard. If the number is forgotten, it will be necessary to 
contact the factory service department. 



NOTICE 

The EPROM 2 1 1 0  allows the possibility of choosing the type of calculation whicA 
defmes the price of the EXTRA BALLS ;  

Function 4 1 : O=%variable with the reflex 
1 =% fixed 

Function 22: If function 4 1  is 0, you define the added % (0 - 30%) to the % given by the 
reflex. R = %, 0 = 8%, 600000 = 1 1 %, 1 200000 = 14% 

If function 4 1  is 1 ,  you defme the fixed % 20 - 40% 

The use of �his new EPROM annuals the TILT condensers. 



Complete checking of the parameters(Bk) in succeeding order: 

General Indexes: tELi, tELo, toti, toto, Coin 

Monthly Indexes: tELi, tELo, toti, toto, Coin, tELd 

Parameters: Number of games played: nbGA 
Number of extra balls: nbEb 
Number of points played for extra ball : Ebin 
Length oftime the machine is on in hours and minutes: Hour 

To return to zero the monthly parameters and indexes :  Push CI and Bk simultaneously 
To return to zero the general indexes:  Push CI and 0 simultaneously 

During a communication several errors might appear. These messages in no way 
influence the values of the indexes, they are only an indication of the state of the 
transmission line. (Error Code : Wrong transmission) or (Busy : game occupied) 

2. Memorization by data Memorex. 

A special key on the keyboard marked Mn allows the transfer of indexes and parameters 
to the Data Memorex (DMX). Recordings thus memorized can be printed through a mini
printer MER -0 1 .  
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