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SEQUENCE OF OPERATION

RESET CYCLE

CREDIT RELAY IS ENERGIZED BY SWITCH ON RESET RELAY, THRU
SCORE MOTOR INDEX CAM SWITCH A, CREDIT BUTTON, ZERO SWITCH ON
CREDIT UNIT, AND SWITCH ON GAME-OVER RELAY.

SWITCHES ON CREDIT RELAY WILL OPEN CIRCUIT TO COIN LOCK-
OUT CUJL, PULSE CREDIT UNIT RESET COIL, AND ENERGIZE COIN
RELAY.

SWITCHES ON COIN RELAY WILL RUN SCORE MOTOR, TRIP GAME-
OVER RELAY, “8ND ENERGIZE RESET RELAY.

SWITCHES O} RESET RELAY WILL OPEN CIRCUITS TO PLAYFIELD
SWITCHES, RUN SCCRE_MOTOR, ENERGIZE RESET COILS ON COIN UNIT-
BALL COUNT UNIT-PLAYER UNIT AND GAME OVER RELAY, PULSE 1 & 2
AND 3 & U4 RESET RELAYS, AND ENERGIZE BONUS RELAY.

SWITCHES ON 1 & 2 A¥D, 3 & U4 RESET RELAYS WILL PULSE THE
(16) SCORING DRUM UNITS UNZIL THEY REACH ZERO.

SWITCHES ON BONUS RELAY @ILL RUN SCORE MOTOR, HOLD RESET
RELAY IN, PULSE ADVANCE UNIT RESET COIL, AND OPEN CIRCUIT TO
OUTHOLE RELAY. (BONUS RELAY IS AZLD IN BY ZERO SWITCHES ON
ADVANCE UNIT.

WHEN BONUS RELAY DROPS OUT, OUTAOLE RELAY IS ENERGIZED
THRU ZERO SWITCH ON ADVANCE UNIT.

SWITCHES ON OUTHOLE RELAY WILL RUN SCORE MOTOR, ENERGIZE
A & B AND C & D TARGET RESET COILS, PULSE ADVANCE UNIT S.U.
COIL, AND PULSE BALL RELEASE COIL TO PROPEL BEALL TOWARD
PLUNGER.,



4 PILAYER

GAME OPERATES AS FOLLOWS:

LARGE TOP ROLLOVER BUTTON OPENS BOTTOM GATE.
TWOTOP SMALL ROLLOVER BUTTONS ADVANCE BONUS VALUE.

CENTER SPINNER AND ALL SPINNER ADVANCE AREAS ADVANCE SPINNER
LITES.

EVERY 5TH ADVANCE ON SPINNER ADVANCES BONUS VALUE.

BONUS VALUES ADVANCE FROM 1 TO 15 AND SCORE 1,000 TO 15,000
BONUS WHEN BALL LEAVFS PLAYFIELD.

MAKING FOUR DROP TARGETS A,B,C AND D, LITES "DOUBLE BONUS",

MAKING FOUR DROP TARGETS A €¥'COND TIME LITES "SAME PLAYER
SHOOTS AGAIN".

WHEN GAME IS SET IN "CREDIT" POSITION, THEN LEFT LANE LITES FOR
SPECIAL WHEN FOUR DROP TARGETS ARE WADE A SECOND TIME. WHEN
LIT "SPECIAL" LEFT LANE SCORES A CRELIT.

WHEN GAME IS SET IN "EXTRA BALL" POSITION, THEN LEFT LANE LITES
FOR "SPECIAL" WHEN NUMBER 15 IS REACHED ON 8ONUS ADVANCE.
LEFT LANE, WHEN LIT SPECIAL, LITES "SAME PLAYER SHOOTS AGAIN" .
MAKING FOUR DROP TARGETS A SECOND TIME ALSO LITES "SAME PLAYER
SHOOTS AGAIN",



. GENERAL
NEVER EXPERIMENT with any of the mechanism, Locate any trouble
with the ald of Wiring Diagrams or Operating & Servicing Infor=-
mation supvlied with the macnine, then check for prover adjust-
ment of the units involved before making any changes, Imorover
ad Justment or make-shift repair will only cause serious damage
to other parts of the machine or repeated failure of the part,

NOTE: Always look for a vpossible loose wire, bad
connection at a plug and socket, broken or
unhooked sorings on step-uv units, relays,
etc., before adjustments are made or wires
reconnected,

2. FUSES

IMPCRTANT: Never revlace fuses with any rating other than snec-
ified(on the fuse block; this block is located adjacent to the
transformer,

3. LUBRICATION

Over-lubricaticr causes far more trouble in coin operated equin-
ment than under<‘tubrication, Practically all cases of poor con-
tact on switches ard wiver discs are due to oil or grease, or oil
vapor, which forms“s film or residue on the contacts and will not
allow current to passc<through, Excess lubricant may also seep in-
to clutches causing them _to slip,

IMPORTANT: NEVER USE VASELINE FOR LUBRICATION OF ANY PART OF THE
MACHINE, Vaseline 1s not a/true lubricant, It leaves a dirty and
gunmy residue and it becomes“very thick when cold. A soecial Coin
Machine Lubricant is supplied vith each machine,

STEpP=-UP Levers, Ratchets, Cams, Shefits and other sliding or os-
cillating »arts should be very lighiliy greased with sovecial Coin
Machine Lubricant (suoplied with machdiiz) not oftener than every
six months, The bakelite discs (biscults) on the Motor Units and
Step-un Units will require lubrication with the svecial Coin
Machine Lubricant only after the grease is{gpmnletely -evaporated

(3 to 12 months, denending on climate) or whéri-the film of grease
becomes dirty, 1In elither event, clean the paries thoroughly with

a solvent, then aoply an extremely thin coat of-*the sonecial grease,

Solenoid Plungers should not have a lubricant of ary-kind.
Should there be a sluggish tendency or if olunrers are_sticking,
the varts should be cleaned with a solvent and [laked ‘graohite
soplied on reassembdly.

SWITCH ADJUSTMENT

BEFORE ADJUSTING SWITCHES, MAKE CERTAIN THE SCREWS HOLDING
THE SWITCH STACKS ARE DOWN TIGHTLY. BAKELITE SPACERS IN THE
SWITCH STACKS, DUE TO EXCESSIVE MOISTURE, HAVE OCCASIONALLY
SHRUNK BY DRYING OUT, CAUSING POOR ADJUSTMENT.



SILICON BRIDGE RECTIFIER
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THE FUNCTION OF THE RECTIFIER AND CAPACITOR IS TO 'CONVERT THE
ALTERNATING CURRENT (A.C.) TO DIRECT CURRENT (D.C.), SUFPLYING D.C.
TO THE BUMPERS, KICKERS ETC.

THE BRIDGE RECTIFIER SHOULD PRACTICALLY NEVER NEED REPLAGING,
AS IT IS RATED WELL OVER THE VOLTAGE AND CURRENT REQUIREMENTS OF
THE COMPONETS IT SUPPLIES.,

IF, HOWEVER, THE 15 AMP 24 VOLT FUSE ON THE MECHANISM PANEL
OPENS, IT COULD BE DUE TO A FAULTY RECTIFIER. DISCONNECT THE A.C.
INPUT TO RECTIFIER, REPLACE FUSE, AND RECHECK.

IF THE 10 AMP FUSE LOCATED NEXT TO THE RECTIFIER OPENS, CHECK
ALL D.C. COMPONETS I.E. BUMPERS, KICKERS ETC. FOR SHORTS.



ADJUSTMENTS ON MECHANISM PANEL

10€  Adjustment
5¢ Adjustment

PROVIDES <
1, 2 OR O

3 PLAYS

FOR ONE 2-Coins (GY1L

COIN. |
IN "2 COINS FOR
1 PLAY", CIRCUIT
O T0 COIN RELAY
PASSES THRU SW.

ON ALTERNATOR
UNIT.

AMotor Service Jack

PROVIDES 1, 2, 3, Ly 5|
OR 6 PLAYS FOR 25¢. /

INSERT PHONE TIP IN
"OFF" POSITION - CAMS
CAN.BE TURNED BY HAND
Q0 C TO CHECK ADJUSTMENT OF
SWITCHES.

-

I COIN=- | PLAY
2 COINS ~3 PLAYS ADJ.

il

(o

M N MASTER ON-OFF SW.
(Located under front of [
! ‘ Cabinet) (o
IN “ON™ POSITION, 1 ADJUSTMENT
CONTROLS POWER MUST BE IN #2 POSITION &%5# ADJUS TMENT
TO TRANSFORMER MUST BE IN #6 POSITION. FIRST COIN
ADVANCES CREDIT UNIT 1 STEP. SECOND

COIN WILL ADVANCE CREDIT UNIT 2 STEXS.

IN "OFF" POSITION, 25¢ ADJUSTMiNT
AND/OR 10¢ ADJUSTMENT SHOULD BE PUT IN
PROPER POSITION.




ADJUSTMENTS IN BACKB
HI-Score Adjustment

]

X

-RED~ (11000 r0 20000)

-OLUE - (2100070 30000)

4000

~YELLOW - ( 31000 r0 40000)

=) 5000

~6GREEN - ( 4/000 r¢c 350000

(—]

-~WNITE~ ( 3100070 60 000)

—8ROWN - ( 61000 re M000)

~ORANGE~ ( 71000 to 80000)

0000 (=
9000 (=

~8LACK — (81000 te 90000)

Insert niugs into 10 Point Fernale at
desired noaitions,
Examples.

Yellow wire 1iu%0 3000 position scores at 33000.
Yellow wire intso 0000 position scores at .

—GRAr- (91000 TO 99000)

L

No. of Balls Adjustmsot NUMBER MATCH ADJUSTMENT
1 o
o

IN 'ON' POSTTION, A NUMBER MATCH LITE WILL
APPEAR WHeN GAME IS OVER. TO AWARD CREDITS,
WHEN NUMBER (IS MATCHED. PLAY ADJUSTMENT
JACK MUST BE 1’ ‘CREDIT' POSITION. IN 'OFF!
POSITION, NUMBE# MATCH IS INOPERATIVE.

Plug changes 3 to 5 ball play, 4

or vice verssa,
PLAY ADJUG":_‘MENT

CREDIT =P

EXTRA BALL =

IN CREDIT POSITION, HI=SCORES AND NUM-
BER MATCH AWARD CREDITS~=~ ALSO LEFT BOTTOM
(OUTSIDE) ROLLOVER SWITCH, WHEN EXTRA BALL
RELAY IS ENERGIZED.
IN EXTRA BALL POSITION, HI-SCORE AWARDS
AN EXTRA BALL=--= ALSO LEFT BOTTOM (OUTSIDE) :
T T 7

ROLLOVER SWITCH, WHEN ADVANCE UNIT IS IN
15th POSITION.




WARRANTY

THE MOTORS IN ALL NEW WILLIAMS PRODUCTS
ARE UN-CONDITIONALLY GUARANTEED FOR
6 MONTHS FROM DATE OF PURCHASE.

ANY DEFECTIVE MOTORS RETURNED DURING THE
WARRANTY PERIOD WILL BE REPLACED FREE OF
CHARGE BY YOUR WILLIAMS DISTRIBUTOR.

IMPCRTANT NOTICE

WHEN ORDERING PA™TS ALWAYS SPECIFY NAME OF
UNIT, GAME AND SERIAL NUMBER, IN ADDITION TO A
CLEAR DESCRIPTION OF THE PART AND PART
NUMBER IF POSSIBLE.

UNIT PARTS LIST

UNIT CONTACT WIPER RATCHEY

NAME DisC ASSEMBLY GEAR ASSEMELY MOTORS
REPLAY | ===-cccmcc] cocannan- A-64,00
BALL COUNT c-641l B-7456=6 | A-61,02~5
(RIGHT SIDE) B-7568 A-761Y
NO. MATCH : A-7548=1 SCORE MGTOR
(LEFT SIDE) B-7569 A-7615

. 14A-7883 (60 CYCLE)

PLAYER C-6417 c-6521 A=6l04 =3
COIN c-6l1l B-7456-9 | A-6402-3 14A-788l (50 GYCLE)
ADVANCE c-6417 B-7456=Ll | A-6402-15
10 POINT B-7253 A-6294 3Cc=7272
100 POINT | ==ec-wccmac| cecmcena- 3C=7272
1000 POINT B-7253 A=-629Y 3c=7272
10000 POINT B=7253 A-629Y 3C=7272
ALTERNATOR | =-=-cccmca] ccccnacu-a 30=-7272
SPINNER B-7253 A-6294 3C=7272




NOTICE:

THIS GAME OPERATES ON 24 VOLTS.

COILS OR METERS ... MAKE SURE TO SPECIFY CORRECT PART NUMBER.
NUMBER DESCRIPTION

"STAR POOL" COIL CHART

WHEN ORDERING REPLACEMENT TRANSFORMERS, MOTORS,

LOCATION

14 A-7883
14 A-7884
15 A-6771
15 A-6782-1

B 6396

A 23-600

A2-23-750

A2-26-1300

B1-26-800

FL 20-300/ 28-400

G 22-550

G 23-750 D.C.

M 29-900

M 29-1000

M 29-1100

M 30-1300
M1-31-1500
XM 27-675
XS 28-1000

Z 27-1000

Z 28-1150

Z 29-1250

MOTORS & TRANSFORMERS

CONTROL MOTOR - 60 CYCLE
CONTROL MOTOR - 50 CYCLE
TRANSFORMER - 60 CYCLE
TRANSFORMER - 50 CYCLE

24 VOLT METER
SOLENOID COILS
ADVANCE UNIT STEP UP

BALL RELEASE COIL
COIN UNIT STEPUP
PLAYER UNIT STEP UP

BALL COUNT UNIT STEP UP
CREDIT UNIT STEP UP

KNOCKER

TRIPLE CHIME COILS ... (3 req'd.)

AITERNATOR UNIT STEP UP

SCORF DRUM UNITS ... (16 req'd.)

BALL COUNT UNIT RESET
CREDIT UNIT RESET
ADVANC. UNMIT RESET
SPINNER UNIL STEP UP
PLAYER UNIT RELET
COIN UNIT RESIT

FLIPPERS ... (2 req'd.}

DROP TARGET RESET COIIS ... (4 req'd.)

D.C. JET BUMPER COILS ... (3 req'd.)
D.C. KICKER COILS ... (2 req'd,;

1 - 2 SCORE RESET RELAY
3 - 4 SCORE RESET RELAY

GAME OVER RELAY TRIP

5¢ RELAY

10¢ RELAY

25¢ RELAY

10 PT. RELAY

100 PT, RELAY

1000 PT. RELAY
ADVANCE RELAY
ADVANCE SPINNER RELAY
50 PT. RELAY

SPINNER RELAY

COIN SET UP RELAY
COIN LOCKOUT COIL
TOTAL PLAY METER COIL
MATCH UNIT STEP UP

OUTHOLE RELAY

RESET RELAY

COIN RELAY

GAME OVER RELAY LATCH
CREDIT RELAY

PLAYER RESET RELAY
TARGET RELAY

BONUS RELAY

EXTRA BALL RELAY
TILT RELAY

DOUBLE BONUS RELAY
GATE REIAY

BALL INDEX RELAY
LOCK RELAY

MECH. PANEL
MECH. PANEL
MECH. PANEL
MECH. PANEL

MECH. PANEL

PLAYFIELD
PLAYFIELD
MECH. PANEL
INSERT

MECH. PANEL
INSERT

CABINET

CABINET

MECH. PANEL
INSERT
INSERT
INSERT
PLAYFIELD
PIAYFIELD
INSERT
MECH. PANEL

PIAYFIELD

PLAYFIELD

PLAYFIELD
PLAYFIELD

INSERT
INSERT

MECH. PANEL

MECH. PANEL
MECH. PANEL
MECH. PANEL
INSERT
INSERT
INSCRT
PLAYFIET.D
PIAYFiELD
PLAYFIEL L
PLAYFIELD

MECH. PANEL

FRONT DOOR

'MECH. PANEL

INSERT

MECH. PANEL
MECH. PANEL
MECH, PANEL
MECH. PANEL
MECH. PANEL
MECH. PANEL
PIAYFIELD

PLAYFIELD

MECH. PANEL
MECH. PANEL
PLAYFIELD
PLAYFIELD

MECH. PANEL
MECH. PANEL



CAUTION!

The playtsard on this machine has an improved finish with excellent wearing
properties. Do not uider any circumstances clean the board with water, water soap solu-
tions or harsh abrasives. Avoid such things as steel wool, kitchen cleansers or abrasive
hand soap. Water will weakeri the adhering of the paint to the board and abrasives shorten

the board life by many thousand plays. A wax base cleaner with negligible abrasive
qualities used lightly, but frequently, wiil extend the board life to its full capabilities.

SERVIGEMAN
TO REMOVE BACKGLASS:

* WITH BACK DOOR REMOVED, FUJLL BACK ON
BRACKETS AT INSIDE TOP OF LITE BOX.

* FROM THE FRONT OF GAME, LIFT GLASS
UP AND OUT.



IMPORTANT NOTICE

KINDLY IFORM LOCATIONS THAT THEY

CAN TURN DISPLAY LIGHTS ON BY PRESSING

LEFT FLIPPER BUTTON. MACHINE CAN STILL
BE SHUT OFF BY TAPPING BOTTOM OF

" CABINET.

MASTER SWITCH (ON-OFF) IS LOCATED
UNDERNEATH FRONT PART OF CABINET.



"STAR POOL" — POST ADJUSTMENT SHEET

TO MAKE GAME MORE "CONSERVATIVE" OR'LIBERAL"— MOVE POST 3/16"
AS SHOWN IN SKETCH BELOW. SPOTTING HOLES ARE PROVIDED AND CAN BE

SEEN ON REMOVAL OF POST.

ABBREVIATIONS -
CONS~CONSERVATIVE
LIB-LIBERAL

128-6473~L
128-6478-R—-
NZ&A—GSOS ) '
\IZA-GQ :
DIMENSIONS INDICATED BY ARROWS ARE FOR
SIZES OF RUBBER RINGS.

18-663-H (2)

WIRE-2A-6460
- GATE - 1A-3208

RUBBER RING NUMBERS-—

23A-6300 5/16" 1D.
23A-6306 2 5/16'1.D.
23A-6310 5" 1.D.

23A-6505-6 | /2" WD

GLASS
SIZE 21X 43

BALL DIA.—1/16

~120~6468-7 — (2)

1—23A-6327 BALL SHOOTER
RUBBER TIP

I6A-453-PA




INSTRUCTIONS FOR COIN TRIP SWITCH ADJUSTMENT

WIRE SHOULD BE IN CONTACT
WITH END OF CRESCENT

OPENING WHEN BLADE

ADJUSTMENT IS MADE. .

‘NYLON SWITCH ACTUATOR

WIRE

CRESCENT

Long blade should be in contcst with nylon switch actuator and have a maximum
overtravel of 1/32.
or :
Using a gram gauge, tension of long blade should not exceed 10 grams.

SWITCH ADJUST/AZNT

1. For small coins, such as dimes, adjust short blade so that the ‘gap’ between the
silver contacts is .045 to .055.

2. For larger & heavier coins the ‘gap’ should be .045 to .0€0.
3. Do not adjust ‘gap’ closer than .040.

POWER TRANSFORMER:

LOCATED ON MECHANISM PANEL, IT IS EQUIPPED WITH A SECONDARY
TAP. IF YOUR GAME IS ON LOCATION WITH EXTREMELY LOW LINE VOLT-
AGE, REMOVE LEAD FROM LUG MARKED 2l VOLTS AND SOLDER TO ALTER-
NATE LUG MARKED "HIGH". THIS WILL BOOST SECONDARY VOLTAGE
APPROXIMATELY 2-3 VOLTS.

LEG LEVELERS:

ARE PROVIDED FOR TWO PURPOSES - 1ST TO LEVEL GAME ON LOCATION,
2ND TO INCREASE PITCH FOR GAME PERCENTAGING. IF IT IS DESIRED
TO SPEED UP PLAY AND DECREASE SCORES, RAISE REAR LEG LEVELERS TO
INCREASE PITCH.

11
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JACK LAYOUT

GAME_SIAR POOL
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JACK LAYOUT

creorure. M3

\vY/
SHooT AcaIN LITE AB"}

. LBOT ouTSIDE

O SPECIAL LITE

JACK LAYOUT

POSITION_FAN.- INSERT gz 1%

prumM unita Wo-5

GRY

BLU/Y.3 PLAYER LITES

™

GRY,
Vol GO.LTE

BLU® FeeD LITE, .
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Kleg v 0 Yr-3
%-2 0 i |
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1
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ALTERNATOR UNIT

LOCATED ON MECHANISM PANEL.

USED IN CONJUNCTION WITH 5¢ RELAY FOR "2COINS-1|PLAY"
FEATURE.

IN HOLD CIRCUIT TO 5¢ RELAY COIL.

B8,
——]

ENERGIZES COIN RELAY, THRUV
SWITCH ON 5¢ RELAY,

15
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BALL COUNT UNIT DISC

THIS UNIT RZ'ETS AT THE START View Joohios TRER FINGER side
OF A NEW GAME, (DURING RESET CYCLE). O it WIBER in ZERO position

IT ADVANCES ON& STEP EACH TIME
THE LAST PLAYER COMfUETES HIS TURN.

DIAGRAM
LOCATION
TRIPS GAME OVER RELA - "z 5
INS BALL GAME. Y D-14 sw-rq D v
N o
TRIPS GAME OVER RELAY 4 L
IN 3 BALL GAME. 0-14 sw-en’y O g 0
[a) 7, 7 (2) 0OF
5rounded
(-' ( w-28 D (e w.'b'.") D
2 o—v4 0 _— 2 or
sace wrarures{s B-5{ emev-vyd D (/ ) or
4 GREY-6 d ¢ )
ok
(]




Ar

View looking at WIPER FINGER sios
with WIPER in RESET position

IN CIRCUIT TO BALL COUNT UNIT STEP
up coiL

2nd PLAYER NUMBER MATCM CIRCUIT

DIAGRAM
LOCATION

(

D-5<

<

R—Y -

R—G

ESRSS——

COIN _S. U. DISC

THIS UNIT RESETS AT START OF

A GAME (DURING RESET CYCLE).

IT THEN ADVANCES ONE STEP EACH
TIME THE COIN RELAY IS PULSED.

@
o"‘{
0

9

To

Z
g
(]
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.

~ ‘~
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18-2001-40

SIN PLAYER NUMBER MATCH CIRCUIT
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PLAYER UNIT DISC

< oS O
st
\“(0960\):(‘9"20 \\‘5 e
- g \ 6 & ' Qo +
— -0
0 ® o) o® 5*:’\0“:,&‘ \°°:\e & M
Vo & ‘.9 < o O W ¢
O o oo o O ¥ 07 ety & ¢ o
NP A W e fab ot _ ARR o 1
@ LY, & Frek s Y ¢ o
% AR .‘L s, \ )

[) w |
S RPN XC KRN A ® o R
Qr’ S © A /_/H (o — AL - ) L AL y C‘\
¢ L RO I L 4 LN QD X
O @ P Y 3 o ) 3

I’v < L IQ,
OOOO| &

o \ U A
o DA L O AU
—_— » Y
UPPER TERMINAL ST N I\ o Q'\
STRIP 9 (&) ¢
L @
4 ('S l’ I° /0 /‘
> > o 7/
7/ ’ 9, )
l° I. 1’v 1°V .I0 /Q l#

DIAGRAM
LOCATION
L 0~R om pL—\ IN CIRCUIT TO
10000POINT
OAUM UNIT .
COILS THRY 98h
- 8% -8 3ra PL. | POSITION SWS.
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L GREY— BR 3ra PL |70 100POINT
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- 4 - TO SWITCH ON 1O
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0PPOROOOOOEOE OO

View looking ot WI/PER FINGER side with unit
in RESET position ( Ist Player Up)




View looking at WIPER FINGERS,
with wiper in ZERO position

ADVANCE UNIT DISC

THIS UNIT IS STEPPED UP BY THE
ADVANCE RELAY, 9th POSITION SWITCH
ON SPINNER UNIT, OR BY OUTHOLE RELAY

THRU CAM SWITCH 3A.
T o nN) N IT RESETS, WHEN COLLECTING BONUS,
THRU BONUS RELAY AND DOUBLE BONUS RE.
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TYPICAL "M” RELAY SWITCH,
POSITION

o SOTTOM SWITCHES TOP SWITCYES
8 r— ~A- ) r A
o i1aj®|IiC}| 10 2A |28 |2C |20 f

IS ENERGIZED BY 5¢ RELAY, LEPT FLIPPER
SWITCH OR SCORE MOTOR CAM SWITCH 1D.

OUTHOLE

IS ENERGIZRD, AT INDEX CAM SWITCH B, BY
ZRRO SWITCH ON ADVANCE UNIT, THRU
SWITCH ON BONUS RELAY.

PLAYER RESET

IS ENERGIZED BY BALL COUNT UNIT END-OF~-

STROKE SWITCH. IT THEN HOLDS IN THRU
SCORE MOTOR INDEX CAM SWITCH C.

A.C. RELAYS & SWITCHES

LOCATED ON MECHANISM PANEL

SWITCH
TYPE

UL

UL

1

M&B

-

NoOo

“.o'

-

o O

o

| -y~

BLU~-R

G-Y-W
QLU-Y-H

GeY=W
BR=Y~W

B=0
0-B

W-Bt
Y-
GRAY =G
G-B
Y=
0-G

R-G

Y-
—We

R-BR
B=-BLU

Y-BR
¥N=-BR
G-Y
GRAY-B
GRAY-G

R-BR
R-G

DIAGRAM
LOCATION

c-14

A=l

c=h

D-12

E=13

E-6

E-8

c-6

ENERGIZES GAME-OVER RELAY (TRIP COIL),

6 VOLTS FROM TRANSFORMER TO LITES.

6 VOLTS FROM TRANSFORMER TO LITHS.

HOLD CIRCUIT TO THIS RELAY, THRU CABINET BOTTOM KICK=-OFF
SWITCH.

OPENS IN CIRCUIT TO TILT RELAY AND CLOSES TO BALL RELEASE
COIL AND ADVANCE UNIT S.U.

OPENS IN HOLD CIRCUIT TO BALL INDEX, SPINNER, GATE AND DOUBLE
BONUS RELAYS, AND CLOSES TO RUN SCORE MOTOR.

IN SERIES WITH SWITCH D ON EXTRA BALL RELAY.

ENERGIZES "A & B" AND "C & D" TARGET RESET COILS, THRU LONG
DWBLL CAM SWITCHES 2B AND 2A.

HOLL CIRCUIT TO THIS RELAY, THRU CAM SWITCH SB.

OPENS IN CIRCUIT TG ¢LAYER UNIT S.U, COIL AND CLOSES TO PLAYER
UNIT RESET COIL.

IN NUMBER MATCH CIRCUIT TU CREDIT UNIT S.U. COIL.

HOLD CIRCUIT TO THIS RELAY, THRU SCORE MOTOR INDEX CAM
SWITCH C.



3

- w-BLU
RESET M&B | F | BLU-O E-5 OPEN IN CIRGCUIT TO COIN UNIT S.U. COIL AND CLOSES T0 RESE?
- 0-BLU COILS ON COIN, BALL COUNT AND GAME-OVER.
~ BLU-Y
IS ENERGIZED BY COIN RELAY, THRU SWITCH B | e | -x- c-3 OPENS IN CIRCUIT TO REPLAY RELAY AND COIN LOCKOUT COILS---
ON GAME-OVER RELAY. — 0-G c-i CLOSES TO RUN SCORE MOTOR.
p R-Y-W
N.c.| o | BLU-Y-W F-13 OPENS CIRCUITS TO PLAYFIELD SWITCHES.
- G-Y ,
No.] ¢ | o-BLU E-6 IN CIRCUIT TO PLAYER UNIT RESET COIL.
[~ GRAY-G
N.0.| B GRAY-BLU E-12 ENERGIZES BONUS RELAY, THRU ZERO SWITCH ON ADVANCE UNIT.
|~ BLU-BR
N.0.| A | BLU-W D-5 IN HOLD GIRCUIT TO THIS RELAY.
0 O
L W-GRAY
CREDIT NeGo | D | =W=- D-3 OPENS CIRCUIT T0 COIN LOCKOUT COIL.
_ BLU=0
IS ENERGIZED BY CREDIT BUTTON, THRU
ZERO SWITCH ON CREDIT UNIT. r.0. | ¢ | B¥ E-5 PULSES CREDIT UNIT RESET COIL AT SCORE MOTOR CAM SWITCH 1C.
L R-BR
NeGo | 8] G-W D=3 ENERGIZES COIN RELAY.
T T = R-BR
N.0. { A | W=BLU D-3 IN HOLD CIRCUIT TO THIS RELAY.
o o
L -y~
COIN N.0.| © 0~a s=h RUNS SCORE MOTOR.
IS ENERGIZED BY COIN SWITCH OR CREDIT — ooy G=ia
RELAY---ALSO BY 5¢ RELAY, THRU SWITCH N.O0. 1 € = L TRIPS GAME-OVER RELAY THRU ZERO SWITCH ON BALL COUNT UNIT OR
ON ALTERNATOR UNIT---ALSO BY 25¢ RELAY - PLAYER UNIT.
IF GAME IS ADJUSTED TO "6 PLAYS FOR 25¢". -
No.| 8 1. (-)YE-( o5 ENERGIZES RESET RELAY, THRU SWITCH C ON GAME-OVER RELAY.
[ R-BR
N.Oof o | oW b-3 13 §SLD CIRCUIT TO THIS RELAY.
0O O
: L v-R -
EXTRA BALL MB | E | -¥- c-17 OPENS IN CIRGUTT P0 1,000 POINT RELAY AND CLOSES IN CIRCUIT
_—ng-R TO CREDIT URIY 3.U. COIL.
1S ENERGIZED BY TARGET RELAY, THRU SWITCH ™ pe - o &
ON DOUBLE BONTS REIAY-~-ALSC B3 HI-S00RS N.C. | D | R-G c-6 IN SERIES WITH SwI{7E B ON BALL INDEX RELAY.
CIRCUIT, THRU "CREDIT-EXTRA BALL" ADJUST- —
MENT JACK. — GRAY-BLU
N.C. | ¢ | BR-G B-1k IN CIRCUIT TO BALL INDEX RILAY.
- W-G
N.0. ] 8 | -¥- B-10 ggE;sigoo'r AGAIN" LITE AND LEFT BOTTOM ROLLOVER LITE FOR
- GRAY~Y
N.0. | a | ¥-B E-15 IN HOLD CIRCUIT TO THIS RELAY.
o O o
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GAME-OVER

LATCH COIL IS ENERGIZED BY SCORE “U7O0R CAM
SWITCH 1C, THRU SWITCHES ON COIN REZLAY. AND
RESET RELAY.

TRIP COIL IS ENERGIZED BY LOCK RE.aY
OR WIPER FINGER ON BALL COUNT UNIT=--ALS"
BY COIN RELAY, THRU A ZERO SWITCH ON
EITHER THE BALL COUNT UNIT OR PLAYER UNIT.

BALL INDEX

IS ENERGIZED BY 10, 100 OR 1,000 POINT
RELAY, THRU SWITCH ON EXTRA BALL RELAY
AND WIPER ON ADVANCE UNIT.

TILT

IS ENERGIZED BY PLUMB BOB TILT, BALL ROLL-
DOWN OR PLAYFIELD VIBRATION TILT SWITCH.

= GRAY=0
GRAY-BR
- BeW

- GRAY~0
«~BR=
- BLU-Y

|- BLU-W
0-R

|~ W-BLU
W-BR

- =B~
BLU~YeW

}—- 0-BLU
0-G

o =Y
W-G

L — _[. Y-

GRAY-Y

|- B=R
R=W

I~ G-B
GRAY=-BLU

|- W-0 -
Y-
| GRAY-BLU

= R=Y=W
~R=

L Y-
pLU-B

|~ O~BLU
0-G

|- W~BR
Y-R

E-7

A-3

E-5

E-3

F=-13

D~

c-17

c-15

D-6

Bk

Cc-11
C=1l

Fel
B~6
D=

E-13

OPENS IN HI-SCORE CIRCUITS AND CLOSES IN NUMBER MATCH CIRCUITS
TO "CREDIT~-EXTRA BALL" ADJUSTMENT.

OPENS TO "PLAYER UP" & "BALL IN PLAY" LITES, AND CLOSES TO
"GME OVER" & NUMBER MATCH LITES.

CIRCUIT TO RESET RELAY, THRU SWITCH ON COIN RELAY.

IN CIRCUIT TO CREDIT RELAY.

IN SERIES WITH SWITCH D ON RESET RELAY.

IN SERIES WITH SWITCH A ON COIN SET-UP RELAY.

IN CIRCUIT TO 1,000 POINT RELAY, WHEN COLLECTING BONUS.
IN SERIES WITH SWITCH A ON EXTRA BALL RELAY.
IN CIRCUIT TO BALL COUNT UNIT S.U,-~-ALSO IN SERIES WITH

SWITCH C ON PLAYER RESET RELAY.
HOLD CIRCUIT TO THIS RELAY, THRU SWITCH ON OUTHOLE RELAY .

OPRE. TN HI-SCORE CIRCUIT AND ALL (16) SCORE DRUM COILS, AND
CLOSE® "0 ENERGIZE BALL INDEX RELAY.

OPENS C1RCUITS TO MOST PLAYFIELD SWITCHES.
TO "TILT" LITE.

IN SERIES WITH SWITUY 4 ON COIN SET-UP RELAY.

HOLD CIRCUIT TO THIS RELA"., THRU SWITCH ON OUTHOLE RELAY.
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] - Y-B
28 N.0. |2a B -J-
Is ENERGIZED BY 25¢ COIN SWITCH. 5
M&B to | G-0
— 0-G
|— =B=~
N.O¢ |AC | GRAY=-W
GRAY=-R
BLU-0
-BR-
R-0
¢ " Y-
|o N.C. | © 0-BLU
— 1. r-¥
IS ENERGIZED BY 10¢ COIN SWITCH, IF 10¢ me | e -
ADJUSTMENT JACK IS IN "2 PLAYS™ OR "3 | 0-0
PLAYS" POSITION---ALSO BY 25¢ COIN | ZGRAY-
SWITCH, THRU SWITCH ON COIN SET=UP RE~- N.o.| 8 GRAY =%
LAY IF "2 COIN FOR 3 PLAYS" ADJUSTMENT [ ’
IS IN "ON" POSITION. — BLU-Y
M-29 e
1100 N.0.| A B R-B
“ o O o
- —J=
- M&B ] R~0
COIN SET-UP [ =-o0
IS ENERGIZED BY 25¢ RELAY AT SCORE MOTOR N.0 - oru-
CAM SWITCH 1E IF M2 COINS FOR 3 PLAYS" O] A
ADJUSTMENT JACK IS IN "ON" POSTITION. —
o o
e =Y
5‘ ¥.o0.} 0] -J-
IS ENERGIZED BY 5¢ COIN SWITCH. vo.lel (';f.;
~- 0-B
N.0.{ 8 |- B-0
b =J=
¥.0.| a BR=¥
0o O

D=l

D=7

D-h

B=2

E-L

D=2

c-i

D~3

IN HOLD CIRCUIT TO THIS RELAY.

OPENS IN CIRCUIT TO KNOCKER COIL AND CLOSES TO RUN SCORE
MOTOR.

IN CIRCUI? TO CREDIT UNIT $.U., THRU ™2 COINS-3 PLAYS"
ADJUSTMENT JACK.

T0 CREDIT UNIT S.U. COIL, THRU "2 COINS-3 PLAYS"
ADJUSTMENT JACK.

IN CIRCUIT TO COIN SET-UP RELAY, THRU "2 COINS=--3 PLAYS" AD~
JUSTMENT JACK.

IN HOLD CIRCUIT TO COIN SET-UP RELAY.

OPENS IN CIRCUIT TO KNOCKER COIL AND CLOSES TO RUN SCORE
MOTOR.
PULSES CREDIT UNIT S.U. COIL, THRU IMPULSE CAM SWITCH C.

IN HOLD CIRCUIT TO THIS RELAY.

£P:NS IN CIRCUIT TO 25¢ RELAY AND CLOSES TO 10¢ RELAY.

IN HOLD CIRCUIT TO THIS RELAY.

ENERGIZES ALTERNA1OR TWIT COIL.
ENERGIZES COIN RELAY, TARU SWITCH ON ALTERNATOR UNIT.
ENERGIZES LOCK RELAY.

IN HOLD CIRCUIT TO THIS RELAY.
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BONUS

IS ENERGIZED BY RESET RELAY, THRU ZERO
SWITCH ON ADVANCE UNIT, OR BY OUTHOLE
SWITCH THRU ANOTHER ZERO SWITCH N AD-
VANCE UNIT.

DOUBLE BONUS

IS ENERGIZED BY TARGET RELAY AT SCORE
MOTOR CAM SWITCH 2A.

ADVANCE

IS ENERGIZED BY (2) TOP ROLLOVER BUTTONS
-==ALSO BY SPINNER RELAY, THRU 4TH POSI~
TION ON SPINNER ADVANCE UNIT.

ADVANCE SPINNER

IS ENERGIZED BY LEFT & RIGHT TOP STAND-
UP SWITCHES AND LEPT & .RIGHT BOTTOM (IN-
SIDE) ROLLOVER SWITCHES,

LOCATED ON PLAYFIELD

—R~-0
G-B
(— 0=-G

le B~BLU
W=

e -y
BLU-BR

|- 0-B
BR-Y

- Y=-BR
BLU=-0

—

|- GRAY -G
GRAY-BLU

- GRAY-BR
0-B
|- B«BLU

|- G~=0
Y-BR
.. O=W
|- =Y=

BLU~BR

~ 1~B
S heW

- G-B
G=W

| -y~
GRAY-Y

L -Y-
W-R

- R-Y
BR-BLU

N.C.} O

. -Y-
Y-0

N.O. | €

N.O.| B

= GRAY-W
. R-B

NeDe | A

j- BR-B
W-R

o O

c-5
D-1i4
E-13
c-S
E-17

E-12

E-12

D-17

D-12

B~10

E-15

E-15

E~-13

c=16

E-18

B-10

E-15

E-18

OPENS IN CIRCUIT TO SPINNER RELAY AND CLOSES IN CIRCUIT T0
RUN SCORE MOTOR.

IN CIRCUIT TO OUTHOLE RELAY.

IN SERIES WITH SWITCH A ON RESET RELAY.

IN CIRCUIT TO 1,000 POINT RELAY, WHEN COLLECTING BONUS.

IN CIRCUIT TO ADVANCE UNIT RESET COIL.

HOLD CIRCUIT TO THIS RELAY, THRU ZERO SWITCH ON ADVANCE UNIT.

IN SERIES WITH SWITCH C ON BONUS RELAY.

IN SERIES WITH SWITCH B ON BONUS RELAY.

TO "DOUBLE BONUS® LITE.

ENERGIZES EXTRA BALL RELAY, THRU SWITCH ON TARGET BELAY.

IN HOLD CIRCUIT TO THIS RELAY.

ENERGIZES ADVANCE UNIT S.U. COIL.
PULSES 100 POINT RELAY.,

HCLD CIRCUIT TO THIS RELAY, THRU END-OF STROKE SWITCH ON
ADVAYCR-UNIT.

T0 (4) SPINKZH DISPLAY LITES.
RUNS SCORE MOTOR.

IR CIRCUIT TO PULSE SPIAF:R RELAY,

HOLD CIRCUIT TO THIS RELAY, THRU CAM SWITCH 3C.
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SPINNER

IS ENERGIZED BY (l4) LEFT TOP ROLLOVAL
BUTTON SWITCHES, ADVANCE SPINNER REL/.Y,
AND SPINNER SWITCH.

50 POINT

IS PULSED BY LEFT & RIGHT SIDE STAND-UP
SWITCHES .

TARGET

IS ENERGIZED BY SERIES CIRCUIT THRU A, B,
C AND D TARGET SWITCHES.

GATE

IS ENERGIZED BY TOP CENTER ROLLOVER
SWITCH.

NoOo

2A

|- Y-BLU
R-B

— W-R
GRAY=-0
— BR-BLU

— .Y~
R=BLU

G-R

-Ye
G-B

b= =BLU~
BLU-B

Y=
9-0

CHAY~W
J=-B

0=-BLU
GRAY-B

- W-BR
GRAY-0

- G-B
R=-BLU

L -Y-
0-G

Y=
-We

|~ 0-BLU
Y-BLU

- ~y-
G-B

f= =BLU=-
R-0

E-15

A=7

E-19
D-13
D-18

c=16

E-15

0-15

E~-19

c-16

D-15

C=l

D=-12

E-19

B~10

E-15

IN HOLD CIRCUIT TO THIS RELAY.

OPENS TO # SPINNER LITE AND CLOSES TO ENERGIZE ADVANCE RELAY.

ENERGIZES ADVANCE UNIT S.U. COIL, THRU 9TH POSITION SWITCH ON

SPINKER UNIT.
ENERGIZES SPINNER UNIT 8.U. COIL.

PULSES 10 POINT RELAY.

IN HOLD CIRCUIT TO GATE RELAY.
RUNS SCORE MOTOR.

PULSES 10 POINT RELAY.

IN HOLD CIRCUIT TO THIS RELAY.

74 CIRCUIT TO 100 POINT RELAY.

IN CiPCUIT TO DOUBLE BONUS RELAY AND EXTRA BALL RELAY.
RUNS SC(Pi< MOTOR.

ENERGIZES "A & E" AND "C & D™ TARGET RESET COILS, THRU

DWELL CAM SWIYTC.S} 2B AND 2A.
IN HOLD CIRCUIT TC #uIS RELAY.

TO "GATE" LITE.

IN HOLD CIRCUIT TO THIS RELAY,

LONG



10 POINT

IS PULSRD By (2) KICKER SWITCHES, S2INNER
RELAY AND SO POINT RELAY.

100 POINT

IS PULSED BY (3) JET BUMPER SWITCHES; A,
B, C OR D TARGET SWITCHES; AND BY AD-
VANCE RELAY.

1000 POINT

IS EWERGIZED BY:

1. LEPT BOTTOM (OUTSIDE) ROLLOVER
SWITCH.

2. RIGHT BOTTOM (OUTSIDPE) ROLL-
OVER SWITCH.

3. BONUS RELAY, THRU SWITCH ON
DOUBLE BONUS RELAY (WHEN COL=-
LECTING BONUS).,

LOCATED IN BACKBOX

28

[~ GRAY-Y
-J~

2A

I~ W=-BLU
G-B

|- BR-0
w=-0

- -o-
Y-

|~ BR-G
GRAY-R

|- W-R

L B~G

1. =J-

-J=
|- W=B
W-R

L R-0
v=0

—~ 0K
-Y-

— BR=G
GRAY-R

|- 0=BLU
BR-Y

M=29

1100 )

N.O.

N.O.

P o
2¢ r -Y-

— GRAY-R
28 BR=G

— BLU-R
2A BR=Y

L W=0
10 «BR~

— W=0
ic =-W=-

L -Y-
8 B-G

| -BLU-
1A B-W

D-15

E=-16

c~-9

C~19

E-1)4

E-16

c-15

E~-16

c-10

C-19

G=ub

E-17

c-15

E-1}4

E-18

Cc-11

Cc-11

Cc-20

r-8

IN SERIES WITH SWITCH A ON EXTRA BALL RELAY.

IN HOLD CIRCUIT TO THIS RELAY.

PULSES 10 POINT DRUM UNITS, THRU PLAYER UNIT DISC.

PULSES MEDIUM CHIME COIL.

IN CIRCUIT TO BALL INDEX RELAY.

PULSES 100 POINT RELAY, THRU 9TH POSITION SWITCHES ON 10
POINT DRUM UNITS.

IN SERIES WITH SWITCH 2B ON 10 POINT RELAY.

IN HOLD CIRCUIT TO THIS RELAY.

PULSES 100 POINT DRUM UNITS, THRU PLAYER UNIT DISC,.
PULSES SMALL CHIME COIL.

IN CIRCUIT TO BALL INDEX RELAY.

PULSES 1,000 POINT RELAY, THRU 9TH POSITION SWITCHES ON 100
POINT DRUM UNITS.

IN SFATES WITH SWITCH 2B ON 100 POINT RELAY.

IN CIRCULT T0 BALL INDEX RELAY.

IN HOLD CIRCIXY TO THIS RELAY.

PULSES 10,000 POINT £°UM UNITS, THRU 9TH POSITION SWITCHES
ON 1,000 POINT DRUM UNLTS,
PULSES 1,000 POINT DRUM Vd71S, THRU PLAYER UNIT DISC.

PULSES LARGE CHIME COIL.

IN HI-SCORE CIRCUIT TO CREDIT UNIT S.U. OR EXTRA BALL RELAY.
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= .Y_
If2 RESET ¥.0. |20 R-B p-10 2ND PLAYER 100 POINT DRUM UNIT.
" o 1ST PLAYER 100 POINT DRUM UNIT
I8 PULSED BY "FORWARD IMPULSE CAM" N.0. |2cC| o-B D-10
SWITCH A, THRU SWITCH A ON RESET RELAY. e
N.0. 28| B-0 D-11 2ND PLAYER 1,000 POINT DRUM UNIT,
™ y- THESE SWITCHES PULSE
N.0e |2A| B-Y D-10 1ST PLAYER 1,000 POINT DRUM UNIT. THE INDICATED DRUM
| UNIT, THRU ZERO SWITCH
ON THAT UNIT.
b -Y-
¥.0se [tD | GRAY=BLU D-9 2ND PLAYER 10 POINT DRUM UNIT,
Y~
=G= D=9 1ST PLAYER 10 POINT DRUM UNIT.
Y~ )
BR=G D-11 2ND PLAYER 10,000 POINT DRUM UNIT.
Y
S5R-BLU  D-1l 1ST PLAYER 10,000 POINT DRUM UNIT.
— 0-0
34 RESET N.0. |20] -y D-1¢ LTH PLAYER 10 POINT DRUM UNIT.
No. 2el E&H'D D=10 3RD PLAYER 10 POINT DRUM UNIT.
IS PULSED BY IMPULSE CAM SWITCH D, THRU -
SWITCH A ON RESET RELAY. — BR-R
N.0. |28]| ~¥- D-11 4™ 2UAYER 1,000 POINT DRUM UNIT.
—
— BR=0 .
N.o. | 2a} -¥- p-11 3RD PLAYEN 10,000 POINT DRUM UNIT. THESE SWITCHES PULSE

THE INDICATED DRUM
UNIT, THRU ZERO SWITCH
ON THAT UNIT.

F
T

5o 1o [ ‘35‘3"'“ D-10 LTH PLAYER 105 ZOINT DRUM UNIT.
— BLU-W

N.0, |t | -¥- D-10 3RD PLAYER 100 POIKL DIUM UNIT.
I~ =0

N.0. |18 | -¥- D-12 LTH PLAYER 10,000 POINT ORUM UNIT.
— BR-W

N.oo. J1a| -x- D-11 3RD PLAYER 1,000 POINT DRUM UWII.
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/58-6782 POWER TRANSFORMER

( Replaces —— I5A-6773)

USE TAP IF LINE VOLTAGE /S
IO'S‘ v, 109 or LESS
17 V. | 1o to 122
130 V. l_c,’o to- 135
160 V. 150 ; 170

USE TAP IF l‘.M./E VOLTAGE IS
205 V. 190 to 208
225 V. 209 1o 228
240V, 229 to 250

If game has sluggish action o~d dim lites, check line voltage

and use proper primary tap as suggested above, For example, if

line voltage is below 110V., wire may be disconnected from 117V.

tap and soldered to 105V. tap. This will increcsz secondary volt-

age approximately 2-3 volts.

If action is sluggish, and proper primary tap is being used, dis-

~ connect wire from 24V. tap and solder to “high*’ tap. This will

increase voltage to coils approximately 2-3 volts.




. CATALOG
SUPPLEMENT "M-M-M"

WITH
NEW PARTS & UNITS

~ STAR POOL
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3401 N. California Ave. DECEMBER Chicago, Ill. 60618, U.S.A.
Phone 267-2240 1974 Cable Address: Wilcoin



DROP TARGET ASSEMBLY

C-7090-2 (WITH LARGE TARGET)

LARGE TAReET | - A-ToT3-2
3A-7219
A-7414 —\ i
'":-—'“f—s——@“'_"% 1A-4143
A-707\-] @ l\ ;
2 = 12A-6444

B-7442-3—

SW-12U-1I
pra e @
SW-12U-0 &,
W/
1

|B-8-508-S
7— 20A-8715-79

_—I2A-6227

L ——A-6221-I

—-._|0A-204
~—A-7072

\—4\23A-63l3-|

NOTE: SPECIFY DESIGN 8 COLOR ON TARGET



B -7794 SPINNER STEP-UP ASSY.

3B-7298

20A-8712 -12

I0A- 318

IOA-314-2

o | of
R )

A-7254 /
12A-6476

—SW -2M-3S

38-7297
m
1. — SW- 2M-3S
Lo L
} ; 9]|[Bi-26-800 H]
ol

\—A-7255

< —B-5I55



SPINNER STEP UP UNIT PARTS

20A-88I4\§9
7

—
s

B-7253

PRINTED CIRCUIT ASSEMBLY
% LUBRICATE

3C-7272

— = A

3B8-7297
SWITCH ACTUATOR

35-~7298
RATCHET STOP PAWL

3B-7296 2A-3562-|

K 204-8716-20

A-7254

DRIVE PAWL & ARMATURE 38-7299
BRACKET - DRIVE PAWL



LIGHT SOCKET PANEL ASSY
24B-8686

VECHERS

ROLLOVER BUTTON ASSY.
A-7780

3A-7262 —?9
20A -9062 /
3A-7324
¢

20A-875-9
Q—

20A-8715-2

@r 20A-8963 -12




PART NO,

1B-8-508-3
1A-}143
1B-5155
2A-3562-1
3A-7219
3A-7262
3¢-7272
3B=-7296
3B=-7297
3B-7298
3B~-7299
3A-7324
3A-7431
10A-204
10A=-31h=2
10A-318
12A=-6227
12A-6LL4Y4
12A-6476

- 20A-8712-12
1 20a-8712-25

~ 20A=8715=-2
20A-8715-9
20A-8715=79
20A-8716-20
20A-881L
20A-8963-12
20A-9062
23A-6313-1
2L B-8686
A-6221=1
A-629)
A=-7071-1
A-7072
A=T7073=-2
C=7090-2
B-7253
A-7254
A=-7255
A=7h41Y
B-74L42-3
A-7780
B=7793

PRICE LIST

ARRANGED IN NUMERICAL ORDER

DESCRIPTION

Coil Bracket“...l0.0..0............0‘.0.......
Stop Bracket for Drop Targetecccecccccecccccnce
Bracket for Coil and Plungerecccescccecccsccccse
COil leger..................D..I..........O..
Plastic Stage for Drop Target......’.........l.
Plastic Rollover ButtONessecsescssscscssecoscscosnes
Ratchet and Cam.l..............'...0.0.0.‘...0.
Drive Pawl....Q........................‘.Q..."
Switch Actuator...........o....................
Raﬁcmt stop Pawl..'.‘.......O........'........
Bracket for Drive PAWleeeeovecscocscsocsosssccccscse
Plastic BOS@ecsssesccosccrescscoscssssncscncoccse
Plastic Targeteecccccscecscesscoscecosssccscssce
Return Spring for Drop Target.e.ceccescccceccens
Spring for Drive PaWleseoaveoccecsscescsenconcae
Spring for Stop PaWleeeoecrsoseccecccscocsrcncse
Hair Pin Cli}‘.40.I.....I........'..'....‘....'.
WirefOPmOGuide for Target Armooooocccocooo'cooo
Wireform~8top for Drive Panoo.ooo¢oo¢ooooooooo
'E' Retaining Ringl.'l'l..b'...Q....C..CI......
'E! Retaining Ring.oonooaoot.o..ooooooooooooooo
Brass washer.....l..gl"..'.l....ll.....".....
Steel washer...ﬂl.....’/4........0‘...........0.
Steel WBShereececcecensesos coscescscesosssssaces
Roll Pin l/Bx3/8.......f.CO.'..C..‘...‘....Q.
Type ‘B' Metal Screw...l....h.....0.'....0.“..
Push on Retaining Ring.......ro................
Bushing for Rollover Button.:e.(ecccececccsccsns
Rubber Gromet................l.’:’....l........
Light Socket Panel AssemblYecececei-resesccaccce
Plunger and Link Assemblyeececccccecicoascoscoss
Contact Ring Assemblyecscecccocecesvserrocsoncas
Frame Assembly"...O..‘.O...'..O...‘.O.'D......
Target Crank Assemblyooooo-ooo-ooo.ooooo«o'oooo
Target Arm Assemblyeeecceccsccccsccossescacocsos
Drop Target Assembly Complet@.cececscccccecssroe
Printed Circuit Assemblyeeecescececcscsccssccacs
Drive Pawl Assembly...lCl.l....l...l."........
Coil Stop ASSemblyeececscccosccceccsscsosccsccsosces
COil Stop ASSGMblyooooo-oo-nooooo.cooaoc-oooooo
Switch and Bracket Assemblyeecccecccesccccosenan
Rollover Button Assembly Complet@ecscecccccccce
Base Plate Assemblye.ceccoccccescsccsccccccnscnns




PART NO.

B=-7794
Bl1-26-800
G=22-550
SW-2M-38
SW=12U=-10
SW-12U-11

PRICE LIST

ARRANGED IN NUMERICAL ORDER

DESCRIPTION

Spinner Step-up Assembly Completeesccessccescoss
COil Assembly........ e 00 000 69 60 0 0000009 00 0000 e
Coil Assembly....‘00.'.....'..0‘.00...0...00...
SWitCh ASSembly.‘......‘. ® 6 ¢ 9 00 0 000600000 00 0000
S"itCh Assembly.‘...QOQO. ® & 0050 50 O 80000 8 e e 0
SWitCh Assembly"...00........00.l'....'l.lo“.

E a

PRICE

17.20
2.20
2.30

«96
1.30
1.70
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ABBREVIAT/ONS FELAY COIL LOCATION N COlL _LOCAT/oN SWJ]TCH SyYmMBOLS
i ACT T ABTUS THENT ADVANCE SPINNER RE. F-18 A ¢ B JAXCET RESE] F2 | K. JOP JET BUMPER F-2/
Y ADV.| ADVANCE ADVANCE_FRE. 18 ADVANCE U/ T RESET F/2 1 ZND. PLAYER 10 POINT, D.U. | F-9 = NORMALLY DPEN SWITCH
AMP| AMPERE BALL JNDEX RE. F-/€ ADVANZE ON/ S TEP UP F/3 | 2ND. PLAYER 700 POINT D.U_|F-10 MAKES WHEN ACTUATED.
: BK. | BREAK BoNUS RE. F/3 ALTERNATOR UNIT STERPUP|IF-4 ||[ZND. PLATER ].000 POINT D.U[F11
. BOT| BO7TOM COIN RE. F2 BALL COUNT UNI[_ RESET |F-6|ZND.PLAYER 10.000 FoiyT DUIF-i1 RMALLY CLOSED SWITCH
! C | CLOSE CO/IN SET UP RE. F-4 BALL RELEASE ’a F-/3[SMpiL._CHIMIE /9 N ’;’,‘;E NS LML,HE,f aicn,mfav
J CEAT. | CENTER CREDIT RE, F-3 BALL COUNT UNIT 3TFP P F-6 [SPINNER UNIT STEP UP F/E
§ D.J.| DRGM UNJT. DOUBLE BoNUS RE. F-)5 ‘C'4 D TARGE] FESET Fi2 32D FLATER 70 POINT D.J. |F-70
. E.LS|END OF 57ROKE EXTRA BALL RE. F & CENTER 70P JE] BUMPERI=-27]3 R0 PLAYER 70O POINT D.U. |F-70
t EX. | EXTRPA S & RE F-3 COIN LOCKOUT /-3 320 PLAYER 7000 POINT DI E-/ { MRAKE BREAK SWITCH.
{ YIMPRIMPULSE S0 POINT RE, F-19 COIN UNMIT RESET 1 ~£3RD.PLAYER 70.000 POINT DU F- 11
0 INO[INDE X GAME OVER RE.(LATCH) [2X3 COIN UNMIT STEP UP F-$ | 7277L PLAYMETER F-5 CIRCLE INDICATES
7 T TUMPER GAME OVER RE. (JRIP) _|F /4 CREDIT UNIT RESET £ - ’
| L _|LEFT ATE RE Fi5 CREDIT UN[T STEPTP _[F-7] S R R Lo Ee B STAR POOL
¢ M. B MAKE BREAK /00 _FPOINT FE, F-1&] /ST PLAYER 10 POINT D.U. |F-9 7 H# 45 3
) NO T WIMBER LOCK RE. F4 /ST PLATER /00 POINT D.U.|F-70 /- WIRE _COLOR CODE
i 0 _|OPEN /-2 SCORE PESET RE, -5 /57 PLAYEFR /000 POINT D.¢. |F~10 /7 RED = | BROWN BR
i PL | PLAST/C OJTHOLE RE, £73 /57- FLAYER 70.000 POINT O.U|F-77 7 SLUE S0 ORANGE 3
: 0S| POS]7/ON FLAYER KESET RE. F-6 ITH. PLAYER 70 POINT_D.U. |F-70 £
' PT._|POINT RESET RE, £S5 4TH_PLAYER 100 POINT D.d._|F-/10 TELLOW Y ||BLAck 8
s R RIGHT SP/NNER RE. F¢ 4TH, PLAYER 7.000 POINT D.J.|F-71 ~ GREEN G |[GrEY GREY
RE | RELAY [TARGET FE. F79 47H. PLAYER [0.000 POINT BIIE-12 A WHITE W
| & 0| ROLL OVER /0 ¢ FE. F2 KNOCKER E-&
i S. .| STEP P 25 ¢ _FE, F 2 LARGE CHIME F20 =
Vs 76 POINT PE. s L FLIPPER Fzo| ALL INTERLOCK '?i‘f’?’.fm,v SCORE MDTOR | /4A-7883 | GO~
|| sW/TCHES 7000 POINT RE. 77 L RICRER Fzr]l ARE INLATCHED 7UZiTION.  I57oRE MOTOR |/44- 7884 | SO~
i Vo 1 vocrT T/ T RE. F-/3 ] L. ToP JTE] BUMPER F-ér TRANSFORMER | /5A-G 77/ | 60~
i O | ZERO 7-4 SCORE PESET PE. |F-5 | MEDIUN CHINME F19 TRANS FOR MER | 154- G782-1]| S0~
P WO, AT cH UNIT F-20]
K PLAYER UN/T RESET 6 EXAMPLE ! W-R INDICATES WHITE WIRE
; PLAVER TNIT STERP TR X3 ST WITH A RED TRACER,
: K. FLIPPER F20 W-R-{ INDICATES WHITE WIRE
i R KICKER F-2] WITH 4 RED TRACER AND
" USED A _BECOND TIVE.
— . . . 20 —= -
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