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I. INSTALLATION

Azzamble (the game &% follows:

BEolt legs lo cabinet. Using flat weshers under bolt haads, baolt back box to cabinet. Fead cable connectors and
ground brald through cable port in back box. Scraw ground braid to braid in back box. [nserl conneclors so
they are completely seated on printed circuit board assamblias.

Cin all games there are some items that must be checked after shipmenl, Making thesea vizual inspactions may
avoid lime consuming service wark later. Minor lroubles caused by abusive handling in shipmen! are unavald-
able, Cable connmectars may be logsanad, Switches (especially lilt switches) may go out of adjustment. Plumb
bob lill swilches should always be adjusted afler game is sel on lucation and leg levelers are adjusted.

Yisual inspaclions bafora plugging in line cord:

1,
2,
3
4

5.

B,

T

8.

Check wiring ol transfarmer 1o carrespand 1o lecatian vollage,
Check the transformer lor any loreign material shorting acrass wiring lugs.
Check that fuses are lirmly seated and making good contact.

Check wirg on coils far propar soldaring. Cold solder connectlions may not show up in factory inspection,
but vibration in shipmeni may break contact.

Check swilches for |eose solder or ather fareign malerial that may have come loosa in shipment and
could cause shorting of contacts.

Check for any wiras ihal may have become disconnecied.
Check thal all cable connectors are caomplately sealed on printed circuil board assemblies.
Check that cables are clear of all maving parls.

Check adjustment of the thres [nermally epen) tilt switches:

1.
2.

i

g 3_

Plumb bob it on left side of cabinet near front door.

Ball tilt above plumb bob tilt, Insert the smaller ball {gold 15M16" dia.) into the ball tilt assembly, and ad-
just the bracket 5o the ball will roll free to contact the switch blade, if front of cabinel is raised.

Panel tilt on botlom of playfield panel,

NOTE
TO PROTECT SOLID STATE COMPONENTS
BEFORE TOUCHING ANY COMPOMNENT IN THE
BACK BOX, DISCHARGE ANY POSSIBLE STATIC
BUILD-UP BY TOUCHING ANY GROUND
CIRCUIT, e.g. SIDE ARMOR, GROUND BRAID.



II. ROUTINE MAINTENANCE ON LOCATION

Self tests, which are pragrammed Into the design of the game, are very helpiul. As with any solid slate piece of
gequipment tha three prong grounding raceptacle s an important piece part of the game, that must not be tampered
with and must be used proparly.

MPU MODULE SELF-TEST:

During power-up, the MPU assembly lests itzalf, which can visibly be seen by the flashing of a LED on the board.
When the game is turned on, the LED will flash. have a pause, flash again, & longer pause, then flash five more
limes and then will be dimly lit. Accompanying eah {lash is one nola {total of seven). this indicates proper MPU
game operation conditions.

GAME SELF-DIAGNOSTIC TESTS:
Prezsing the Self-Test button inside the coin door activates the game into [ts self-diagnostic test.
1. BURM IN TEST - all outputs tesiad.
2. FEATUBE LAMPS - All feature lamps will flash on and off continuaualy, determining any burnt lamps.

3. DISPLAYS - Each digit on all dizplays will cygle from O thru 8, then a numbear 8 will shilt left to right. This
test will recycle continuausly.

4, SOLEMOIDS - Each solenold will be energized, one at & time, in a continuous sequence. {Halding both
flipper buttans “in" during this test will cause the flipper coils to be enargizad). Tha numbear appearing on
the Player Score displays is the same as the number assigned to the solenaoid and alsa the same ransistor
number on the S0U board. The sound of & solencid pulling-in 85 8 number appears indicates proper
operation providing transistor is being used, the absence of a solenoid sound shows a fault. If sound is ab-
sent, 522 Splengid L.D. page in baak far help in Solenoid Identification. “After tha salenoids are tested, the
game sounds ara teslad.

5. SWITCHES - The MPU will look al each switch assembly for stuck contacts. " (Flipper Button Switches are
not included). If there are any stuck, the lowest number encounterad is flashad en the Player Score dis-
plays, The number remains until the faull is corrected. See Switch 1.O. page in book for help in switch
Identification. Other numbers may follow il more stuck contacts are present. If there areé no stuck
switches, the "Match/Ball in Play" display flashes '0". DO NOT BURNISH OR FILE GOLD PLATED
SWITCH COMNTACTS.

6. GAME LEVELS AND BEQQKKEEPING FUNCTIONS: - Pressing the Self-Test buttan eightean mare times
causes the MPL to step thru tha game levels and bookkeeping functions and finally to repeal the power-
up test, To bypass these functions, turn the game off, then on. The game is now ready lo play, after the
MPU Salf-Test.

CONTACT SWITCH ADJUSTMENTS

All contact switches should be adjusted to have a gap 1/16" in the open position, and have 010" avertravel
closad. All contact switches (except for flipper buttons & flipper end of stroke switcheas) are gold plated to resist
corrosion and, SHOULD MOT BE FILED OR BURNISHED. If contacts have dirt or dust on them, a clean piece of
paper shauld be used to clean them, by clasing the contacts and wiping gently.

FLIPPER BUTTON & FLIPFER SWITCHES OQMLY. Tarnish or pitted contacts can ba corrected with a contact file
follawed by a burnishing tool, Severely pilled conlaclt must be replaced a5 an assembly.

PLAYFIELD

Stern playfields have a durable long life playing finish. Its life expeciancy, as well as playing appeal can be greally
axtended by periedic cleaning. Inspect and hand polish the ball with a clean cloth, A chipped ball must be
replacad, as it will ruin the finish on the playfield. (D0 NOT USE WATER IN LARGE QUANTITIES, HIGHLY
CAUSTIC CLEANERS, ABRASIVE CLEANERS OR CLEANING PADS ON THE PLAYFIELD SURFACE.
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lll. GENERAL GAME OPERATION

PLACE BALL INTO PLAYFIELD BY OUTHOLE:

COIN GAME. Coin should be rejecled. Plug in line cord. (For proper game operatlon grounding circuit must be
used). Move power ON-OFF toggle switch at battem right frant carner of cabinet to “ON" position. Seven singular
lanas will be heard to indicate game-readinass. Featura lites will flash in a programmed attract mode, "HIGH
SCORE" |lte Is lit, player displays {lash high scare to date, numbers 1 to 7 will display from right to left, all 75 will
flash, “HIGH SCORE" lite goes off, previgus played scores ara flashed, “Coln leck-out coil” is energized and game
is ready for play. Coin Game. The game should accept the coin and post credlts for colns accepled (). Pressing
the credit button on the door will resst drop largets and.cause tha authole kicker to move the ball to the shooter
lame. The first player display will flagh 0D.

One player |s registered each time the credit button is pressed {ane 1o four can play). The credits are reduced by
one each time the credit button is pressed until the credits are reduced to zero. (Cradit button |s In-operative after
4 playars are registered). Shooting the ball initiates play. Thumper-Bumper scaras 1000 points on 3 ball, 100
points an 5 ball, Top bumper scores, changes card selection (X, ¥ or £) and changas (2000 when lit" by left spin-
ner and right 3 roll-over button lane. Slingshots score 10 points.

When the ball anters the outhale, the bonus score is added to the player's score. The playar-up and/or ball in play
on the back bax is advanced one position. The bonus score starts at 10 points. The outhole kicker moves the ball
to the shooter lane and play |s resumed. This continues until each player haa played the allowable number of balls
per game {2 ar 5). Al this time the “Game Over” light becomes lit. A random "Makch™ number appears and the
"Match” light bacomes lit. If the mateh aumbaer is the same as the last iwa digits in tha player’s scare a free game
is awarded (")-

Extra ball won during the course of the game is played Immediately after the player's regular ball anters the oul-
hole. The player-up and/or ball in play is not advanced for extra ball play. Bonus score is added to the player's
score and the bonus is restored before the game moves the extra ball for play, {memory].

At the end of the game, a "High Game" is flashed an all playvers acores, If the "High Gama" is baal, this feature®
can award wup to 3 free games.

Tilting while playing the game results in loss of tha ball in play. The flippers, thumper-bumper, etc., ge “dead”.
Bonus score i3 not added. The purpose af the tilf penalty is to discourage the player from jesiling the machineg In
an attempt to prolong play. Game action becomes normal after the outhele kicker moves the ball to tha shooter
lana.

Slamming the machine resulis in the loss of the game. All featura lights go out and the game becomes “dead”
throwgh a built-In time delay circuit. The purpose of the lime delay clrcult is to discourage abuse of the machine.
After the delay, the “Game Over” light lites and the game is ready for play. The time delay cccurs anylime one of
tha slam swilches iz made to contact.

There is a slam switch on the front door, one on the tilt board and one on the playfield. [Any number of slam
switches could be Installed by the operataor, to meat his indlvidual regulrement). The switch should be adjusted to
have approximately 1/16" gap between the contacts. The weighted blade should be adjusted to allain the deslred
sensitivity. Decreasing gap between contagls will make the swilch more sensitive. Opening the gap will reduce
sensitivity.

*Some tunos and fealures can be disabled by operalor if 52 desired. ***Eee back box adjustments.™ "



The game |5 deslgned to help the cperator

fallows:

TEST SWITCH

PUSH NUMBER

13t
2nd
drd

4tk

&th

TEST SWITCH
PLEH MUMBER

&th

Tth

&th

g2th
10th
111h
121k
1.31h
141h
15th
16th
17th
18tk
15t
20th
2181
22nd
23rd

IV. SELF TEST AND BOOKKEEPING FUNCTIONS

WIAI

BaALLfMATCH
DISPLAY

Flashing O if
all switches
apen

SELF TEST

DESCRIPTION

Burn in test - all outputs tested

perform certain diagnostic tests as well as accounting functions as

Lamp test - all fealure lamps on and off

Lsplay test - all digits display 0000000 thry
290820248 then an B shifts from left to right

Solenaid test - continuous sequence of
salencids pulsed with salenaid driver
transiator, (" number displayed

Switch test - switch LD, No. displays if closed

IV.B. BOOKKEEPING FUNCTIONS

BALL/MATCH
DISPLAY

01
o2
03
04
{15
0a
o7
o8
as
10
11
12
13
14
15
16
17
18

DESCRIPTION

15t Threshold (High Score)

2nd Threshald {High Score)

3rd Threshald {High Scora)
Currant High Game Threshold
Currznt Credits

Total Plays

Tolal Replays

Total times high scere is passed
Number of coins thru Chula Mo, 2
Number of cains thru Chuia Mo, 1
Numbear of cains thru Choia No, 3
Total balls played

Total Extra Balls Awarded

Totzl Playfield Spacial Awards

Ma. of Times Special (Sun Only) was Lit

Total leval 1 passed
Total level 2 passed
Total level 3 passed

DISPLAYS

00 to 40

00 to §93999
00 to 999992
0J 10 953532
00 to D252
00 o 880090
00 1o 992995

00 to 59595583
00 to 285853
00 to 202084
00 to 5293393
00 to 599999
00 to 29285



V. FRONT DOOR GAME ADJUSTMENTS:

HIGH SCORE FEATURE ADJUSTMENTS:
The game is designed to award an exira ball or a free game (option) at threa score levels. (See High Score Feature
in game book). The recommended levels are on the seore card on the game.

Any level from 10,000 or 9,990,000 can be 5el, as desired. It is also possible to reset or turn off (00} any ar all of
the levels, if desired.

1. Push and relegse Self-Tesi bytton at one second inlervals &ix limes or unlil number 01 appears on the
MatchiBall in Play display.

2. The number gn the Player Score Displays is the first scora level®. It can be increased, if dasired, by hold-
ing the credit button in. To decrease the score lavel, resel ko *00°, and then haold the credit bulton in. Fe-
lease the credit butten when the desirad High Score appears. Mote that the level changes 10,000 points at
atime. If the number Q" is left on the displays, the high score featlure s eliminated for that leval.

3. Aepeat steps 1 and 2 for the second and third high score levels. The number "02° and "03° on the Mat-
chiBall-in-Play display are far the second and third levels, respectively,

NOTE: Only Ona Exira Ball Can Be Achieved Per Ball In Play,
HIGH GAME TO DATE FEATURE:

The game is designed 1o award up 1o 3 freg games (option) when *High Game to Date” is beal. For the recom-
mended, laclory present level, 52& game Look.

It is recommended thatl the Ieval, which will build with game play, be periodically reset (o the faclory recom-
mended lavel ko encourage game play. The adjustment procedure is the same as for the High Score Feature Ad-

justment, Staps 1 and 2. Continue pushing the 3elf-Test button until the number '04° appears on the Match/Ball-
in-Play display and then do Step 2.

Any level fram ‘00" to 8,930,000 can be set as described, It is o be noted thal '00' does not turn off the fea-
ture, as it daes on High Score {eature. The feature is turned off by positioning swilches 1o the “OFF" position.

*Can be guickly sal 1o ‘00" by pressing 533 on the MPU assembly in the back box.

RECOMMENDED SETTING

3 BalLL 5 BALL
15t lave] =— 500,000 B40,000
2nd Lewval =— 750,000 ga0,000
-3rd Leval —
High Score
To Dale B0, 000 asi, 0o
Instruciion
Card 126-2-121-22 12B-2-121-224

NOTE—For Five Ball Play it i3 recommended oullane posts be moved 1o conservative positlan (Open).



STERN 16B-6 TRANSFORMER WIRING CONNECTION INSTRUCTIONS

115,120V, 50760 Cyele Inpul 220,240V, S0/80 Cyels Input,
Warstor - Saldered 10 Lino Filter on Ledt Side of Cabinet Yarigler - Saldared lo Line Filtar an Lodt Sido of Cablnet
Mus1 Ep Stam Pari Mo. 254-18-1. Mugl be Slem Part No. 254-18-2.
SolderLugs1 & 3 Solder Heavy Rad Wire

Tageiher. Salder Heowy

To Lug 1
Red Wire To Lug 1 \ \\\\

— Solderlugsd&E ~——
M"‘ ~* Together
120V oo
Solder Luga 5 & T moo {
Topeihor. Salder Heawy - 58 aany ,_..--—""""'_'H

Yellow Wire To Lug &

1 R Salder Heavy Yellaw
Leg T
_*la= =» Wire To Lug
/
115Y 220V
Salder Lugs9 & 11 Solder Heawy Yellow
Togeiher. Saldar Heany Wire To Lug 12

¥ellow Wine Te Lug 8

V. FEATURE OPERATION & SCORING

BONUS SCORE FEATLURE:

Game starts with O bonuws. A bonus of 1,000 is awarded for each number it in X", "¥" & "Z" cards. When every
number in each card is lit (27,000 bonus), bonus goes inte "reserve Bonus" and numbers ¢an be |it again far &
maximum of 54,000 bonus [not including "Card Bonus Mulliplier'}). In addition, 5,000 can be added 1o bonus for
each completed line when this feature s lit. Banus numbers are lit by hitting numbers on drop targets. Numbers
will only be posted in lit card or cards.

Change Card Selection Switches ara:
Top Bumper - [SW-#8)
Center Playfield Roll-Over = {SW=# 25}
Slingshots - (SW-#12 & 13}
Top Three Lanes - (SWS-217, 18, & 15]

The "Bonus Score” is collected when the ball enfars the out-hole, (SW-#33) This feature is carried over from ball
to ball, [memory).

2%, 3¥ Card Bonus Multiplier
2x lites when ane line is made on each card or when one card is complelely mada.
X lites when 2 lines are made on each card or when any 2 cards are completely made.



SLINGSHOTS: (SWS-#12 & 13)
Scora 10 points and change card selection.

CENTER ROLL-OVER BUTTON; (SW-#25)
Seares 5,000 and changes card selection.

LEFT AND RIGHT RETURN LANES: (SWS-# 28 & 29)
Both score 5,000 poinis. Left lane lites letter “M”, right lane |ites latter “E".

LEFT AND RIGHT QUTLANES: (SW3-# 35 & 36)

Right lane "Exfra Ball”. Lites when 4 corners, 2 verlical ar 2 horizonfal ar 2 diagonal lines are made in any fwo
cards ar when the "Z" card |s completad.

DROP TARGETS: (SWS-#14, 15, & 16 -#22, 23, & 24 - #30, 31, & 32)

Targets score 500 and spot number in selected card. When all numbers from each drop target are spotted on all 3
cards every additional time all targets down an additional 25,000 peints is awarded fer each bank.

LEFT CENTER SIDE LANE: (SW-#27)

Scores 5,000 points, Awards "Extra Ball” when BIG-GAME is made, awards "Special” when BIG-GAME is made
second time.

STAND-UP TARGETS: (SWS-#20 & 21)
Lites comesponding letter and scores 500 poinds. Scores 5,000 each when "BIG-GAME" Iz lit.

THUMPER-BUMPERS: (SWS-#0, 10, & 11)
Score 1,000 an 3 ball, 100 on 5 ball, In addition to scaring “Top Bumper” (SWS-# 11) also changes card selection.



SPINNERS: (SWS5-£4 & 5)
Seares values indicated. Left side (SW-#4) lites when “X" is |it. Right side (SW-#5) lites when B-1-G is made.

UPPER LEFT ROLL-OVER BEUTTON: (SW-# 26)
Scores 100. Sgores 3,000 when “BIG" Is made.

3 UPPER RIGHT ROLL-OYER BUTTONS (SWS-#38, 39 & 40}
Each roll-over scores 100, Each scaores 2,000 when "Z" is |it.

TOP EJECT POCKET: (S5W-#34)
Scores 5,000 for each lited letler. Scores an additional 35,000 when "BIG-GAME" is made.

TOP 3 LANES: (SWS5-217,18 & 19)
Lites corresponding leiter, scores 500 and changeas card selaclion. Middle lane (#18) scores 5,000 whan “BIG"is 11t

10 POINT: (SWS-23T)
Switches score 10 points,

COLLECT BONUS (3W-#33)

YWhan the ball enters the outhala the bonus scam and multiplier is added to the player's score and the banus is
rastared (memary).



VIl. CREDIT/COIN AND GAME ADJUSTMENTS

A. Playfielg Post Adjustments:

Pasts that control left and right autlane cpenings on playfield can be moved to make access .
tiva ar liberal for ball to enter. {Ses Fig. 3). to oullanes conserva

Conservative entry will decrease playing time and scaring.
Liberal entry will increase playing time and scaring.

B. Back Box Game Adjustments:

Each game has thirty-two swilches located on the MPU module, located in the back box, that allows play 1o be
customized to the location. (See Fig. 1). Credits per coin, maximum credits, cradit display, balls (3 or 5) per game,
match feature, high game feature, spacial award and meledy are selectable by means of switches. Tha swilchas
_EI_ ;1& E@tﬂlnedlzr fnlur-s:x;qeedn IEE[?: packages numbered §1-8, 88-18, 517-24, and $25-32 for easy identiflcation.

2 un” posltion 15 marked on the assembly. TURN OFF POWER BEFORE MAKING AD . -
JUSTMENTS BEFORE TURNING POWER BACHK OMN. SRR SRS

BIG GAME SWITCH ASSIGNMENT

32 } Special Award

31

30

gg Coln Chute Me. 1

a7

gg ]- Extra Line 5,000 Score
a4 MAL

23 Card Salaction

232 Special Replay Limit
21 Match Featura

Credit Display
} Max CGradits
Extra Ball Bypass

NS
} Coin Ghute Mo, 3
Background Sound

Ball Per Game [3 or 5}

20
18
18
17
15 gh Game To Dale Feature
14
13
g
B
T
B High Score Fealure
2
1

} Coin Chuta No, 2



CREDITS/COIN ADJUSTMENTS:

The credlts gn.ran per coin are selectable by means of MPU switches. Thirty-one dllfere nt credit ratios are availg-
ble for two coin chutes, sixteen credil ratlos are available for the third coin chule. The MPU switch settings and
resultant creditsd/coin are as follows:

o

CREDITS/COIN ADJUSTMENTS

SEWITCHES CREDITS/COIN
EWITCH Ho. 2 3] 4 | 2 1
[BRN-WHITE)
ar

SWITCH Ho. 3 13 iz 1 10 o

(RED-WHITE) .
QFF OQFF ©OFF OQFF OQFF ....3%2CoInNs"
OFF QOFF OFF OQFF ]y Sr2 COIM3"
OFF QFF OFF 0N QFF 1/COIN
QOFF ©QFF ©OFF QN DH 12 COIMNG
OFF QFF QN DFF  QFF 2/001M
OFF OFF ] QFF ]y 202 COINS
QOFF JFF ] oM OFF .., 3/COIM
OJFF QFF ]y iy ], 372 COINS"
OFF ON OFF QFF {OFF A/COIN
OFF OM ©OFF QFF ON ,.,.4/2COINS"
OFF ©OW OFF ON  OFF 5/C0IN
OFF OM OFF ON (] ] 552 COIMS"
QOFF  ON ] QDFF QOFF .., B/COIM
OFF ON ] QFF Ik B/2 COINS"
QOFF ON ] ] QOFF TGO
OFF ©HN o]y OnN QN L. T2 COING®
CcH QFF ©OFF OFF OFF BCOIN
oM OFF ©OFF OQFF (]3] Bs2 COIMS®
oM OFF OFF oM OFF ... S/CQIN
ON OFF OFF oM (] Q2 COINS®
oM OFF ]y OFF OFF 104000
oM  GOFF ©OW  QFF oW ... 1052 COINS®
oM OFF QN OmM OFF 11 G0N
oM OFF ]| oM ] 1142 COIMNE®
oM oM DFF  QFF  OFF ... 125018
oM oM OFF QFF (@] 1272 COIMNS® . . .
oM oM QFF oM OFF 13/C0IN Mo credits until second coin
ON ©ON OFF OW ON ...13/2COINgs | dropped :
oM oM oM OFF OFF 14,/C00M Cne F:FECIIT for first coin. Twn
0N ]| On OFE oM 1472 COIMNS® credils for second coin pra-
oM oM oM o OFF ....15/C0IN vided that no scering oc-
0N 0N O 0N ON 15/2 COIMS* cured between 15t and 2nd

coin drops. If scoring oc-
cured, second coin gives
one credit,



SWITCH NO. 1 (WIRE COLOR BLUE)

EWITCHES
30 . 2g 28 27 CREDITS/COIN
QOFF OFF OFF QFF 151 Coin
aFF aOFF QFF oM 1/2 Coins
QOFF JFF (]| QFF 21 Coin
OFF OFF oN oM 2/2 Colns
OFF oM OFF OFF 3/1 Coin
OFF ON OFF ]y 3/2 Coins
OFF O (] DFF 4/1 Coln
OFF oM oM ] 541 Goln
ON OFF OFF OFF B/1 Coin
O OFF OFF ]y 7 Coln
Ok QOFF 8]y OFF 8/1 Caoln
oM OFF ]y OmM 9/ Gaoln
OM oM OFF OFF 1041 Cain
] N OFF oM 111 Caln
(]| O O OFF 12/ Cain
] O 8]y oM 141 Cain
GAME ADJUSTMENTS

HIGH SCORE FEATURE:

The game is dasigned to award an Extra Ball ar Free Game at one, two ar three high score levels. See Front Doar
Game Adjustmentis:

AWARD EWITCH &
Extra Ball QOFF
Replay DN
BALL PER GAME:
Mo. of BALLE PER GAME SWITCH T
3 OFF
5 ON

BACKGROUND SOUND:
The background 2cund during game play can be controlled as follows:

SOUND SWITCH 8

OFF OFF
ON ON



HIGH GAME TO DATE FEATURE:

The game |s designed lo award up lo 3 free gamas as an eplion of high score o date is beat. Each time this hap-
pens, the winning acora bacomes the naw high game score to beal. This score is displayed on all 4 player scare
displays at the end of each game as an Incantive to play.

AWARD SWITCH
18 15
Mavelty QOFF QFF
B T B B T o e e e o A 8 St Ly e ety 2 e oM
2 Free Games (]| OFFE
M o 15 L | e S e S R | | oM
EXTRA BALL:
This oplion can be adjusted as follows:
AWARD EWITCHAY
Mo Extra Ball {Bypazs) OFF
Award Extra Ball oM

MAXIMUM CREDITS:

The Maximum credits accepted by the machine limits the number of games that can be accumulated by coining,
by winniag replays or both. The maximum number gf credits are adjustable by means of switches 18, and 18. Four
aredit llmits are available. Switch setlings are lislad balow:

MAXIMUM SWITCHES
CREDITS . 19 18
10 OFF  OFF
T e s L O
25 ON OFF
A0 e e DL R RS A ON ON
CREDIT DISPLAY:

CREDIT DISPLAY SWITCH 20
YES ON

MO OFF

MATCH FEATURE:

When the MATCH FEATURE is On, a randam number appears in the "MATCH/BALL in PLAY" window and the
word MATCH |5 llluminated. If the numbear maichas the lans digit in a plaver's score a free game is awarded. The
MATCH feature creates an incentive lo play.

MATCH

ON
OFF

SPECIAL REFPLAY LIMIT:

The number of replays made per game can be limited as follaws:

REPLAYS
1 Per Ball

1 Per Game

SWITCH 21

ON
OFF

SWITCH 22

DFF
oM



CARD SELECTION:
Will permit ene or one/two cards to be lit at a bime,

CARD ON ORDER SWITCH 23
XY, ZUKYZ, et QM
i G & SO ra A ST LT | T T OFF

5,000 FOR EACH COMPLETED LINE:

Salacls which ball feature comes on. (Vertical, diagonal or horizontal line [n any card must be made for feature to
come an.}

LITEON SWITCHES
25 26
oM 2nd Ball OFF OFF
Ok 3rd Ball O oFF
O 4th Ball DFF O
M Sth Ball oM ol
SPECIAL AWARD:
Award received when "Special” lite is lit.
AWARD SWITCHES
31 3z
Mo Award OFF OFF
Extra Ball QOFF O
100,000 Points O QOFF

Replay ON M



PARTS LIST
BIG GAME #121

MISCELLANEQUS PART HUMBER

Translormar (Domestic or Export) o O O N S A e B S B o et PPl Wt g by o2 1 2
Transformer & ReCtiliEr BoOBNd oo ..ot un et raneaee e aae e rass st ssastasin e A-4RB-2
UG srn e e S e e S R i e e e e e B
e o e e o o g e S S e SR PEA-P-20
b o e A e e e s L e e S SR R S S e
I o A S e I Dy e, 3 T S A e T T
LJEE5A-F~-32

ASSEMBLY COILS

L TEH o] T e e e e e o e e e e s .C-36-5300
FI:pprerLipperLﬁH .JE&:.DEI,’S#EEIEﬂ
Flipper Lower L& R . .JEE—:t?E.-’deE-DD
Knocker ...... e T USSR 1.7, -5 [ 10
GuthulechkerH] o L N o e B e A o e o st e o s el e e B T [T T
Saucer Elect ......... JEB—ESDI}
ThumperEumn-ﬂr{S:I T L L LA T T e o e e Fa e o B b e B v et o S - T e T
Slingshat {2} . ..J-E?-15C||:|-
Drina:getFleset {3} e e e e a e A I S o i e e e e S S B s e A

MODULES

Lamp Driver . VT L 16 m A o o ot ) m AT WL Lk T L e e S e ey O ol
DmplarDrw&rHUsed} T Y R e s e A A o W AT O PR I L R 1t e e e gL P 5F 12
Match/Coin Display Drwer |:1] e R e o Lo |
EnrenuldDrlverNﬁltagEHegmamr R T A L L o pTaTaTals e are e o2 TR [l
MPU {(FOR HGMSEEEMIEGELL#.NEGL!EAEID‘.-'E:I e [ e e ] 2,
Reclifier Board ............c0000s R T T « =1 b |0
Sound Modula . Y L LI T o A T T R e s o e B e iy gt T 1

PLAYFIELD PARTS SEE PLAYFIELD DIAGRAM



BIG GAME

PLAYFIELD PARTS

POST ADJUSTMENT:

C-CONSERVATIVE

M-MEDIUM
L-LIBERAL

RUBBER RINGS

Ri-FA=120-031
R2-TA-121-W
R3-7A-125
R4-TA-120-125

R5%-TA-120-225
RG-TA-120-250
R7-TA-120-275
RE8-TA-120-150

BALL GUIDES & ROLL-OVERS

W1-A-655
W2-gA-258
W3-6A-260
Wd-6A-258-1
Wi5-A-654-R&-L
WE-GA-258-2
W7=a=145

Wa-A-383
Wa-B-612
Wil-B 614
W11-A-B15
W12-4A-224-Y
W13-6B-249
W14-6A-259

PLASTIC SHIELDS

TOP ARCH SET 13C-121-1R&-1L
BIG GAME SET 13C-121-2 TO-12

{F1 TO P12)

MISC. PARTS & ASSEMELIES

1A-3-BANK DA. TARG. ASS"Y. D-580-30-1

1B-3-BANK DR, TARG. ASS", D-550-30-2

1C-3-BANK DR. TARG. ASS"Y. D-580-3D-3
INDIVIDUAL TARGETS: —

13A-35-1 THRU 8

. TARGET ASZSY. A-461-1

. THUMPER CAF 13A-34-1

. ROLL OVER BUTTON 4B-275
. BALL GATE ASS'Y. A-104-R2

. BaLL GUIDE POST 2A-Z00
. FLIPPER & SHAFT ASS'Y. A-103

2
3
4
5
B, LEFT GATE ASS'Y. A-104-L
T
8
g

. SPIN TARGET AS3"Y. A-563-11
[TARGET & WIRE OMLY} 14A-7-10

10, INSTRUGTION PLATE 14B-5-1
11. SHOOTER GAUGE 14A-2-5



BIG GAME
SWITCH IDENTIFICATION
SELF TEST DISPLAY NUMBERS

SWITCH NO, SEWITCH LOCATION SWITCH N, SWITGH LOCATION
i CHUTE 21 STAND-UP TARGET “A"
2 cHUTE [ SEE DIAGRAM 22 TOP RIGHT DROP TARGET ()
3 CHUTE 2 TOP RIGHT DROP TARGET (5)
4 SPIN-TARGET (LEFT) 24 TOP RIGHT DROP TARGET (4)
5 SPIN-TARGET (RIGHT) 25 MIDDLE ROLL-OVER EUTTON
5 GREDIT BUTTON 28 TOP LEFT ROLL-OVER BUTTON
7 TILTS 27 MIDDLE LEFT ROLL-OVER BUTTON
5 SLAM & ViB. TILTS 28 RIGHT RETURN LANE
9 TOP THUMPER 29 LEFT RETURN LANE
10 LOWER LEFT THUMPER 30 LOWER RIGHT DROP TARGET (9)
1 LOWER RIGHT THUMPER 31 LOWER RIGHT DROP TARGET (8]
12 LEFT SLING-SHOT 32 LOWER RIGHT DROP TARGET (7)
13 AIGHT SLING-SHOT 33 OUT-HOLE
14 TOP LEFT DROP TARGET (3) a4 SAUCER, EJECT.
15 TOP LEFT DROP TARGET (2} as RIGHT DUT-LANE
15 TOF LEFT DROP TARGET (1) 3 LEFT OUT-LANE
17 TOP LEFT ROLL-OVER WIRE a7 TOP TWO 10-PTS.
18 TOP MID. ROLL-OVER WIRE 38 TOP RIGHT R.O, BUTTON
19 TOP RIGHT ROLL-OVER WIRE 39 TOP RIGHT MID. R.O. BUTTON
20 STAND-UP TABGET "G 40 TOP RIGHT LOWER R.O, BUTTON
NOTE: FLIPPER BUTTON CABINET SWITCHES DO NOT APPEAR ON TEST
SW-| Sw2 Sw3 SW-2 SW-] Sw-3 Sw-2 Sw-3
N Rt AN [/ / Z
4 / = A
HINGE 3-CHUTE  HINGE 3-CHUTE HINGE  2-CHUTE
SIPE pooR DOOR SRE DOCR

GERMANY




BIG GAME
e SWITCHES

e
| lﬁ

'SWITCHES MOT ON PLAYFIELD:

1 " LEFT CHUTE ¥ AQOLL-TILT

2 " CENTER CHUTE 7 PEMDULLIM

3 * RIGHT CHUTE 8 TILT BOARD

6 CREDIT BUTTON 8 DOOR & PLAYFIELD VIB.

" ZEE DAWA, ON SWITCH IDENTIFICATION PAGE



BIG GAME
SOLENOID IDENTIFICATION
SELF TEST DISPLAY NUMBERS

SOLENOID ND.

SOLENOID LOCATION

s --LOWER LEFT THUMPER

2., «+.. TOP THUMPER

.. .- KNOCHKER

4., .. LEFT DROP TARGET

Biw .. LOWER RIGHT THUMPER

6.. -.LEFT SLING-SHOT

T TN s I o e e RIGHT SLINQ-SHOT

B.. --UPFPER RIGHT DROP TARGET
9.. oo DUT-HOLE

10 e ....0OPEN

1 Ennenommononnnon: . OPEN

e .. OFEN

ALk e ettt e ....LOWER RIGHT DROP TARGET
e e e o BAUCER-EJECT

1 e et e .. FLIPPERE [RIGHT & LEFT)

L R e e e .. OFEN

N R B S ..0OPEN

Ll e e T i e e JFEM

TR . COINLOCK-0UT
20THRUZ29 ... ..cvieiaiainnn.,, SOUND
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BIG GAME

SOLENQIDS

SOLENQIDS NOT ON PLAYFIELD:
3- KNOCKER 18- LOCKOUT
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