
















REPLAY COUNTER NO. 1 viewed from WIPER side 

38-6 (YEL.-BlK.I 24 1�=� 
40-6 (GRN I 8 /1 

� (RED-yEL.l G �� 
10-5 (REDI 4 

27-5 (BLUE-ORA I 31�"" 
1!>-!>\RED-WHI1 2 
18-7 (RED-BlAI I 

� (ORA -BlA I 9 
� \ BlUE-WHII 121:!111� 
� (RED-GRNI 16 

� (WHL-BRNI 18 

CAM SWITCHES THAT PULSE REPLAY COUNTER 

SW. *12B sw.#IIB sW.'-12B sw.#12B 

a:: a:: a:: a:: 
« LaJ LaJ « LaJ « LaJ « LaJ LaJ ...J ...J ...J ...J � ...J ...J LaJ ...J ...J ...J ...J ...J ::::) m ::::) UI ::::) UI m £l. � � ::::) £l. 
(!) ::::) (!) ::::) (!) ::::) (!) ::::) 
LaJ 0 a:: w 0 a:: w 0 a:: w 0 a:: 
a:: 0 � a:: 0 � a:: 0 � a:: 0 � 

5 64 128 192 72 144 216 96 192 288 96 192 288 

IN-LINE @ @ ® ® @ ® @ ® ® @ @ @ 

4 16 32 48 18 36 54 24 48 7 2  48 96 144 

IN-LINE (3) ® @ 0 ® ® @ @ ® @ @ @ 

3 4 8 12 6 12 1 8  8 16 24 16 3 2  48 
IN-LINE 0) ® 0 0) ® 0 @ @ @ G @ @ 

Complete Unit - AS-797-33 
Reset Coil - 28-R-15 
Step-up Coil - 25-GG-7 
Step-up Plunger - S-496-116 
Step-up Arm - A-1765 
Ratchet & Shaft - C-100 

#1 STEP-UP COIL 

sw. #11 B SW. -#11 B 

It: a:: « LaJ « w ...J ...J W W ...J ..J ::::) In .J .J ::::) CO (!) !:) a.. a.. <.!) ::J w 8 a:: w 0 a:: 
It: � a:: 0 l-

144 288 432 192 3 84 576 

@ @ @ @ B 8 
96 192 28E 144 28E 432 

@ @ @ ® ® ® 
36 72 108 48 96 144 

0 @ @ @ @ @ 

LARGE NUMBERS ARE REPLAY SCORES FOR REGULAR, DOUBLE OR TRIPLE SCORING. 
NUMBERS IN CIRCLES INDICATE WHICH POR TION OF REPLAY CIRCUIT STRIP IS 
EFFECTIVE FOR A PARTICULAR REGULAR, DOUBLE OR TRIPLE REPLAY SCORE. 

EXAMPLE 1- ON A RE�ULAR :3 IN-LINE SCORE OF� 
THE CIRCUIT IS EFFECTIVE THRU THE � 
CIRCUIT STRIP. 

REPLAYS 
REPLAY 

NOTE' EFFECTIVE THRU OPEN AT 96 REPLAY COUNTER SWITCH 
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REPLAY COUNTER N O. 2 viewed from WIPER side 

ID /- S (gR.- <':0.) Z4 

S/-S( WH-KD) " 
$O-S( WH) 41�� 
48-S(GR-BLk:} "'I� 
4()-S(GR.) 2 
C 3 -5 (!JLU[-YELj I 

5 IN-LIE 

4 IN-LINE 

3 ,N-LINE 

PRINTED CIRCUIT 
CONTACT PLATE 

CAM SWITCHES THAT 
PULSE REPLAY COUNTER 
"2 STEP- UP COl L 

sw.1.2,4 sw.11 A sw.12A sw.l2A 

�4 72 96 96 
@) @ @ � 

16 18 24 48 
@) ® ® @ 

4 6 8 16 
CD CD ® @ 

Complete Unit - AS-797-35 

Reset Coil - 28-R-15 
Step-up Coil - 25-GG-7 
Step-up Plunger - 5-496-116 
Step-up Arm - A- 1765 
Ratchet & Shaft - C-100 

sw. IJA 

192 
@ 

96 
@) 

36 
® 

LARGE NUMBERS A RE REPLAY SCORES SHOWN ON BACK GLASS. 

NUMBERS IN CIRCLES INDICA TE WHICH PORTION OF REPLAY 

CIRCUI T STRIP IS EFFECTIVE FOR A PARTICULAR REPLAY 

SCORE. 
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EXAMPLE" ON A 3 IN- LIN E SCORE OF + 16 

I 
REPLAYS 

THE CIRCU I T  IS EFFE C TIVE T HRU THE ---it-_ �.,.@_ REPLAY 

CIRCUIT STRIP. 



en <D 

SPOTTING DISC viewed from BUTTON or WIPER side 

QDDDnQDAOOO�AAAAH� 

25 I 
71-51 

63-5 

43-6 

13-8 

74-5 

83-1 

27-9 

10-3 

74-9 

18-4 '-
r 71-9 '--
r-21-8 

80-9 

57-2 

31-2 

30-1 

� 74 

;.". ... o� ,. �,o 

0 
... ,ot::-

.0 if 

10 

�prl"ll 
and wiper 
Assembly 

I AS- 1034-42 

e8V 0'''' 8'" 0 '" 0 8 8 8 0 0 e 00 
8 

e 

25 

Wipers 
0 
[[] 0 [£I 

o [PJ 
II] 8 [£J e gO [[] 

o 8 o 8 , ... 00 
e 0110 

o ()O 

0 

Wire No's. I 145-S 

83-1 

36- 5 I 163-3 
18- 2 

52-6 I 165-3 
13- 5 

14- 8 J 180-8 
74 

� 21-9 

10-9 

75-8 

60-8 

74-8 

7 8-8 

36-6 

38-7 

43 

48 



.... Q Game "'\ Card layout 
( *1 button) 

Feature advantages for game-' 
Selection feature no's. 12-14-2-5-15 
Corners 
Red lines score double 
Yellow lines score double 
Green lines score triple 

SCORING REGULAR, DOUBLE OR TRIPLE SCORES 
IN GAME-I. 

Regular scores ore compl eted tt1rU the Search disc between pos .... 35to *23. 
Double or Triple scores Ofe completed thru the Seorch disc between 
pos.*17 to'" 3 . 
Double or Triple scores may be registered in (2) d ifferent ways: 
L By registering Regular score first, and then the remainder to 

complete either the double or triple score. 
2. By registering either the double or triple score imm ediately 

without interrup t i o n .  (See e)(planation below.) 

EXPLANATION OF REGULAR, DOUBLE OR TRIPLE 
SCOR ING. 

Regular scores are registered with the Score multiplier unit at zero 
Double scores ore registered with the Score multiplier unit at it's 151 step. 
Triple scores are registered with the Score multiplier unit at it's 2nd step. 

Game #2 Card layout 
(*2 button) 

Neutral position 
Magic squares 
rotate clockwise 

Feature qdvantages for game *2 
• * 

Mag ie square s a spot 2 8 24 
Spot'12 
Spot'13 

SCORING IN GAME 1>2 
All scores are completed thru the 
Search disc between pos.'''''4B to�37. 

.2 
o lO 
E 
o tt 
� :;; 
c. .,. 
� 

is 
.c 
u 
o '" (f) 

-
o 

c: 
o 

� o 0:: 

) 

r-
DIAGONAL 

'-----

r 
VERTICAL 

> 
HORIZONTAL 

'---­
r 

VERTICAL '---­r­
HORIZONTAL 

'----

CORNERS 

r 
DIAGONr 
VERTICAL 

L 
r 

HORIZONTl 
r 

DIAGONAL 
'----
r 

VERTICAL l r 
HORIZONTAL l 

WIPER WIPER @ 
0 S EARCH 

POSITION RELAY �1 
I 

2 
3 B 
4 9 
5 
6 
7 
8 
9 

10 4 
II 9 
12 10 
13 II 
14 8 
15 24 
16 13 
1 7  9 
1 8  
19 
20 
21 
22 
23 9 
24 8 
25 9 
26 8 
27 4 
28 5 
29 24 
30 9 
31 10 
32 13 
33 2 
34 " 
35 9 
36 
37 A 
38 J 
39 J 
40 I 
41 25 
42 B 
43 A 
44 N 

45 E 
46 2 
47 D 

48 A 
49 
50 

SEARCH POSITIONS 
WIPER ® WIPER 0 WIPER @ 

SEARCH SEARCH SEARCH 
RELAy *2 RELAY Ji.3 RELAY 4'4 

20 15 22 
19 15 21 

20 12 21 

" 2 13 
7 16 23 
19 I 20 
25 17 6 
19 IB 22 
22 14 21  
24 5 4 

B 3 10 
20 15 22 
19 15 21 
25 17 6 
20 12 21 
I 15 14 

19 18 22 
II 2 13 
7 16 23 

22 14 21 
13 15 12 
19 I 20 
24 5 4 

C 16 M 

L 16 F 
K " N 

L 12 M 

24 16 13 
C 18 F 
D 2 E 
G 5 P 
F 13 M 

18 16 12 
C 24 L 
B 25 I 

--- L. __ 

WIPER © 
SEARCH 
RELAY -Q 5 

10 
3 

23 
10 

3 
25 
3 
7 
6 
B 

10 
3 
3 

23 

16 
7 

10 
3 
6 

17 
25 
8 

0 
H 
0 
P 

5 

G 

H 
0 
N 

II 
K 
J 

{GAME '*1 
DOUBLE 
TRIPLE 

I�G GREEN 
GREEN 

YELLOW 

YELLOW 

YELLOW 

YELLOW 

RED 

RED 

RED 
RED 1 -

- (GI 
RE 
sc' 

J 
-

( G 

S( 

1-

MEitl) 
ULAR 
RING 

AME#2 ) 
ALL 
QRING 



...... ..... 

SEARCH DISC viewed from BUTTON or WIPER side 

21 154-1 

22 {57-I 

23 feo-I 

24 (71-I 

25 (38-9 

A � 
r-� 50- 7 '--
r-48-7 
'----
,--56-7 '--
� '-

G C0 
H e 

r-27-6 
'----
,--13-10 '--
r-52-7 '--
r-e 

Part of corners scor� 
thru wipers [f] __ � . 93-1 
Feed for wipers [f}fur 
all scoring circu� 80 

M e 

Completes circuit to replay COLrIter #2 for all  
scoring r, game #'2, thru wipers [£J 

19 

o 

10 

o 

18 17 16 15 14 13 

Completes crcults to replay counter""l for all scoring 
in game·I, thru wipers [f] 

12 /I 10 9 8 6 4 

8 o 
o 

Wire color numbers 

2 _Cord lites 

Wipers 
[ill 
[]) 
[J 
[Q] 
[] 
[) 
[Q] 

Wire color rombers 

W1r� Color Search "'" 
60- 4 " , 
20-5 " 
Ie - 5 .. , 
15 - 3 '" 
65-7 #, 
80 
21-3 
74-2 8 [ffi 

A�_�·080 8 
�CJ(�� 88 

"'-1' 845-1 e O 
, eO "� ' o 

65-1 
40 �:; 8 "�' V 

Q 
e o e C;; 8'H 'CJ 

888"-' 8 0 0 8,-, 0 8 8 
0 0 v 

8888888 

o 
30 



CONTROL UN IT PICTORIAL VIEW NUMBERS CORRESPOND TO SWITCH CHART 

TIMER 

CAMS 

INDEX 

E· I'4�1 

3D 

NOTE: 

SW. NO. 13 IS MOUNTED 

ON BACK SIDE Oil CAM 

10 .D 

REPLAY 

CAMS 

INDEX 

[-184-7 

SEARCH DISC 

W-713 

N.C. _______ NalMALLy CLOSED 

N.O. ________ NORMALLy OPEN 

lola B. _____ MAKE BEFORE BREAK 

S.P. D. T. _____ SINGLE POLE DOUBLE THROW 

CORRECT ADJUSTMENT: CONTROL UNIT CAM SWITCHES 13 & 13A 
Important part of illustration is to show that SWITCH 13 CLOSES FIRST AND OPENS LAST. 

If adjustment is necessary, Switch 13 can be moved up or down. Loosen screws that 

hold switch, then move up or down. 

REPLAY CAMS SHOWN IN THEIR 
NORMAL INDEXED POSITION. 
SWiTCHES 13A 813 ARE 
OPEN AT THIS TIME. 
NOTE: 
ARROWS POINT TO LOBES 
THAT WILL ACTUATE SWITCHES. 

" 

REPLAY CAMS SHOWN STARTING 
TO ROTATE. THEY ARE NOW OUT 
OF THEIR INDEX POSITION. 
SWITCH 13A IS STILL OPEN. 
SWITCH 13 IS NOW CLOSED. 

f!£2 
SWITCH 13A I S NOW CLOSED. 
SWITCH 13 IS STILL CLOSED. 

SWITCH. 13A IS NOW OPEN AGAIN. 

SWITCH 13 IS STILL CLOSED. 

BOTH SWITCHES ARE NOW OPEN 
AGAIN, SAME AS IN FIG. I. 
THIS SEQUENCE IS REPEATED 
THRUOUT REPLAY SCORING 
CYCLE. 

CONTROL UNIT CAM SWITCH CHART FOR POSITION OF SWITCHES REFER TO PICTORIAL VIEW 

CAM SWITCH WIRE No. WIRE COLORS FUNCTION OF SWITCHES 

lA N.O. 36-9 Yellow-Brown Energizes timer unit step-up coil, when drag arm switch 

65-2 Brown-White selector lock switch and control unit cam switch #14B are 

closed. 

2A N.O. 90-5 Gray Energizes reflex p lay magnet, and replay register reset 

30 Yellow coil. 

2B N.O. 93-4 Gray-Yellow Energizes coin kicker magnet. 
30 Yellow 

2C N.C. 31-7 Yellow-Red Drops out #1 button relay. 

57-6 White-Orange 

CONTINUED ON NEXT PAGE 
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CONTROL UNIT CAM SWITCH CHART - CONTINUED 

CAM SWITCH WIRE No. WIRE COLORS FUNCTION OF SWITCHES 

:lA N. C. 48-2 Green-Black Drops out start relay, and acts as safety switch during 
83-3 Black-Yellow spin. 

3B N. C. 25-2 Bl ue-Wtli te Drops out button safety relay, during spin. 
30 Yellow 

3C N.C. 20-2 Blue Drops out #2 button relay, during spin. 
30 Yellow 

93-7 Gray-Yellow 

3D S.P.D.T. 98-4 Gray-Black Directs circuit to replay meter or total plays meter. 
91-7 Gray-Red 

4A N.O. 14-9 Red-Green Used if coin meter is added. 
80-2 Black 

4B N. O. gS-1 Gray-Black Energizes spotting cams index coil. 
, 

30 Yellow 

4C N.C. 7S-9 Orange-Black (Safety switch) lock-in circuit for #2 button reI ay. 
30 Yellow (When playing #2 button after playing extra balls.) 

5A N. O. 6:'>-2 Brown-White Energizes timer unit reset coil. . 

71-8 Orange-Red 

5B N.O. 78-4 Orange-Black Energizes anti-cheat reI ay. 
8:'>-4 Black-White 

5C N.O. 21-1 Blue-Red Energizes extra ball unjt step-up coil to step unit from 
38-4 Yellow-Black minus one to zero position. 

6A N.C. 74-4 Orange-Green Opens game arlvantage circuits, during spin. 
75-5 Orange-White 

7A N.O. 93-4 Gray-Yellow (Safety swi tch) energjzes coin kicker magnet. 
30 Yellow 

7B N.O. 20-1 Blue #2 score unit steps. 
36-4 Yellow-Brown 

7C N.O. 10-4 Red #1 score unit steps. 

90-3 Gray 

7D N.O. 41-10 Green-Red Energizes spot #12 and spot #l:i relays, when circuits complete 

70 Orange thru other i"actors. 

8A N.O. 52-8 White-Blue Selection feature unit steps. 
56-6 White-Brown 

8B N.O. 15-6 Red!-White Extra ball unit steps. 
38-4 Yellow-Black 

8C N.O. 25-6 Blue-White Magic squares unit steps. 
57-4 White-Orange 

8D N.O. 43-10 Green-Yellow Energizes corners, red, green, and yellow lines relays, when 

70 Orange circuits complete thru other factors. 

9A ALT. 45-10 Green-White #2 score lmi t, multiple steps. 

51-10 White-Red 

52-2 White-Blue 

9B Alt. 85-2 Black-White Game proportioning. 
40-9 Green 

83-:'> Black-Yellow 

9C Alt. 25 Blue-White #1 score uni t, multiple steps. 
81-5 Black-Red 

CONTINUED ON NEXT PAGE 
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CONTROL UNIT CAM SWITCH CHART - CONTINUED 

CAM SWITCH WIRE No. 

lOA N.O. 10-4 
41-7 

lOB N.O. 25-6 
31-6 

10C N.O. 21-2 
36-4 

llA N.O. 13-1 
85-1 

llB N.O. 20-3 
!,)6 

12A N.O. 14-1 
85-1 

12B N.O. 20-3 
91-6 

12C N.O. 54-7 
93-1 

13A N.O. 48-4 
80 

13 (Backsi.de) N. O. 21-3 
23-1 

14A N.C. 56-11 

93 

14B N.C. 27-3 
90-2 

15A N.O. 23-4 
81-8 

16A N.O. 23-4 
91-4 

TIMER CAMS 93-2 
INDEX COIL 70 

17A N.O. 20-P 
60-P 

17B N.C. 10-P 
20-P 

17C N.C. 14-9 
71-2 

17D N.O. 13 
30 

17E N.O. 23-2 
41-2 

74 

WIRE COLORS 

Red 
Green-Red 

Blue-White 
Yellow-Red 

Blue-Red 
Yellow-Brown 

Red-Yellow 
Black-Whi te 

Blue 
White-Brown 

Red-Green 
Black-Whi te 

Blue 
Gray-Red 

Whi.te-Green 
Gray-Yellow 

Green-Black 
Black 

Blue-Red 
Blue-Yellow 

White-Brown 
Gray-Yellow 

Blue-Orange 
Gray 

Blue-Yellow 
Black-Red 

Blue-Yellow 
Gray-Red 

Gray-Yellow 
Orange 

Blue (Plastic) 
Brown (Plastic) 

Reel (Plastic) 
Blue(Plastic) 

Red-Green 
Orange-Red 

Red-Yellow 
Yellow 

Blue-Yellow 
(Jrepn-Rpd 

FUNCTION OF SWITCHES 

#1 Score unit. steps. 

Magic squares unit steps. 

#2 score unit steps. 

Pulses replay counter #2, when 3-in-line score lite ® 
or @ is lit. (#2 score lites) 

Pulses replay: counter #1, when 3-in-line score lite (0, @ , or @ is lit. (#1 lites) 

Pulses ® , 

score 

replay counter #2, when 3-in-line score 
or ® is lit. (#2 score lites) 

lite 0 , 

Pulses replay counter #1, when 3-in-line score lite (£), ® or ® is lit. (#1 score lites) , 

Pulses corners replay counter. 

Pulses replay register step-up coil, and reflex replay 
magnet. 

Replay lock-in switch. NOTE: See control unit pictorial 
view. 

Prevents the start of another replay from scoring until 
control unit cams are inrlexeel. 

Opens circuit to timer unit step-up coil during replay 
wi.nner. 

Completes circuit to score mul tipl ier unit step-up coil, 
thru reel, green, or yellow lines trip relay switches. 

Completes circuit to score multiplier unit reset coil, 
thru red, green, or yellow lines trip relay switches. 

J 
Energized by switch on start relay. Also thru shutter 
motor cam switch #5C. 

Operates control unit, magic squares unit, and mixer and 
spotting uni t motors. 

Energizes mixer latch coil. 

Opens circuit to coi.n lock-out magnet, duri.ng spi.n. 

Lock-in safety switch for #1 button relay. 

(Safety Swi tch) #2 button relay lock-i.n circui. t. 

CONCLUDED ON N EXT PAGE 



eOITHOL DIIT CAM SWITCH CHART - CONCLUDED 

CAM SWITCH 

REPLAY CAMS 
INDEX COIL 

18A N.O. 

18B N.O. 

l8C N.C. 

SEARCH INDEX 
COIL 

19A 

1913 

A-800-3S 
DISC .ASSEIrwI 

N.O. 

N. C. 

C.M SWITCH 

1A. N.O. 

2A N.O. 

2B f;. O. 
-

WIRE No. WIRE COLORS FUNCTION OF SWITCHES 

40-4 Green Energized when score is mane, and releases replay carns. 
70 Orange 

23-1 Blue-Yellow In series wiih replay lock-in circuit. 
80 Black 

56-7 White-Brown In series with replay winner circui t. 
93 Gray-Yellow 

15-2 Red-White Opens direct 50 volt circuit to search index coil, 
80 Black then held in thru resister. 

15-2 Red-White Energized when score is made. 
70 Orange 

40-4 Green Energizes replay cams, when score is made. 
80 Blac!( 

83-3 Black-Yellow Opens start circuit and acts as sarety Switch. 
30 Yellow 

BALL LIFT MOTOR PICTORIAL VIEW 
NUMBERS CORRESPOND TO SWITCH CHART BELOW 

CODE 
N.C. � _____ NORMALlY CLOSED 
N.O. ______ NORMALLY OPEN 
M.B.B. _____ MAKE BEFORE BREAK 

coil 

S.P.D.T. ____ SINGl£ POLE DOUBLE THROW 

WIRE .... WIRE COLORS FUNCTION Of SWITCH 

3D 'i�}}ow Carry-over switch for ball 
91-1 Grey-Red I iflE!r Inolor. 

30 yellow comkl etes c 1 rC\l\t to sf> 1 ec tor 
98-3 Gray-Black loc trip relay. 

43-2 Green-Yellow Ene rg i zes timer un1 t 

27-2 BIlle-OrangE! step-up coil. 
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MIXER AND SPOTTING UNIT ASSEMBLY NUMBERS CORRESPOND TO SWITCH CHART BELOW 

N.C. 

N.D. 
M.B.B. 

S.RO.T. 

ZO 10 

2C IC 

ZB IB 

2A IA 

Normally open 

Normally closed 

Make before break 

Sin91e pole double throw 

MIXER AND SPOTTING UNIT CAM SWITCH CHART 
FOR POSIT/ON OF SWITCH ES 
REFER TO PICTORIAL VIEW ABOVE 

CAM SWITCH WIRE No. WIRE COLORS .fUNCTION OF SWITCHES 

1A 16 pulse N.O. 53-7 White-Yellow Pulses replay register reset coil. 
75-2 Orange-White 

1B 16 pulse N.O. 38-4 Yellow-Black Pulses extra ball unit step-up coil, for multiple steps. 
78 Orange-Blac k  

1 C  1 6  pulse N.O. 10-4 Red Pulses score unit #1 step-up coil, for multiple steps.  
91-3 Gray-Red 

1D 16 pulse N.O. 52-8 White-Blue Pulses s election feature unit step-up coil, for multiple 
63-8 Brown-Yellow steps. 

2A 16 pulse N.O. 53-2 White-Yellow Flashes magic s quares feature, and selection feature, 
78-2 Orange-Black "select now Ii tes" . 

2B 16 pulse N.O. 50-8 White Pulses corners replay counter uni t, for homing it to zero. 
- 91-8 Gray-Red 

2C 16 pulse N. D. 25-6 Blue-White Pulses magic squares feature unit step-up coil, for 
48-6 Green-Black multiple steps.  

2D  16 pulse N.O. 10-1 Red Pulses score unit #2 step-up coil, for multiple steps.  
36-4 Yellow-Brown 

SPOTT I NG CAMS 98-1 Gray-Black Energized during spin, by control unit cam switch #4B. 
INDEX COIL 70 Orange 

3A N.D. 13-4 Red-Yellow Completes flash Circuit, for all game advantages .  
30 Yellow 
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6 RELAY BAlK PICTORIAL VIEW 

REPLAY 

RESET 

RELAY 

ANTI· 

CHEAT 

RELAY 

START 

RELAY 

., 
BUTTON 

RELAY 

'2 
BUTTON 

RELAY 

NUMBERS CORRESPOND TO SWITCH CHART 

BUTTON 

SAFETY 

RELAY 

COI L  PART N UM BERS 

50 n 50 V. - - - C - 27 9 4 - 9 
70 n 50 V. - - - C - 279 4 - 33 1  
90 n 5 0 V. - - - C - 279 4- 1 

105 n 50 V. - - - C - 2794- 2 3  

C O D E  

N . C . - - - No r m a l l y  c losed 
N .  0. - - - N o r m a l l y  open 

M. B. B. - - Make before break 

S. P D.T. -- S i ng le p o l e  d o u b l e  throw 

6 RELAY BAlK SWITCH CHART FOR POSITION OF SWITCHES REFER TO PICTORIAL VIEW 

RELAY SWITCH WIRE No. WIRE COLORS FUNCTION OF SWITCHES 

REPLAY RESET 75-2 O range-Whi t e  Energi zed when ant i- cheat r e l ay d rops out. 
RELAY C O IL 70 O r ange 

A S . P. D. T. 90-5 Gray D i re c t s  rep l ay regis t e r  r e s e t  c i rcui t thru c o n t r o l  uni t  
13-9 Red-Ye l l ow c am s w i t c h  #2A, when rep l ays are b e ing p l ayed, or thru 16 
53 - 7  Whi te-Ye l low pul s e  c am when repl ays are being c anc e l l ed. 

B N. O .  56-2 Whi te-Brown Lock- in c i r c u i t  for t h i s  r e l ay. 
75-2 Orange-Whi te 

C N . O. 20-P B l ue (P l a s t i c) C omp l e t e s  c i r cui t to run control uni t ,  and m i x e r  and 
6O-P Brown (P l as t i c) spo t t ing uni t  mo t o r s ,  dur ing repl ay c anc e l .  

D N. C .  21 - 6 Bl ue-Red Opens s ta r t  c i r cui t d u r ing repl ay c anc e l .  
63-2 Brown-Y e l low 

ANT I - C HEAT 78-4 Orange-Bl ac k  Energi zed b y  c on t ro l  uni t c am swi t ch #RB, i t s  s w i t c he s  
RELAY COIL 70 Or ange p r o t e c t  repl ay, and l i te c i r cu i t s .  

A S . P. D. T. 75-2 Orange-Whi te Breaks s t a r t  r e l ay c i rcui t, and c omp l e t e s  c i rcu i t  t o  
R6-2 Whi te-Brown repl ay r e s e t  r e l ay, when t h i s  re l ay drop s  out. 
50-2 Wh i te 

13 N. O.  78-4 Orange-Bl ac k  Lock- i n  c i rc u i t  for t h i s  r e l ay. 
30 Yel l ow 

C N . O .  20 -4 Blue Opens 17 v o l t c i r cui t ,  when this relay (t rops out. 
80- 1 B l ac k  

D N. C .  57-6 Wh i te-Orange S afe ty c i r c u i t .  
85-7 Bl a c k-Whi te 

E S . P. D. T. 9 1 -2 G r ay-Red Opens 6 v o l t  c i rcui t ,  and l i te s  t i l t  l i t e ,  when t h i s  
38 Y e l l ow-Bl ac k  r e l ay d rops out. 
54-2 Wh i te - G reen 

CONCLUDED ON N EXT PAGE 

77 



6 RELAY BANK SWITCH CHART - CONCLUDED 

RELAY SWITCH WIRE No. WIRE COLORS FUNCTION OF SWITCHES 

START RELAY 21-6 B lue-Red Energ i zed eve ry t ime a c o i n  i s  p l ayed, a l s o  when #1 ,  #2 , 
C O I L  7 0  Orange or ye l l ow but ton i s  p r e s s e d .  ( us ing repl ays) 

A N. C .  75-4 O range-Whi te Opens e x t r a  b al l  s t ep-up c i rcui t ,  dur ing spin. 
78 Orange - Il l ack 

B N . C .  2 1  Blue-Red Opens game adv antage c i rcui t s ,  dur ing spin. 
90-4 G ray 

C N. O. 13-3 Red-Ye l l ow C omp l e te s  c i rc u i t  t o  t ime r c ams index c o i l ,  duri ng spin. 
90-9 G ray 

D N . O.  48-2 G reen-B l ac k  Lock- in c i rc u i t  for t h i s  r e l ay. 
63-2 B rown-Yel l ow 

#1 BUTTON 85-7 B l ack-Wh i t e  Energ i z e d ,  when #1 or #2 b u t t on i s  p r e s s e d .  
RELAY COIL 70 Orange 

A S. p. D . T. 93-2 G ray-Ye l l ow D i re c t s  c i rcui t from t imer c ams inclex c o i l  during e x t r a  
98-2 G ray-Bl ack b a l l  p l ay, to s hu t t e r  motor when s t a r t i ng new game. 
14 - 3  Red-Green 

B N. O.  2 7 - 8  B l ue-Orange Loc k- in c i rcui t fo r t h i s  rel ay. 
3 1 - 7  Ye l l ow-Red 

C N . O.  25-2 B l ue-Whi te C omp l e te s  c i rc u i t  t o  energ i z e  b u t t on s a fe t y  r e l ay. 
90- 7 Gray 

D N .  C .  2 1 -4 B l ue-Red Opens ex t ra bal l l i te ci rcui t .  
50-9 Whi te 

#2 BUTTON 23-2 B l ue-Ye l l ow Energ i ze cl  when #2 but ton is p r e s s e d .  
RELAY C O I L  70 Orange 

A S . P. D . T .  52-2 Whi te-Black D i re c t s  p r op o r t i on i ng c i rcui t s .  
25-3 B lue-Wh i t e  
40-9 G reen 

B S. P. D. T. 50-4 Whi t e  D i re c t s  s c or e  uni t  s t ep-up c i r c u i t .  
63-4 Brown-Ye l l ow 
6 1 -4 B rown-Recl 

C S. P. D . T . 93-3 Gray-Ye l low D i r e c t s  p ropo r t ioning c i rcui t s .  
75-5 O r ange-W h i t e  
53-6 Whi te-Yel l ow 

D N . O. 4 1 - 2  G r een-Red L o c k- i n  c i rcu i t  for t h i s  re l a y. 
78-9 O r ange-Black 

E S . P. D . T .  14-8 Red-Green D i re c t s  game adv an t age c i rcui t s .  
60-6 Brown 
13-5 Red-Yel l ow 

F S. P. D. T. 36-5 Ye l l ow-Brown D i re c t s  game advant age fl ash c i r cui t s .  
3 1-5 Ye l l ow-Red 
8 3 - 1  B l a c k-Ye l l ow 

BUTTON SAFETY 90-7 Gray Energ i zed when #1 b u t t on r e l ay pul l s  in. 
RELAY COIL 70 Orange 

A N. C .  3 1 - 9  Yel l ow-Red ( S afe t y  s w i t c h) For e x t r a  bal l un i t  s teps. 
3 8-4- Ye l l ow-B l a c k  

B N . C .  60-6 B rown-Gray (S afe ty swi t ch) For game adva n t ages. 
90-4 Gray 

C N . C .  63-4 Brown-Ye l l ow ( S afe t y  s w i  t c h) For score uni t  s teps .  
70 Orange 
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TRIP RELAY BANK PICTORIAL VIEW NUMBERS CORRESPOND TO SWITCH-CHART 

L 4  L4  L4  

L3 L3  L3 L3 L3 

L2 R2 L2 R2 

1I AI LI A I  

L4  

L3 

L4  L4  

l 5  R5 

L4 R4 

L3 R3 L3 R3 L3 R3 l..3 

R2 L2 R2 L2 R2 L2 

LI RI Ll Rt LI 

RED YELLOW GREEN SPOT �'3 SPOT �12 E. B. � I E . 6.':11"2 SELECTOR CORNEAS TILT 
LINES LINES LINES LOCK 

CODE 

N.C. _ _ _ _ _  NORMALLy CLOSED 
NO. _ _ _ _ _  NOIIMALLy OPEN 

MB.B. ____ MAKE BEFORE BREAK 

S.P.D.T. _ _ _  SINGLE POLE DOUBLE THROW 

TRIP RELAY BAN K  CHART FOR · POSITION OF SWITCHES REFER TO PICTORIAL VIEW 

RELAY SWITCH WIRE No. WIRE COLORS FUNCTION OF SWITCHES 

RED LINES J Jwnper Energized b y  control unit cam switch #8D ,  when circuit 
TRIP COIL 43-10 Green-Yel l ow comp l e te thru other factors. 

Ll N. O. 10-9 Red Lites red lines score double feature lite. 
30 Y e l l ow 

L2 N. C. 85-6 Bl ack-Whi te Breaks circuit to this coil. 
J Jwnper 

L3 N. O. 23-4 Blue-Yellow Compl etes circuit to score mul tiplier step-up and reset 
63 Brown-Ye l l ow coils thru control unit cam switches #15A & #16 A� 

lA N . C.  48-7 Green-Bl ac k  Mixer #3, proportioning circuit. 
81-3 B l ack-Red 

Rl N. O. 65 Brown-Whi te Completes circuit to search disc for red l ines doubl e  
75 Orange-Whi te replay scoring. (Rep lay counter #1) • 

R2 N. C. 27-7 Blue-Orange Mixer #3 proportioning circuit. 
80-3 Black 

R3 N. C. 40-3 Green Mixer #3, proportioning circuit. 
56-12 White-Brown 

YELLOW LINE S  J Jwnper Energized b y  control unit cam switch #8D , when circuit 
TRIP COIL 43-10 Green-Yellow complete thru other factors. 

Ll N. O. 18-9 Red-B l ack Lites yel l ow lines score double feature l ite. 
30 Yellow 

L2 N. C. 90-6 Gray Breaks circuit to this coil.  
J Jwnper 

L3 N. O. 23-4 B lue-Yel l ow Compl etes circuit to score multiplier unit s tep-up and 
63 Brown-Ye l l ow reset coils,  thru control unit cam switches #15A & #16A. 

lA N. C. 48-7 Green-Black Mixer #3 , proportioning circuit. 
84-3 Bl ack-Green 

Rl N. O. 65 Brown-White Comple tes circuit to search disc, for yel l ow lines 
91 Gray-Red double replay scoring. (Replay counter #1) . 

R2 N. C. 27-7 B lue-Orange Mixer #3, proportioning circuit. 
53-8 White-Y e l l ow 

R3 N. C. 27-7 Blue-Orange Mixer #3 , propor tioning circuit. 
80-3 Black 

CONTINUED ON NEXT PAGE 
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TRIP RELAY BANK CHART - CONTINUED 

RELAY SWITCH IWIRE No. WIRE COLORS FUNCTION OF SWITCHES 

GREEN LINES J Jumper Energized by control uni t  c am swi tch #8D, when c ircuit 
TRIP COIL 43-10 Green-Yellow complete thru other fac tors. 

Ll N. O. 2 1-9 Bl ue-Red Lites green l ines score t r ip l e  feature l i te. 
30 Yel l ow 

L2 N. C. 98-5 Gray-B l ack Breaks c i rcuit to this coil.  
J Jumper 

L3 N . O. 23-4 B l ue-Yel low Completes c ircui t to score mul tiplier s tep-up, and reset 
63 Brown-Yel l ow coils,  thru control uni t c am  switch #15A & #16A. 

IA N. C.  53-8 Whi te-Yellow Mixer #3 , p roport ioning c ircui t. 
56-12 Whi te-Brown 

Rl N . O.  65 B rown-Whi te Compl etes c i rcui t to search disc, for green l ines t r iple 
90 Gray rep l ay scoring (Rep l ay counter #1) . 

R2 N. C.  80-3 B l ack Mixer #3 , proportioning c i rcuit. 
8 1-3 Bl ack-Red 

SPOT #13 TRIP J Jumper Energi zed b y  control uni t  cam swi tch #7D, when c i rcui t 
COIL 4 1- 10 G reen-Red compl e te thru other factors. 

Ll N. O.  27-9 B lue-Orange Lites spot #13 feature l i te. 
30 Yel l ow 

L2 N. C.  8 1-6 Bl ack-Red Breaks c ircui t to thi s coil.  
J Jumper 

L3 N. O. 54-9 Whi te-Green Lites #13 l i te in card. 
30 "Vellow 

IA N. C.  27-7 Blue-Or ange Mixer #5, p ropor t ioning c ircuit. 
8 1-2 Bl ack-Red 

Rl N. C. 50-10 Whi te Mixer #5, proportioning c ircui t. 
83- 2 Black-Yellow 

SPOT #12 J Jumper Ene rg i zed by cont rol uni t  cam switch #7D, when c i rcui t 
TRIP COIL 4 1- 10 Green-Red comp l e te thru o ther factors. 

Ll N. O. 10-3 Red Lites spot #12 feature l i te. 
30 Y e l l ow 

L2 N. C. 80-6 Bl ack Breaks c ircui t to thi s coil.  
J Jumper 

L3 N. O.  40- 1 Green Lites #12 l it e  in card. 
30 Yellow 

IA N. C. 27-7 Bl ue-Orange Mixer #5 , p roportioning c i rcui t. 

8 1-2 B l ack-Red 

Rl N. C.  27-7 B lue-Or ange Mixer #5, proportioning c i rcui t. 
50- 10 Whi te 

CONTINUED ON NEXT PAGE 
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TRIP RELAY BAlK CHART - CONTINUED 

RELAY SWITCH WIRE No. WIRE COLORS FUNCTION OF SWITCHES 

EXTRA BALL #1 NOTE: Both extra bal l  tr ip relays energi zed by same 
TRIP COIL coil,  coil i s  on extra ball t r ip rel ay #2. 

L1 N. C.  78-9 Or ange-Bl ac k  Breaks # 2  button relay lock- i n  c i rcuit. 
:'10 "Yel l ow 

L2 S. P. D. T. 54-6 Whi te-Green Propor tioning c i rcuit. 
50-10 Whi te 
40-2 Green 

L3 S . P . D. T. 85-4 Bl ack-White Bre aks guaranteed score s tep c i rcui t,  and comp l e tes 
30 Yellow c i rcui t to extra ball uni t for 1 s t  step .  
61-2 Brown-Red 

Rl N. O. 21-4 Bl ue-Red Li tes extra b al l s  l i te. 
30 Yellow 

R2 S. P. D. T. 52-6 Whi te-B l ue Directs c i rcui t from score steps,  to extra b al l  steps.  
27-7 Blue-O range 
18-2 Red-B l ack 

R3 S. P. D. T. 50-10 Whi te 
90-8 Gray Propor t ioning c i rcuit. 
45-5 G reen-Whi te 

EXTRA BALL #2 25-7 Bl ue-Whi te This rel ay, and extra bal l trip rel ay #1 are energi zed 
TRIP COIL 70 Orange b y  press ing yel l ow but ton. 

L1 S. P. D. T. 14-3 Red-Green Bre aks circui t to shutter motor, and comp l e te s  c ircui t 
43-9 Green-Ye l l ow to t imer c ams index coil.  
98-2 Gray-Bl ack 

L2 N. C. 25-7 B l ue-White Breaks c i rcui t to this coil. 
3 1-8 Yell ow-Red 

L3 N. C .  21 Bl ue-Red Bre aks c i rcuit to other game adv antages, when p l aying 
50-10 Whi te for extra b al l s. 

L4 S. P. D. T. 75-5 Orange-White Proportioning c i rcuit. 
65-4 Brown-Whi te 
50-10 Whi te 

R1 N. O. 38-3 Yel low-B l ac k  Comp l e tes c i r cui t  t o  bal l l i fter motor. 
91-1 Gr ay-Red 

R2 S . P. D. T .  25-3 B lue-Whi t e  
65-4 Brown-Whi te Proport ioning c ircuit. 
85-2 Bl ack-White 

R3 S. P. D. T. 3 1-5 Yell ow-Red Breaks c i rcuit for fl ashing other game adv antages, and 
13-4 Red-Ye l l ow compl etes c i rcui t to flash extra bal l s  l i tes. 
74 Orange-Green 

SELECTOR LOCK J Jumper Ene rgized at 4th step of t imer uni t. 
TR IP CO IL 70 Orange 

L1 N. O.  9 3  Gray-Yel low Compl etes c i rcui t to score mul t ipl ier uni t step-up and 
63 Brown-Yel low reset coils.  

L2 N. C .  10-2 Red Breaks c i rcui t that flashe s magic s quares, and select ion 
30 Yellow feature " select-now" Ii test 

L3 N. O.  27-2 Bl ue-Or ange Comp le tes c i rcui t to t imer uni t  s tep-up coi l .  
78-6 Or ange-B l ac k  

L4 N . O. 48 G reen-Bl ack I n  series c ircuit, for replay scoring. 
56-7 Whi te-Brown 

L5 N. C .  40-8 Green Breaks c i rcui t to rot ary selector, and magic s quares 
4 1-5 Green-Red but tons. 

R1 N. O. 18-6 Red-Bl ack Comp l e tes c i rcuit to make yel l ow button al ive ( for 
50-2 Whi te pl aying extra b al l s) . 

R2 N. C. 75-3 Orange-Whi te Bre aks c i rcui t to this coi l .  
J Jumper 

R3 N. O. 25-8 Blue-White Completes c i rcui t to extra bal l tr ip rel ays. 
3 1-8 Yellow-Red 

R4 N. O. 15- 1 1  Red-Whi te Completes circuit to l i te selected numbe r i n  card. 
45-9 Green-Whi te (When select ion feature was used,) 

R.'j N. C. 27-8 Blue-Orange (Safety switch) Lock- in circu i t  for # 1  button relay. 
85-7 Black-Whi te 

CONCLUDED ON NEXT PAGE 
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TRIP RELAY BANK CHART - CONCLUDED 

RELAY SWITCH WIRE No. WIRE COLORS FUNCTION OF SWITCHES 

CORNERS RELAY J Jumper Energi zed by c ontrol uni t  c am switch #8D, When c i rcuit 
COIL 43-10 Green-Yel l ow comp l e te thru other factors. 

1 N . O.  75-8 Orange-White Lites co rners feature l i te. 
30 Yell ow 

2 N. O. 57 Whi te-Or ange (C orners) Rep l ay scoring c i rcuit. 
71 Or ange-Red 

3 N. C. 83-6 B l ack-Yel l ow Breaks c i rcui t to this coi l .  
J Jumper 

TILT TRIP 14-5 Red-Green Energi zed b y  any t i l t  switch or the p l umb bob, also at 
COIL 70 Orange 39th s tep o f  t ime r uni t. 

L1 S. P. D. T.  2 1-3 B l ue-Red Breaks game advant age s, repl ay scori ng, and ball counting 
30 Yel l ow c i rcui ts, and compl etes c ircuit to shutter mo tor. 
45-8 G reen-Whi te 

L2 N.  C .  10 Red Breaks 17 vol t c i rcuit. 
20-4 B l ue 

L3 N . C .  20-P B l ue (Pl astic) B reaks c ircuit to control uni t ,  magic s quares uni t ,  and 
6O-P B rown (Plastic) mixer and spo t t i ng uni t motors. 

L4 S. P. D. T. 38 Yel l ow-Bl ack 
8 1  B l ack-Red Breaks 6 vol t c ircuit and l i tes t i l t  l i te. 
9 1-2 Gray-Red 

R l N . O .  57-6 White-Orange Safety c ircuit for #1 button rel ay. 
85-7 Bl ack-Whi te 

SHUTTER MOTOR PICTORIAL VIEW NUMBERS CORRESPOND TO SWITCH CHART 

5D 
6C 5C 4C I C  

SEE LABEL ON MOTOR FOR MOTOR PART NO. 

CODE 
N.C. _ _ _ _ _  NOR MALLy CLOSED 
N.O. _ _ _ _ _ NORM ALLY OPEN 
M. B. B. _ _ _ _ MAKE BE FORE B REAK 
S. P. D.T. _ _ _  SINGLE POLE DOUBLE THROW 

SHUTTER MOTOR CAM SWITCH CHART FOR POSITION OF SWITCHES SEE PICTORIAL VIEW 
CAM SWITCH WIRE No. WIRE COLORS FUNCTION OF SWITCHES 

lA N. C.  21-3 Bl ue-Red C ompl etes c i rcuit for rep l ay scoring. 
93 Gr ay-Ye l l ow 

1B N. O. 14-3 Red-Green C arry thru c i rcui t for shut ter motor cycle. 
30 Yel l ow 

lC N. C. 2 1-3 Bl ue-Red I n  series with shut ter motor c am swi tch #5A, (safety 
98-6 Gray-B l ack ci rcui t for timer uni t reset coil)  • 

2A N. C.  31-3 Yel1 ow-Red Breaks cir cui t to b al l  l i fter motor, when shutter is 
36-3 Yel1 ow-Brown open. 

3A N. O. 85-5 Bl ack-Whi te C omp l e tes c i rcuit to score uni t #1, rep l ay counter uni t 
30 Yel l ow #1, extra b al l  uni t, and magic s quares uni t  reset c o i l  s. 

3B N . O. 20-P B l ue (Pl astic Comp l etes c i rcuit . to trip b ank reset cotl.  
70-P Orange (l=>lastic 

CONCLUDED ON NEXT PAGE 
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SHUTTER MOTOR CAM SWITCH CHART - CONCLUDED 

CAM SWITCH WIRE No. WIRE COLORS FUNCTION OF SWITCHES 

4A N. O. 14-3 Red-Green I n  series with s hutter motor cam swi tch #4C, completes 
18-3 Red-B l ac k  c i rcuit to Tun s hutter motor. 

4B N. C .  40-8 G reen ( Safe t y  swi tch) Breaks c i rcui t to magic s quares but tons. 
21-3 Bl ue-Red 

4C N. O. 18-3 Red-Bl ac k  Starts s hutter motor:, if game i s  t i lted when s hutter i s  
45-8 G reen-Whi t e  open. 

5A N. C.  65-2 Brown-Whi te ( Safet y  swi tch) Breaks c ircui t to t imer uni t  reset coil. 
98-6 Gray-B l ac k  

5B N. O. 3 1-4 Yell ow-Red ( Safety swi tch) completes cir cui t to l i fter s.t art rel ay 
83-7 Bl ack-Yel l ow coil.  

5C N . O. 91-8 Gray-Red Comp l etes c i rcuit to reset corners rep l ay counter. 
30 Yel l ow 

5D S . P. D . T. 43-9 G reen-Yel l ow Breaks circuit to s hutter motor, and comp l e tes circuit 
13-3 Red-Yel l ow to t imer c ams index coil .  
93-2 Gray-Yel low 

6A N. O. 71-8 Orange-Red Comp letes c i rcuit to t imer uni t  reset coil.  
30 Yel l ow 

6B N. O. 78-3 Orange-Bl ac k  Comp l etes c i rcuit to score uni t  #2, rep l ay counter uni t  
30 Y e l l ow #2, and select ion feature uni t reset coi l s .  

6C N. O. 9 1-4 G ray-Red Completes c i rcui t to score mul t ip l ier uni t  reset coil.  
30 Yel l ow 
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MOTOR ASSEM BLY ( Part No. E-1 19-100) 

MOTOR FI?AM£ UNIT 
PT. N� £ - 341 

BEA RING a,l?ACI'I'E T A'V�"''' '_ PT. N2 A· 174 7 - /  

SHOUI.. OE� 8t..;.::iJ.lING 
Pr. /\IE S-15i!r 2� 2· ,Q£Q'O. 

"6'40� /� LG. RD. HQ 
L OCI( SC.9EW 

2- R£a'o. 

See Note A 

FA N 
PT. IV! ,A - 1605 

C-344 
( A'LTERNA TE) 

r - - - - - -
rp7:W�S'j,�':,,_ e65 

L _ _ _ _ _ _  • 
"6 40x 1 18  L6 FIL LIS TE R 

HD L OCI'( SCREW 2 REa D 

"6 

See N ote A 

GEAR BOX HOUSING A5S£MBL 
,or N� A - IS99 

MOTOR RorOQ ASSE MBL Y 
,or. Ng A'172�-2 

WASHER --------­
Pr.. /'Ie P-801-�5 

#IO-32 .r � L.C;. RD. HD. Iv1ACJ-lINe SCREW 

NO TE 
IN ORDER TO MAIN TAIN PROPER 

CLEARANCES BE TWUN 6EARS I T  
IS A40ST IMORTANT THA T WHEN 
REASSEMBL ING (;EA R TRAIN : 

I. SHIMS BE REPL ACeO IN 
THEIR R£ SPEC TIVE LOCA TIONS. 

2. SAME NUM8E R OF SHIMS BE 
REPLACED IN EACH ReSPECTI VE 

LOCA TION. 

CHECK PART NUMBER ON GEAR 
BEFORE ORDERING GEA R 

_ BUSHING 

,or. N� 5-2.3/-323 

WA SHER (51-01',......,) PT. N',! ,0 ' 801 - 2 18 
(SEE NO TE BELOW) 

'* C-332-/ ALTERNATE 
- (USE ONL Y WITH A-1602-7) 

,o r  N2 A - 16 0 2 -S 

- --�--
GEAR BO)( COVER ASSEMBL Y 
,o r.  Nfl A - /6 0 0 - '  

P 299/ 

R-252 

SHA FT ASSEM8L Y (OUTPUT) 
,or. N!! A ·  1601 

· ��!�����:l HO. L O C I'(  scREW 6· REG'D. 
WASHER (SHIM) /�i/'�t.;.!oi3f:'�w) See Note B 

GEAR A S SEMBLY * A-1602-7 ALTERNA TE 
PT. N!! A - /602-6 (USE ONLY WITH C-332-/) 

6EA R (PL 45 TIC) 
PT. N� C -.332 

DISC (THRUS T) 
PT. N£ P -,3020 

See Note C 

N OT E  A ;  W a s he r s  P - 80 1 - 2 6 4  a n d  P- 8 0 1 - 2 6 5  are parts of Motor R otor 

A s s e m b l y  A - 1 72 5 - 2  a n d  c a n n o t  b e  o r d e red s e p a r a te l y .  

84 

N OT E  B :  Bear i n g  M - 65 2 i s  p a r t  o f G e a r B o x  C ov e r  A s s emb l y  A - 1 60 0 - 1  

a n d  c a nnot b e  o r de r e d  sep ar a te l y. 

NOTE C :  Bearing M - 650 I s  p a r t  o f  G ea r  Box 
a nd c an n ot b e  ordered sep arately.  

H o usin g A ss e m b l y  A - 1 59 9 · . 
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M ISCELLANEOUS PARTS 

Back Cabinet Assembly: Front Door Assembly: 
Part No. 
G-262 

M-28 1-14 

A-182 1 -4 

A-182 1-5 

A-1821-6 

A-1821-7 

E-122-19 

M-281-12 

E-300-63 

Back glass 

Lock and Keys (2) keyed alike 

Magic Squares Display "A" 

Magic Squares Display "B" 

Magic Squares Display "C" 

Magic Squares Display "D" 

Transformer 

Back Door Assembly: 
Lock and keys (2) keyed alike 

Search relay bank assembly 

Front Cabinet Assembly: 

M-186-15 Ball 

AS-187-13 Ball shooter assembly 

A-1540 Ball shooter housing 

A-I OO-7 Ball shooter rod 

SP-200-24 

SP'-237 

R-I08-3 

A-429-15 

P-1900-18 

E-130-10 

CA-350-1 

M-163-4 

M-I06 

M-310-2 

M-497 

M-497-1 

Ball shooter spring (long) 

Ball shooter spring (short) 

Ball shooter tip 

Ball trough only 

Cash box 

Counter-48 volt 

Legs 

Leg adjuster 

Leg bolt 

Leg-Anti-split bolt 

Wire (long) for A-429-15 trough 

Wire (short) for A-429-15 trough 

Part No. 
A-1 729-4 Button-metal 

C-2342-1 02 Coil for coin kicker assembly 

E-IOl-45 Coil for coin lock out 

AS-1316 Coin kicker assembly 

AS-277-26 Coin switch assembly 5 ¢  

AS-277-27 Coin switch assembly l O ¢  

CA-567-33 Front door only 

AS- 1571 Front door assembly 5 ¢  

AS-1571-1 Front door assembly lO¢ 

A-254-39 Hinge and bracket 

M-281-6 Lock and keys 

E-I 08-32 Micro switch-Coin switch assembly 
for 5¢ and l O ¢  play 

P-2567-1 Ring for Rotary switch assembly 

P-2768 Ring for A-1729-4 button 

M-280-15 

M-280-16 

Slug rejector 5 ¢  

Slug rejector l O ¢  

Front Moulding Assembly: 
A-1272-17 "A" Button 

A-1272-18 "B" Button 

A-1272-19 "C" Button 

A-1272-20 

P-22 1 0-8 

P-221 0-9 

P-22 1 0-33 

CA-804-2 

AS-1315 

C-326-9 

R-1 15-4 

M-170 

R-243 

R-243-2 

"D" Button 

5¢ coin entry plate 

l O ¢  coin entry plate 

Double plate 

Front moulding 

Panel Assembly - Top: 
Ball gate and switch assembly 

Ligh t shield post 

Rebound rubber 

Rebound spring-Double post 

Rubber ring for Yellow post 

Rubber ring for Red post 

Bally pin game lubricant now available in one half-pint (8 Oz.) 
containers with plastic spout and screw cap. 
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