Oetober 1992
@ 16-20006-101
]

Qperations Manual Includes

Operations & Adjustments
Testing & Problem Diagnosis
Parts Infarmation
Reference Diagrams & Schematics

Midway Manufacturing Company
3401 North California Avenue
Chicago, Illinois 60618



Jumper Charts

Display

w1

1MEG, 2MEG, 4 MEG

EPROM

In

512K, 1 MEG EPROM

In

Country

w14

W15

W16

w18

America

In

In

in

In

European

In

In

Out

in

French

In

in

In

German

In

In

In

Out

Solenoid/Flasher Table

ol. Function Solenoid Type Driver Transgistor, Connection, and Wire Solenoid Part
No. and Voltage Color Number
Connector Flashlamp Type

01 Trap Door High Power | J107-3 Q82 J130-1 Vio-Bm AE-26-1500

02 Shooter High Power | J107-2 Q80 J130-2 Vio-Red AE-26-1200

03 Opto Popper High Power | J107-3 Q78 J130-4 Vio-Om AE-23-800

04 Mini Left Opto Eject High Power | J107-2 Q76 J130-5 Vio-Yel AE-26-1500

05 Mini Right Opto Eject High Power | J107-2 Q64 J130-6 Vio-Gm AE-26-1500

06 2nd Chance Logo, Flasher High Power | J107-5 Q66 J130-7 J131-3 Vio-Biu #906

07 Knocker High Power | J107-3 Q68 J130-8 Vio-Blk AE-23-800

08 Doctor 3 High Power | J107-56 Q70 J131-5 Vio-Gry #906

09 Left Sling Low Power | J107-2 Q58 J127-1 Brn-Blk AE-26-1500

10 Right Sling Low Power | J107-2 Q56 J127-3 Brn-Red AE-26-1500

1 Left Jot Low Power | J107-2 Q54 J127-4 Brn-Org AE-26-1200

12 Right Jet Low Power | J107-2 Q52 J127-5 Bm-Yel AE-26-1200

13 Bottom Jet Low Power | J107-2 Q50 J127-6 Brn-Grn AE-26-1200

14 Backbox Head, Flasher Low Power | J107-6 Q48 J128-2 Bm-Blu #906

15 Outhole Low Power | J107-2 Q46 J127-8 Bm-Vio AE-27-1200

16 Trough Low Power | J107-2 Q44 J127-9 Brn-Gry AE-26-1200

17 Mini-playtieid/Doctor 7, Flasher | Flasher J107-5,6 Q42 J126-1 J125-1 Blk-Brn #906

18 5 x 3 Left/Left, Flasher Flasher J107-5 Q40 J126-2 J125-2 Blk-Red #906

19 5 x 3 Right/Right, Flasher Flasher J107-5 Q38 J126-3 J126-3 Bik-Org #906

20 Jet Bumpers/Doctor 5, Flasher | Flasher J107-5,6 Q36 J1264 J125-5 Bik-Yel #906

21 REPAIR/Doctor 4, Flasher Flasher J107-5,6 Q28 J126-5 J125-6 Biu-Gm #906

22 W-(H)-O/Doctor 2, Flasher Flasher J107-5 Q30 J126-6 J125-7 Blu-Blk #906

23 W-H-(O)/Doctor 6, Flasher Low Power | J107-5 Q34 J126-7 J125-8 Blu-Vio #906

24 ESCAPE/Doctor 1, Flasher Low Power | J107-5 Q32 J126-8 J125-9 Blu-Gry #89

25 Not Used Flasher Q26 Blu-Bm

26 Not Used Flasher Q24 Blu-Red

27 Mini-playfield C.C.W./C.W. Flasher J107-6 Q22 J122-3 Blu-Org A-15680

28 Minl-playtield OnvOtf Flasher J107-6 Q20 J1224 Blu-Yel A-15680
G. I. Circuits

01 Insert 1 Gl Q18 J121-1 Brown #555

02 Insert 2 Gl Q10 J121-2 Orange #555

03 Playtield A/linsert A Gl Q4 J120-3 J121-3 Yelow #44, #555

04 Playtield B/Ingert B Gl Q16 J120-5 J121-5 Green #44, #555

05 Playfield C/insert C Gl Q12 J120-6 J121-6 Violet #44, #555
Upper Left Flipper J907-89 | Q1,Q5 | J902-1,3 Gry-Yel FL-15411 (ORG)
Lower Left Flipper Joo7-45| Q3,Q9 | J902-7,9 Gry-Yel FL-15411 (ORG)
Lower Right Flipper Joo7-1,2 | Q4, Q1 | J902-11,12 Blu-Yel FL-15411 (ORG)

J1XX = Power Driver Board, J9XX = Fliptronic Il Board

Midway Manufacturing Company resaives the rights to make modifications and improvements to its products. The
specifications and parts identified in this manual are subject to change without notice.




DOCTOR WHO

AWARNING
e

Keep hands away

from mini-playfield

Movement of the mini-playfield can cause SERIOUS PHYSICAL INJURY. Keep fingers and loose
clothing away from ALL moving parts.

As a safety feature, during normal game play (and attract mode) the mini-playfield will not move
unless the coin door is closed and the playfield glass is on. During the mini-playfield test, both flipper
buttons must be pressed before it will move.

A ACHTUNG
’ﬁ Hande weg von der

Mini-Spielflache !

! Quetschgefahr !

Durch die Bewegungen der MINI-SPIELFLACHE kénnen ERNSTHAFTE
VERLETZUNGEN verursacht werden! FINGER WEG und LOSE KLEIDUNG
FERNHALTEN!

Zur Sicherheit ist die MINI-SPIELFLACHE waéhrend des Normalspiels und im Attract Modus stillgelegt
und bewegt sich nicht, solange die Manzprifer-Tir gedffnet und die Spielfldchenscheibe abgezogen
ist.

Im Test-Modus bewegt sich die MINI-SPIELFLACHE nur, wenn vorher BEIDE Flippertasten gedriickt

wurden.
A\ DANGER
<a. B Tenir vos mains loin
du plateau mobile

Le mouvement du mini-plateau peut provoquer de sérieuses BLESSURES CORPORELLES.
Gardez vos doigts et vétements loin de toute piéce mobile.

Pendant le jeu normal et le mode d'attraction, pour des raisons de sécurité, le mini-plateau ne
pourra se mettre en mouvement si la porte de l'appareil est ouverte et si la glace principale n'est pas a sa
place. Ne jamais court-circuiter le contact de fermeture de la glace.

Pendant le test du mini-plateau, les deux boutons des flippers doivent étre maintenus fermés afin que
ce dispositif se mette en mouvement.
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DOCTOR WHO PINBALL:

TIME STREAMS

DOCTORWHO A



GAME STORY

Time is running out, literally......

The Master is back and this time he will not fail! He has recruited Davros and what is left of his desperate
Daleks. Since being beaten by the Movellans, this group of Daleks have nothing to lose. And both

have one enemy in common...the Doctor!

The Master has found an ancient Gallifrey Laboratory equipped with an everlasting self-regenerating
"Time Expander". This "Time Expander" can take any part of time and space, stretch it, then allow all
other space and time events to interact with this new time stream. This machine requires two operators
to work together (changing time and space is serious business). Of course, this has never stopped the

Master, or even Davros.

The problem of finding all seven Doctors and expanding their time streams is easily solved in one word--
Earth! This is the Doctor's favorite planet. All of his regenerations past, present, and even future, have
or will, arrive upon Earth. All that has to be done is to expand Earth's time and push all the Doctors into
the final nova of the Earth's Sun. At game start, you can experience the time expansion of Earth by

observing the continental drift back to the past (over 300 million years ago!).

But everything has not gone as planned. All of the Doctors, aware of time being expanded, have
escaped. However, not everyone is safe. The first Doctor has escaped to a planet and is being
bombarded by the Master's "borrowed and enhanced" Roni spheres. The second Doctor is lost in a
land mine of black holes in space and is trying to dodge destruction (the black holes are rumored to
power the Time Expander). The third Doctor is trapped in the Whomobile. The fourth Doctor is
stranded somewhere to repair his TARDIS from old unreliable force field projectors. The fifth Doctor,
transmatted away from Earth is, unfortunately, held prisoner in a never ending transmat web. The sixth
Doctor was jettisoned to a mountainous Dalek planet, where the time expanded rebirth of the Dalek
race is about to begin. Last but not least, the seventh Doctor is much more fortunate. He escaped
unharmed and has found the Time Expander. Now the challenge is to restore Earth's Time to normal,

confront the Master and his traps, the Daleks, and of course Davros (the creator of the Daleks).

When it is time for the ultimate battle with Davros, all the Doctors will be re-united, combining their

unique knowledge and experience to defeat Davros and his Daleks.
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BACKGROUND

The first episode was broadcast on November 23, 1963.
The shows Thirtieth Anniversary will be celebrated in 1993 (twenty-six seasons broadcasted to date).
Doctor Who is the longest running Science Fiction Show.
There have been a total of seven Doctors. He has 13 "regenerations" possible. Listed below are the
actors and their air dates.
1) William Hartnell » 1963-1966, four seasons.
2) Patrick Troughton ¢ 1966-1969, two seasons.
3) Jon Pertwee ¢ 1970-1974, five seasons.
4) Tom Baker ¢ 1975-1981, seven seasons.
5) Peter Davison ¢ 1982-1984, three seasons.
6) Colin Baker » 1984-1986, two seasons.
7) Sylvester McCoy » 1987-1989, three seasons.
The "Time Streams" theme is not patterned after a particular episode.

The "Time Expander” is a new feature of pinball, and for Doctor Who fans.

TERMINOLOGY

Doctor Who A Time Lord, who has taken a TARDIS and travels through time and space.

TARDIS A time machine that the Doctor uses. TARDIS is an acronym for "Time And Relative
Dimensions In Space”, and is bigger on the inside than the outside. The Doctors'
TARDIS is "stuck" in the shape of a police box (the chameleon circuit does not work
properly). The "Master" also has a TARDIS, usually in the shape of a Roman Pillar, but

his chameleon circuit is fully functional.

Time Lord The race of the Doctor.
Gallifrey The home planet of the Doctor.
Dalek A being intentionally mutated by radiation in a protected shell that is impervious to

most weapons.

Davros The creator of the Daleks. Defeated may times by the Doctor.
The Master A renegade Time Lord, also defeated by the Doctor.
Transmat A matter-transmitter that can transport people or objects from one place to another.

Time Expander A machine to stretch time within a certain area of time and space.

Rassilon A historical Time Lord who created time travel for the Time Lords.

DOCTORWHO C



Ball Start:

Transmat:

Multiball:

Jackpot:

Playfield Multiplier:

Sonic Boom:

Unlimited Million:

Repair Millions:

Lighting Extra Ball:

Video Mode:

Special:

RULES

Use flippers to select one of the seven Doctor's areas, then shoot the ball. The

area selected will have increased scoring potential.

Lite extra Doctors by building the Transmat Power (jet bumpers), then hit the

flashing "Activate Transmat" target.

Earn locks by hitting center target of Time Expander, lock 2 balls, then restore
Earth time to factor 0 by lighting all 15 control panel lamps. Then, shoot the bali
into any door.

During Multiball, time warp Daleks by going into each door. When Davros Super
Jackpot appears, deactivate force field by hitting the 5 targets, then time warp

him.

Build from cliffhanger (top) ramp, it multiplies ALL scores and builds loop

champion.
Scores 10 Million points each for spelling W-H-O every 10th loop.
After playfield multiplier 4X.

Complete R-E-P-A-I-R within the allowed time and any REPAIR target is worth 1
Million points.

Complete W-H-O sequence a set amount of times (see status report).

Relit by spelling ESCAPE. Use 1 flipper to jump over small obstacles, 2 flippers

for large obstacles. Extra Ball awarded during wave three (auto adjustable).

Complete E-S-C-A-P-E until "S" lamp is ON.
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At ball start use your flippers (right
flipper increases the Doctor number,
left flipper decreases the Doctor
number) to choose an area of the
playfield (Doctor's 1 thru 7), then
launch the ball. The doctor's area
selected will have increased scoring
potential.

O po

CTOR 7 0 = ) Doctor 1: Spots an extra ESCAPE
target for a faster way to the
SPECIAL.

Doctor 2: Doubles the score and
allows for more time between shots.

Doctor 3: Doubles the score and
allows for more time between shots
for an easier way to get extra balls.

Doctor 4: Allows for more REPAIR
time between shots.

Doctor 5: Makes the transmat bonus
grow faster, allowing more Doctor's to
be lit.

Doctor 6: Increases the playfield
multiplier by 2 steps instead of 1, and
allows for more time to score at the
current playfield multiplier.

Doctor 7: Spots another "expansion
factor" lamp each time a middle level
target is hit, lites 1 "expansion factor"
lamp each time the center target is
hit, allows for more initial re-lock time,
and adds more to the re-lock timer
when the center target is hit.
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Multiball - Doctor 7

Light locks by hitting middie
target (A) of "Time Expander"
(mini-playfield, level 1).

Then lock 2 balls (B), to reveal
the "Controls" of the "“Time
Expander" (level 2). The
controls (C) are locked on to
Earth and when activated will
restore Earth time from an
expansion factor of 15 to a
normal factor 0. This raises the
"Time Expander" to level 3 and
the player must start multiball by
shooting the ball into one of the 3
doors. The middle door "skips" a
jackpot for a faster way to reach
the "Super Davros Jackpot".

Selecting Doctor 7 allows for a
faster restore of Earth time to the
normal factor O
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Jackpot

Upon start of multiball, the Daleks will
march out their ranks to "exterminate
the doctor”, time warp then by shooting
each of the 3 targets (C, Level 3) to
award and build up your jackpot score.
Loose 1 ball (still in 2 ball multiball) and
the player will do battle with a "lesser"
Dalek.

The Dalek ranks are:
Emperor Dalek 50 Million
Supreme Dalek 45 Million

Gold Daleks 40 Million
White Daleks 35 Million
Blue Daleks 30 Million
Black Daleks 25 Million
Daleks 5-20 Million

Davros Super Jackpot

100/150/200 Million Points! - after
battleing all the Dalek Ranks, Davros
appears. He is protected by a force
field that is deactivated by hitting all 5
dalek buttons (Level 2). Once the
force field is removed, he too can be
time warped by the 3 doors (Level 3).
But beware, he has found a method of
returning from time warp, and his force
field is stronger!
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Playfield Multiplier

Shoot up the top ramp (O) to increase
playfield multiplier of ALL scores up to
4X|

Just try to time warp Davros at 4X!

Unlimited Million

Scores a total (with playfield multiplier)
of 1 million points for all shots past the
playfield 4X!

Loop Champion

Players can compete for loop
champion by beating the current loop
champion.

Sonic Boom

Every 10th loop the trap door is
lowered and each letter of W-H-O is
now worth 10 Million Points.

Selecting Doctor 6 advances the
playfield multiplier by 1X (instead of by
1/2X).
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To add more doctors to the
playfield - Shoot (E) at the jet
bumpers (F) to build up enough
power to transmat (a matter
transmitter) another doctor when
target (G) is blinking.

Selecting Doctor 5 increases the
jet bumper score, and builds up the
transmat power faster!



R.E.P.A.LR. Millions

Repair each force fields projector
(targets) before it breaks down
(these faultey force field projectors
always did break down alot) for
increasing score. |f all projectors are
repaired (lit), each target is worth 1
Million pointsl

QY

(

DY

Selecting Doctor 4 repairs 2
projectors with a single target hit!

+

e
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Lighting Extra Ball

Completing the sequence of W-H-O
ramp shots (W), (H), and (O), a
programable (or auto-adjustabie)

Noneh
=2\
I Clera .

©

& \ﬁ amount of times, will light an extra
i~ ,\; O ball at lamp (J). However, the
"k < sequence must be completed in time.
iy o

{
ilgsl! O
L' [>
: ! : Selecting Doctor 3 allows more time
| Q: [> to complete W-H-O, and temporarily
| \ | [> increases its score at each letter.
: ’_l /\:

|

il O
il U >
188
il
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Hangon Score

Lit by the right return lane (L), and
collected by W-H-O shot (H) before
it times out, can earn the player
250,000 to 2 million points. (|
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Selecting Doctor 2 allows more
time to complete the Hangon shot,
and temporarily doubles its score.
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Special

Completing ESCAPE, a
programmable number of times,
awards a Special (S).

Selecting Doctor 1 awards 2 targets
with a single target hitl
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Video Mode

Complete ESCAPE to light Video
Mode (P). Enter to start the chase
of your lifel A Dalek is on your
heals with orders to capture you
ALIVE (well, thank heaven for
small favors). However, your path
is obstructed with various
obstacles that you must carefully
jump over. - It is wise to use 1
flipper to jump over the small
obsticles, and to use 2 flippers to
jump over the large obstacles.
You are allowed (adjustable) a few
extra lives, in case you hit an
obstacle. Reach the TARDIS to
avoid capture by the Dalek,
(adjustable) receive big bonus
points, and video mode re-lit.

Video Mode-Last Wave

This will score the sum total of all
the successfully escaped video
modes. Usually totaling hundreds
of millions (at 1X playfield
multiplier).

Second Chance (Q)

if a player does not receive a
minimum of 2 seconds of play per
ball, they receive a second chance,
and have the ball re-served back to
them.
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DOCTOR WH tem WPC) ROM Summar

IC TYPE BOARD LOCATION PART NUMBER

Game BOM 1 27020 CPU U6 A-5343-20006-1
Music/Speech ROM 2 27040  Audio uUis 5341-13406-U15
Music/Speech ROM 3 27010 Audio Uis A-5343-20006-3
Music/Speech ROM 4 27040  Audio Ui4 5341-13406-U14
NOTICE

Order replacement ROMs from your authorized MIDWAY
MANUFACTURING CO. distributor. Specify: (1) part number (if available);
(2) ROM level (number) on the label; (3) game the ROM is used in.
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PINBALL GAME ASSEMBLY INSTRUCTIONS
DOCTOR WHO IS A 3 BALL GAME.

Power: Domestic 120V @ 60 Hz DRimensions: Width: 26" Approx.
Foreign 230V @ 50 Hz Depth: 56" Approx.
Japan 100V @ 50Hz Height: 85" Approx.

Temp: 32° F 10 100° F
(0° C1038°C)

Humidity: Notto exceed 95% relative. Weight: Approx. 286 Ibs. (crated)

1. Remove all cartons, parts, and miscellaneous items from the shipping container and set them aside.

2. Place the cabinet on a support and attach rear legs using leg bolts. Leg levelers and leg bolts are provided
among the parts in the cash box.

3. Attach the front legs (after installing leg levelers), using leg bolts. See diagram below.

/ 3
/
/ / PN
/ PR \
/ - Y
/ PR
e - ;
< == Detail View - Log Leveler
A7 I
S J o
Q
"-‘—--.'--‘_.‘__ 0 Degre lg— C-10843-1
05
Approx. Playfield
Pitch Angle: 08-7377
8- 6 1/2 Degroes Leg Leveler
’ ‘s‘ 4422-01117-00
See Delall View & H
S A

-—-

Pinball Assembly, Playfield Pitch Angle, and Leg Leveler Details.

4. Reach into the cabinet and backbox and ensure that the interconnecting cables are not kinked or pinched. Be
careful to avoid damaging wires at any stage of the assembly process.

5. Raise the hinged backbox upright and latch it into position. Unlock the backbox, and remove the backglass,
storing it carefully to avoid scratches. Remove the shipping block holding the Insert Board. Unlatch and open
the Insert Board. Carefully lift the Speaker Panel and lay it down on the playfield glass. Be careful not to
damage the Dot Matrix Display/Driver Board. This allows access to the bolt holes used for securing the
backbox upright. Install the washer-head mounting bolts through the bottom holes of the backbox into the
threaded fasteners in the cabinet to secure the backbox. Close the Insernt Board and latch it in position.
Replace the Speaker Panel. Reinstall the backglass, and lock the backbox.

A CAUTION

FAILURE TO INSTALL the backbox mounting hardware properly can cause personal injury.
NEVER TRANSPORT a pinball game with the hinged backbox erect. Always lower the backbox forward
onto the playfield cabinet on a layer of protective material to prevent marring or damage and possible personal

injury.

6. Extend each leg leveler slightly below the leg bottom, so that all four foot pads protrude approximately the same
distance. Remove the cabinet from its support and place it on the floor.
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7. Unlock and open the coin door. Move the molding latch lever toward the left side of the game, to release the
front moiding. Lift the front molding off the playfield cover glass, return the latch lever to the right, and close
the coin door. Carefully slide the glass downward, until it clears the grooves of the left and right side moldings.
Lift the glass up and away from the game, storing it carefully to avoid breakage.

8. Place a level or an inclinometer on the playfield surface. Adjust the leg levelers for proper playfield level (side-
to-side). NOTE: It is recommended that these measurements be made ON the playfield, not the cabinet nor
the playfield cover glass. Tighten the nut on each leg leveler shaft to maintain this setting.

9. The TRU-PITCH™ level is located on the right shooter rail. This allows the playfield pitch angle to be accurately
adjusted WITHOUT REMOVING THE GLASS. The first line (closest to the front of game) on the level is
approximately 6 degrees. Every line thereafter is approximately another 1/2 degree of pitch. The

recommended pitch for Doctor Who is between 6 and 6 1/2 degrees. The NOSE of the bubble is between the
first and second line on the level (see diagram below).

TRU-PITCH™ level between 6 and 6 1/2 degrees.

CAUTION

Playfield pitch angle adjustments can affect the operation of the plumb bob tiit, inside the cabinet. The plumb
bob weight is among the parts in the cash box; the operator should install the weight and adjust this tilt
mechanism for proper operation, after completion of the desired playfield pitch angle setting.

10. Move the game into the desired location; recheck the leve! and pitch angle of the playfield.

11. Verify that the required number of balls are installed in the game. DOCTOR WHO uses 3 balls.

12. Install playfield mylars if desired.

NOTE: The Doctor Who playfield is specially coated with a Diamond Plate TM surface and does not require

a protective mylar. However, playfield mylars can be purchased through your local Bally Distributor. Specify
part number 03-7960-20006-1 for full playfield mylar.

13. Clean and reinstall the playfield cover glass, reversing the procedure of step 7.

14. To attach line cord, remove envelope stapled to the inside cabinet (near cashbox). Remove the four Phillips-
head screws that mount the line cord cover plate to the rear cabinet. Match the prongs on the plug with the
holes in the receptacle and push line cord securely into place. Make sure cord is aligned with the indentation
of plate (indentation should point toward bottom of cabinet). Remount line cord cover plate. If desired, tamper

resistant screws have been provided in an envelope marked "Security Screws" (located in cashbox) to
remount cover plate. Prepare the game for player operation.

(Part of cabinet shown
for reference only)

Phillips-head Screw _~_

Line Cord & Plug

Tamper-resistant Screw

DOCTOR WHO 1-3



GAME CONTROL LOCATIONS

Cabinet Switches

The On-Off switch is located on the bottom of the cabinet near the right front leg.

The Start Button is the pushbutton to the left of the coin door on the cabinet exterior. Press the Start
button to begin a game, or during the diagnostic mode, to ask for HELP.

Coin Door Switches

The operator controls all game adjustments, obtains bookkeeping information, and diagnhoses
problems, using only four pushbutton switches mounted on the inside of the coin door. The Coin
Door Switches have two modes of operation Normal Function and Test Function.

Normal Function

The Service Credits button puts credits on the game that are not included in any of the game audits.
The Volume Up button raises the sound level of the game. Press and hold the button until the desired

level is reached.
The Volume Down button lowers the sound level of the game. Press and hold the button until the

desired level is reached. See Adjustment A.1 28 to shut sound OFF completely.
The *Begin Test button starts the Menu System Operation and changes the Coin Door Switches from

Normal Function to Test Function.
Test Function

The Escape button allows you to get out of a menu selection or return to the Attract Mode.

The Up button allows you to cycle forward through the menu selections or adjustment choices.

The Down button allows you to cycle backward through the menu selections or adjustment choices.
The *Enter button allows you to get into a menu selection or lock in an adjustment choice.

\
/ . .
; Coin Door Button Locations \\

/ NORMAL MODE FUNCTION \
! SERVICE VOLUME BEGIN
| CREDITS L1 TEST !
OO0 |
\\ 0 = | / Lever Guide Assy.

ESCAPE -

\ [ TEST MODE FUNCTION /
\ /
\ "
AN L Flipper Button
S _-
~ - Ball Shooter Assy.

On-Oif Switch / 7

* To reset High Score, hold down the Begin Test/Enter switch for 5 seconds while l:n
the Attract Mode.
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GAME OPERATION
/\ CAUTION

After assembly and installation at the site location, this game must be plugged into a
properly grounded outlet to prevent shock hazard, and to assure proper game
operation. DO NOT use a 'cheater' plug to defeat the ground pin on the line cord.
DO NOT cut off the ground pin.

POWERING UP. With the coin door closed, plug the game in and switch it On. In normal
operation, testing will show in the display as the game performs Start-Up Tests. Once the Start-Up
Tests have been successfully completed the last score is displayed. Afterward, the game goes into

the Attract Mode.

Note: After the game has been on location for a period of time, the Start-Up Tests may contain
messages concerning game problems. See 'Error Messages' for more detailed information
regarding messages.

Open the coin door and press the Begin Test Switch. The display shows the game name, number,
and software revision. The message changes. The display shows the sound software revision,
revision level of the system software and date the game software was revised.

Example: DOCTOR WHO Sound Rev. L-1
20006 Rev. P-2 Sy. 2.31 6/24/92

Press the Enter button to enter the WPC Menu System (refer to the section entitled ‘Menu System
Operation' for more information). Perform the entire Test Menu routine to verify the game is
operating satisfactorily.

ATTRACT MODE®*. After completing the Test Menu routine, press the Escape button three
times to enter the Attract Mode. During the Attract Mode the display shows a series of messages

informing the player of the recent highest scores”, "custom messages*”, and the score to achieve to
obtain a replay award*

CREDIT POSTING. Insert coin(s). A sound is heard for each coin and the display shows the
number of credits purchased. So long as the number of maximum allowable credits* are NOT
exceeded by coin purchase or high score, credits are posted correctly.

STARTING A GAME. Press the Start button once. A startup sound plays and the credit amount
shown in the display decreases by one. The display flashes 00 (until the first playfield switch is
actuated), and shows ball 1. If credits are posted, additional players may enter the game by pressing
the Start button once for each player, before the end of play on the first ball.

TILTS. Actuating the Slam Tilt switch inside the cabinet ends the current game and proceeds to the
Game Over Mode. With the third closure* of the plumb bob tilt switch, the player loses the remaining
play of that ball, but can complete the game.

END OF GAME. All earned scores and bonuses are awarded. If a player's final score exceeds
the specified value, the player receives a designated award for achieving the current highest score.
A random digit set* appears in the display. Credit* may be awarded when the last two digits of any
player's score match the random digits. Match, high score, and game over sounds are made, as
appropriate.

GAME OVER MODE. Game Over will show in the display. Afterward, the high scores flash on
the display. The game proceeds to the Attract Mode.

*Operator-adjustable feature.
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GAME CHECK-OUT

Game Check-out is a special feature designed to be a rapid method of detecting problems in the game.
To start the check-out program, press and hold the enter button while in either the attract mode or
during a game. While holding the enter button, wait for the "To Reset Scores" title screen to appear on
the display. When it appears, continue to hold down the enter button and simultaneously press the up
and down buttons . The "Ckout" title screen will appear. The buttons can now be released.

For Doctor Who, a warning message will appear next. The message warns to keep fingers away from
the moving mini-playfield (also known as the "Time Expander"). Confirmation of this message is
necessary by pressing the advance button. As a safety feature, during the test(s) that require the
movement of the mini-playfield, the display will show the message "press and hold both flipper
buttons". The mini-playfield will not move until these buttons are pressed.
The Check-out program is arranged into seven individual tests:

1. Ckout: Game features
Ckout: Normal Switch Levels
Ckout: Vibration test for sensitive switches and lamps
Ckout: Solid State Flippers

Ckout: Outhole, trough and shooter lane tests

Ckout: Coin Slots

N o o & 0 Db

Ckout: Switch Edges, manually operating all switches

The program will always test for a shorted switch row. Any test can be interrupted to have a picture of
the switch matrix (from switch test) appear on the Dot Matrix Display to show the offending short.

Button Operation:
The Escape Button will stop any test at any time and return to the attract mode.
The Up Button will abort the current test and go to the next test.
The Down Button will abort the current test and return to the previous test.

The Enter Button is used to continue a test when an error occurs.
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1. Ckout: Game Features

This section tests;
A) The mini-playfield positioning opto (if enabled from feature adjustments).

B) The mini-playfield opto ejects, switch, and coil (if enabled from feature adjustments).

C) The opto popper switch and coil. The plunger on the opto popper and opto ejects will
always trigger the opto beam. The program expects this to happen, even if there is no ball in
the device. Otherwise a "Solenoid Switch Error* message is displayed along with the switch
number, name, and switch state.

D) The Trap Door (if enabled from feature adjustments).

Tests A and E report the same error messages from their respective diagnostic test. Refer to the
individual diagnostic tests, at the end of Section One, for more details.

When all devices have passed their test, the display will read "PASSED".

2. Ckout: Normal Switch Levels

This test assumes that all 3 balls are in the trough. Any switches that are normally in the wrong state
are displayed. Examine the switch to determine the cause of this problem. WARNING: All ejects,
poppers, outhole, and shooter kickers will start kicking when their switch is activated.

The display will read "Pass" when all switches are in their proper state.

3. Ckout: Vibration

This test will check for sensitive switches and lamps. When all lamps are turned on, the operator
must visually look for lamps that are burnt out and watch for lamps that "blink", indicating a loose
connection.

All game solenoids are pulsed in a "slow" pattern, then in a "fast” pattern. Any switches that change
their state will stop the test and be displayed. Adjust the switch as needed then press the enter
button to continue. As a general rule when the outhole, trough, or shooter solenoid is activated it
should not trigger its' switch.

4. Ckout: Solid State Flippers

All flippers are activated to warm-up the coils. The flippers are then flipped 4 times (1 at a time).
Their response and delta millisecond time is measured until the end-of-stroke switch is hit. A (fast)
flipper can indicate that the end-of-stroke switch is adjusted too close, too early. A (slow) flipper can
be a binding or dirty flipper. A stuck-on or -off flipper can be either a coil (assuming the flipper did
not move), mechanical binding flipper, or grossly mis-adjusted flipper end-of-stroke switch. A high
delta time (>4ms) can indicate a dirty end-of-stroke switch, or a mis-adjusted "backing" plate on that
switch,
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5. Ckout: Outhole, Trough, and Shooter Lane

This test begins with all the balls in the trough. It starts by “machine gunning" the outhole solenoid
to see if the outhole switch is wrongly activated. Two balls are served into the shooter lane, if a ball
is mis-served or if any trough switches do not open or close in time, they are reported in the display.
The test is normally stopped, and the operator can cohtinue the test by pressing the enter button.
After the last ball is served, the trough solenoid is "machine gunned” and should not activate any of
the trough switches. When this succeeds, the shooter clears the last ball and "machine guns" also.
Then, the outhole is activated to feed the trough until all 3 balls are back.

Note, when an error occurs, press the enter button to continue the test.

Note, some amount of mis-served balls is acceptable.

6. Ckout: Coin Slots

This test is for coin doors that are switch activated and is performed manually by the operator. No
audits or game credits are effected by this test. First, close the coin door so that the coin balancers
are aligned with the incline of the playfield. The test will NOT start until the coin door is closed. At
this point the coin door may be opened, but this test works best when coins are inserted with the
coin door closed. Next, identify which coin slots are being used by putting 1 coin in each slot to be
tested (the coin should activate the coin chute switch). Then, insert coins until the chute is marked
"OK". If the chute is marked "NG" (no good), look at the measurements of "ON" time. If it is more
that 500ms, the switch is considered stuck on. Typically, a quarter ranges from 40ms to 300 ms,
any reading above this can indicate that the switch actuator needs adjustment (the actuator should
be able to move all the way down and touch the bottom stop position). The full operating range is a
mimimum of 20ms (A.3 23) on to start, to a maximum of 500ms on, then an off time of at least
150ms.

Display Explanation: The first number after the name of the coin chute is the debounced
millisecond "ON" time.

Note, the bottom two lines are a timing line of the coin switch. Each dot represents 2ms
(milliseconds) of time (0.002 seconds). The left side of the screen represents the past 128*2ms or
256ms. The right side of the screen represents the current time. The second from the bottom line
of dots indicate a closed coin switch. The bottom line of dots indicate an open coin switch.

The slam switch (designed to ignore coins when the game is being abused) will make its "SLAM"
sound when activated (for adjustment purposes).

7. Ckout: Switch Edges

This test is performed by manually operating all switches with a ball (never use fingers) at least twice.
It is recommended that each switch be activated 3 times. This will catch most sticky switches.

The controlled lamps are cycled in a pattern to reveal lamps that have a shorted diode. If a lamp
does not turn off completely, it usually has a shorted diode. However, more than 1 shorted diode
can falsely make others look bad.

All flashers are flashed for about 30 seconds. For Doctor Who there are 12 bulbs on the playfield,
10 bulbs in the insert, and 1 bulb in the Dalek (if used) on the top of the backbox.
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This game operates on a Menu System. The Main Menu allows you to choose from several main
categories, which in turn lead to other menus to choose from. To enter the Menu System, open the
coin door and press the Begin Test button. The displays show the Game |.D. Mode. Press the Enter
button and the Main Menu appears. To cycle through the Main Menu selections press either the Up or
Down button. Activate any selection by pressing the Enter button when the desired selection appears
in the displays. Return to the Attract Mode or a previous menu selection, press the Escape button.
Press the Start button for HELP at any time.

Main Menu
B. Bookkeeping Menu

P. Printouts Menu

MENU SYSTEM OPERATION

B.1 Main Audits

] Etc., elc.

B.2 Earnings Audits

Etc., efc.

B.3 Standard Audits

Etc., etc.

B.4 Feature Audits

] Etc., efc.

B.5 Histograms

Etc., etc.

B.6 Time-Stamps

T. Test Menu

[ Etc., efc.

P.1 Earnings Data

P.2 Main Audits

P.3 Standard Audits

P.4 Feature Audits

P.5 Score Histograms

P.6 Game Time Histograms

P.7 Time-Stamps

P.8 All Data

U. Utilities Menu

T.1 Switch Edges

T.2 Switch Levels

T.3 Single Switches

T.4 Solenoid Test

T.5 Flasher Test

T.6 General lilumination

T.7 Sound & Music Test

T.8 Single Lamps

79 All Lamps

T.10 Lamp & Flasher Test

T.11 Display Test

T.12 Flipper Test

T.13 Trap Door Test

T.14 Mini-playtield Test

A. Adjustments Menu

U.1 Clear Audits

U.2 Clear Coins

U.3 Reset H.S.T.D.

U.4 Set Time & Date

U.5 Custom Message

U.6 Set Game |.D.

U.7 Factory Adjustments

U.8 Factory Resets

U.9 Presets

U.10 Clear Credits

U.11 Auto Burn-in

A.1 Standard Adjustments

Etc., etc.

A.2 Feature Adjustments

Etc., etc.
A.3 Pricing Adjustments

| Etc., etc.

A.4 H.S.T.D. Adjustments

Etc., etc.

A.5 Printer Adjustments

Press Escape
To move out of a menu selection.

Press Enter
To get into a menu selection.

Press Up
Increases sequence; Example A.1, A.2, A3, A4.

Press Down
Decreases Sequence; Example A.4, A.3, A2, A.1.

Use Up and Down to cycle through the
selections in a menu.

Use Escape and Enter to move into and out of the
selected menu
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Bookkeeping is the first category available from the Main Menu. Press the Enter button to activate the
Bookkeeping Menu. Press the Up or Down button to cycle through the selections. Press the Enter
button to activate a selection. Once activated, press the Up or Down button to cycle through the
available audits. Audits cannot be set, they can only be cleared by using U1 and U2 from the Utilities
Menu. Press the Escape button to return to the Bookkeeping Menu. Press it again to return to the
Main Menu.

B. BOOKKEEPING MENU

B.1 Main Audits

B.2 Earning Audits
B.3 Standard Audits
B.4 Feature Audits
B.5 Histograms

B.6 Time-Stamps

One Button Audit System. The Bookkeeping Menu is obtainable directly from the Attract Mode.

Repeatedly pressing the Enter button, while in the Attract Mode, will cycle through all of the game
audits.

B.1 Main Audits

B.1 01 Total Earnings 00
B.1 02 Recent Earnings 00
B.1 03 Free Play Percent 00
B.1 04 Average Ball Time 00
B.1 05 Average Game Time 00
B.1 06 Total Plays 00
B.1 07 Replay Awards 00
B.1 08 Percent Replays 00
B.1 09 Extra Balls 00
B.1 10 Percent Extra Ball 00

B.2 Earning Audits*

B.2 01 Recent Earnings 00
B.2 02 Recent Left Slot 00
B.2 03 Recent Center Slot 00
B.2 04 Recent Right Siot 00
B.2 05 Recent 4th Slot 00
B.2 06 Recent Paid Credits 00
B.2 07 Recent Service Credits 00
B.2 08 Total Earnings™® 00
B.2 09 Total Left Slot* 00
B.2 10 Total Center Slot* 00
B.2 11 Total Right Slot* 00
B.2 12 Total 4th Slot* 00
B.2 13 Total Paid Credits* 00
B.2 14 Total Service Credits* 00

*These audits are NOT resettable. They are a record of the earnings of the game since the "CLOCK
1ST SET" Time-Stamp.

DOCTOR WHO 1-10



B.3 Standard Audits

B.3 01 Games Started 00
B.3 02 Total Plays* 00
B3 03 Total Free Play 00
B.3 04 Free Play Percent 00
B.3 05 Replay Awards 00
B3 06 Percent Replays 00
B.3 07 Special Awards 00
B.3 08 Percent Special 00
B.3 09 Match Awards 00
B.3 10 Percent Match 00
B.3 11 H.S.T.D. Credits 00
B.3 12 Percent H.S.T.D 00
B.3 13 Extra Ball 00
B.3 14 Percent Extra Ball 00
B.3 15 Tickets Awarded 00
B.3 16 Percent Tickets 00
B.3 17 Left Drains 00
B.3 18 Right Drains 00
B.3 19 Average Ball Time 00
B.3 20 Average Game Time 00
B.3 21 Play Time 00:00:00
B.3 22 Minutes On 00
B.3 23 Balls Played 00
B.3 24 Tilts 00
B.3 25 Replay 1 Awards 00
B.3 26 Replay 2 Awards 00
B.3 27 Replay 3 Awards 00
B.3 28 Replay 4 Awards 00
B.3 29 1 Player Games 00
B.3 30 2 Player Games 00
B.3 31 3 Player Games 00
B.3 32 4 Player Games 00
B.3 33 H.S.T.D. Reset Count 00
B.3 34 Burn-in Time t 00:00:00
B.3 35 1st Replay Level 00
B.3 36 Left Flipper 00
B.3 37 Right Flipper 00

* "Total Plays" only counts completed games. A game is considered complete when the final ball
begins. Audit information from incomplete games is ignored, therefore test and servicing operations do
not affect the Audits.

1 This Audit is not resettable.

B.4 Feature Audits

B.4 01 All Locks Doctor 7 00
B.4 02 All Multiballs 00
B.4 03 2 Ball Rematch 00
B.4 04 3 Ball Rematch 00
B.4 05 All Jackpots 00
B.4 06 Davros Jackpots 00
B.4 07 Skipped Jackpots 00
B.4 08 2 Ball Jackpots 00
B.4 09 1st 2 Ball Jackpots 00
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B.4

Feature Audits Continued...

@
H
"y
o

2nd 2 Ball Jackpots

11 3rd 2 Ball Jackpots

12 4th 2 Ball Jackpots

13 5th 2 Ball Jackpots

14 3 Ball Jackpots

15 1st 3 Ball Jackpots

16 2nd 3 Ball Jackpots
17 3rd 3 Ball Jackpots

18 4th 3 Ball Jackpots

19 5th 3 Ball Jackpots

20 Playfield 1.5X Lit

21 Playfield 2.0X Lit

22 Playfield 2.5X Lit

23 Playfield 3.0X Lit

24 Playfield 3.5X Lit

25 Playfield 4.0X Lit

26 Playfield Millions

27 Transmat Doctor Lit
28 Transmat Doctor Award
29 R.E.P.A.LLR. 1 Lamps
30 R.E.P.A.L.R. 2 Lamps
31 R.E.P.A.LLR. 3 Lamps
32 R.E.P.A.LLR. 4 Lamps
33 R.E.P.A.l.LR. 5 Lamps
36 R.E.P.A.L.LR. Millions
37 W-H-O "W" Awards

38 W-H-O "H" Awards
W-H-O Total Awards
40 1st WHO Awards

41 2nd WHO Awards

42 3rd WHO Awards

43 4th WHO Awards

44 Sonic Boom 10 Million
34 Extra Ball Lit

35 Hang On Awards

45 Collision Awards

46 1 E.S.C.A.P.E. Bonus
47 2 E.S.C.A.P.E. Bonus
48 3 E.S.C.A.P.E. Bonus
49 4 E.S.C.A.P.E. Bonus
50 5 E.S.C.A.P.E. Bonus
51 Special Lit

52 Video Mode

53 Video Mode Captured
54 Video Mode Escaped
55 Video Mode Extra Balls
56 Video Mode Seconds
57 Bonus X's

58 Second Chance

59 Mini Playfield Faults
60 Trap Door Faults

61 Not Used

62 Other Switch Faults

DOOODODODDDTOOODTDODIOOTTCTTTOTOTOTTOOOODOTODTOTOETEOEOTOOOODODODDO
B R N N N N O A N - N N N O - O N N N N N N NN N N N N NG N NG N N N N N N N N N N N N G N N O Y Y
w
«©

Doctor 6

Doctor 5

Doctor 4

Doctor 3

Doctor 2

Doctor 1

Miscellaneous

Game Problems
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Histograms

B.5 01 0-1.9 Million Scores 00% 00
B.5 02 2-4.9 Million Scores 00% 00
B.5 03 5-9.9 Million Scores 00% 00
B.5 04 10-19 Million Scores 00% 00
B.5 05 20-29 Million Scores 00% 00
B.5 06 30-39 Million Scores 00% 00
B.5 07 40-49 Million Scores 00% 00
B.5 08 50-69 Million Scores 00% 00
B.5 09 70-99 Million Scores 00% 00
B.5 10 100-149 Million Scores 00% 00
B.5 11 150-199 Million Scores 00% 00
B.5 12 200-299 Million Scores 00% 00
B.5 13 Over 300 Million 00% 00
B.5 14 Game Time 0.0-1.0 Mins 00% 00
B.5 15 Game Time 1.0-1.5 Mins 00% 00
B.5 16 Game Time 1.5-2.0 Mins 00% 00
B.5 17 Game Time 2.0-2.5 Mins 00% 00
B.5 18 Game Time 2.5-3.0 Mins 00% 00
B.5 19 Game Time 3.0-3.5 Mins 00% 00
B.5 20 Game Time 3.5-4.0 Mins 00% 00
B.5 21 Game Time 4-5 Mins 00% 00
B.5 22 Game Time 5-6 Mins 00% 00
B.5 23 Game Time 6-8 Mins 00% 00
B.5 24 Game Time 8-10 Mins 00% 00
B.5 25 Game Time 10-15 Mins 00% 00
B.5 26 Game Time Over 15 Mins 00% 00

Time-Stamps
The Time-Stamps Menu allows you to view dates and times that are important to game software.

B.6 01 Current Time

B.6 02 Clock 1st Set

B.6 03 Clock Last Set

B.6 04 Audits Cleared
B.6 05 Coins Cleared

B.6 06 Factory Setting
B.6 07 Last Game Start
B.6 08 Last Replay

B.6 09 Last H.S.T.D. Reset
B.6 10 Champion Reset
B.6 1 Last Printout

B.6 12 Last Service Credit
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Press the Enter button to activate the Printouts Menu, once the menu name is shown under the Main
Menu. Then, use the Up or Down button to cycle through the Printouts Menu selections. Press the
Enter button to activate the desired Printouts group. Press again to return to the Main Menu.

P. PRINTOUTS MENU

(optional board required)

Earnings Data
Main Audits
Standard Audits
Feature Audits
Score Histograms
Time Histograms
Time-Stamps

All Data

ONONBWN =

P
P
P
P
P.
P
P
P

The Printouts Menu is a combination of the other menus. This menu allows you to access and print
information in the available menu selections.

If no printer is attached the message “Waiting for Printer” appears in the displays.
Note: Set print specification from the Adjustment Menu, A.5 Printer Adjustments.
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Press the Enter button to activate the Test Menu, once the menu name is shown under the Main Menu.
Then, use the Up or Down button to cycle through the Test Menu selections. Press the Enter button
to activate a test. Press the Escape button to return to the Test Menu. Press again to return to the Main
Menu. Note: During any test, press the Start button (Help) to obtain the wire color, driver number,
connector number, and fuse location.

T. TEST MENU

Switch Edges
Switch Levels
Single Switch
Solenoid Test
Flasher Test
General Illlumination
Sound & Music Test
Single Lamps

All Lamps

Lamp & Flasher Tests
Display Test

Flipper Test

Trap Door Test
Mini-playfield Test

=k ek ek = (O ONDODUNTRWN =
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The switch matrix, on the left side of the display, shows the state of all switches. A dot indicates
the switch is open, and a square indicates the switch is closed. The numbers assigned to each switch
indicate where the switch is located in the matrix. The number on the left indicates the column, and the
number on the right indicates the row. Example: Switch 23 is 2nd column, 3rd row.

A short to ground, on either the row or column wire, appears as a shorted row(s). However, a
column wire shorted to ground disappears when all the indicated row switches are open. A row wire
shorted to ground does not disappear.

A shorted diode in the switch matrix can cause other switches to appear closed. These
"phantom" switches (though not actually closed) complete a rectangle in the switch matrix. Therefore, if
two switches in the same column are closed (example; #22 and #24), and a third switch is pressed in
another column but in the same row as one of the first two (example; #32), the "phantom" switch #34 is
falsely indicated as closed. The switch with the shorted diode is diagonally opposite the "phantom *
switch (in this case#22).

T.1 Switch Edges
Press each switch one at a time. The name and number of the switch is shown in the display. If a

switch other than the one pressed, or no switch at all is indicated, the system has detected a
problem with the switch circuit.

T.2 Switch Levels

This test automatically cycles through all switches that are detected closed. The name and number
of each switch that is detected is shown in the display. A filled square indicates the switch's position
in the matrix.
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T.3 Single Switches

The Single Switch Test isolates a particular switch by blocking signals from all other switches. Use
the Up or Down buttons to select the switch to be tested.

T.4 Solenoid Test

The Solenoid Test has three modes: Repeat, Stop, and Run. Only one solenoid should pulse at a
time. The system has detected a problem if; more then one solenoid pulses, a solenoid comes On
and stays On, or during the Repeat or Run modes, no solenoid pulses.

Repeat - The Repeat mode pulses a single solenoid. After entering this test, Solenoid 1 shows
in the display. and the corresponding solenoid activates. Press the Up or Down button
to cycle through the solenoids, one at a time. The same solenoid pulses until the Up or
Down button is pressed. Either press the Escape button to return to the Test Menu, or
press the Enter button to advance to the next mode.

Stop - The Stop mode halts the Solenoid Test. Press Enter during the Repeat mode and the
Solenoid Test Stops. No solenoids should be activated while the test is stopped.
Either press the Escape button to return to the Test Menu, or the Enter button to
advance to the next mode.

Running - The Run mode cycles through the solenoids automatically. The display shows the
name and number of the solenoid currently being pulsed. Either press the Escape
button to return to the Test Menu, or the Enter button to advance to the next mode.

T.5 Flasher Test

This tests the flashlamp part of the solenoid circuit exclusively. This, like the Solenoid Test has
three test modes: Repeat, Stop, and Run. During this test, only one flashlamp circuit should pulse
at a time. The system has detected a problem if more than one circuit pulses, a circuit stays On, or
during the Repeat or Run modes, no circuit pulses.

Repeat - The Repeat mode pulses a single flashlamp. After entering this test, the name and
number of the first flashlamp circuit will show in the display and the corresponding
bulb(s) flash. Press the Up or Down button to cycle through all of the flashlamp circuits
one at a time. The same circuit pulses until the Up or Down button is pressed. Either
press the Escape button to return to the Test Menu, or press the Enter button to
advance to the next mode.

Stop - The Stop mode halts the Flasher Test. No flashlamp circuit should be active during this
mode. Either press the Escape button to return to the Test Menu, or the Enter button
to advance to the next mode.

Running - The Run mode cycles through the flashlamps automatically. The display shows the
name and number of the flashlamp circuit currently being pulsed and the
corresponding bulb(s) flash. Either press the Escape button to return to the Test
Menu, or the Enter button to advance to the next mode.
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T.6 General lllumination
This test checks all of the General lllumination circuits. There are two modes of operation: Stop and
Run.

Stop - Press the Up or Down buttons to cycle through the General lllumination Test manually.
All illumination is tested first, followed by an individual circuit test. The circuit name and
number will show in the display while the corresponding lamps light. If any other results
occur the system has detected an error.

Run - Press the Enter button any time during Stop test mode and the General lllumination
Test cycles through automatically. For each circuit shown in the displays the
corresponding bulbs should light. If any other results occurs the system has detected
a problem.

T.7 Sound and Music Test The Sound and Music Test allows you to check the

Run

Repeat

Stop

T.8

T.9

T.10

audio circuits. This test has three modes for testing the sound and music circuits: Run, Repeat,
and Stop.

- This Run mode steps through a sequence of sounds and music. Pressing the Up or
Down button during this portion of the Sound and Music test advances to a particular
sound/tune without having to wait for the program to play all the sounds available in the
test. A sound/tune should be heard for each name and number that appears in the
display. Any other results indicate the system has detected a problem.

Press the Enter button at any time during the Run mode to cause the program to stop
and repeat a particular sound/tune. The same sound should repeat continuously until
the Up or Down button is pressed. Any other results indicates the system has
detected a problem.

- Press the Enter button at any time during the Repeat mode to stop this test altogether.
No sound/tune should be heard. Any other results indicates the system has detected
a problem.

Single Lamp Test The number assigned to each lamp indicates the lamp's
position in the matrix. The number on the left indicates the column. The number on the right
indicates the row. Example: Lamp 23 means 2nd column, 3rd row.

This test checks each lamp circuit individually. Press the Up or Down button to cycle through
this test. For each name and number that is shown in the display the corresponding lamp
should light. Any other results indicate the system has detected a problem.

All Lamps Test This test causes all the controlled lamps to flash at the same time.
Every controlled lamp should flash. Any other results indicate the system has detected a
problem.

Lamp and Flasher Test This test causes all the flashlamps and the controlled
lamps to flash at the same time. The controlled lamps blink, while the flashlamps cycle from
highest to lowest. Any other results indicates the system has detected a problem.
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T.11 Display Test This test automatically lights every dot in the Dot Matrix Display. A
series of patterns appear in sequence. Each pattern turns On and Off a section of dots. Every
dot on the display should be turned On and Off during this test.

T.12 Flipper Coil Test The Flipper Coil Test has three modes: Repeat, Stop, and
Run. Only one flipper should pulse at a time. The system has detected a problem if; more then
one flipper pulses, a flipper comes On and stays On, or during the Repeat or Run modes, no
flipper pulses.

Repeat

Stop

Running

The Repeat mode pulses a single flipper. After entering this test, Coil ? shows in the
display and the corresponding flipper activates. Press the Up or Down button to cycle
through the flipper coils, one at a time. The same flipper coil pulses until the Up or
Down button is pressed. Either press the Escape button to return to the Test Menu, or
press the Enter button to advance to the next mode.

The Stop mode halts the Flipper Coil Test. Press Enter during the Repeat mode and
the Flipper Coil Test stops. No flipper coil should be activated while the test is stopped.
Either press the Escape button to return to the Test Menu, or the Enter button to
advance to the next mode.

The Run mode cycles through the flippers automatically. The display shows the name

and number of the flipper coil currently being pulsed. Either press the Escape button
to return to the Test Menu, or the Enter button to advance to the next mode.
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T.13 Trap Door Test

The Dot Matrix display (left side) shows a side view of the trap door mechanism. The top line (right side)
identifies the two sub-tests. The second line indicates the current test mode. The third line shows the
‘number of faults” or errors (from the feature audits). Note, pressing the credit button during this test
will clear the fault number (for easier detection of intermittent problems when cycled overnight). And
the fourth line is a status line, showing the current "moving" or "error" state.

NOTE: If there are 2 errors with the last 2 complete test cycles, the mode will automatically set
itself to "STOPPED" mode. This should prevent accidental damage to the device
and allow unattended cycling of this device.

NOTE: This test will automatically enter a "COOLING" state when the coil starts to get warm. To
cancel this, press the "Enter" (mode) Button 3 times.

NOTE: If the switch matrix has a shorted row or column (the entire row or column is "ON") the
entire switch matrix (from the switch tests) is temporarily displayed instead of the trap
door. Locate the offending row or column and fix this problem FIRST.

This test is similar in function to the coil test. The different sub-tests can be selected by the "+" or
buttons. There are 3 modes to this test (controlled by the ENTER button).

RUNNING - Automatically cycles through the different sub-tests.

REPEAT - Remain on the same sub-test.

STOPPED - Turn off all coils, remain on this sub-test.
Dot Matrix diagram: TRAP DOOR UP (swikch open)
Switches il

When “TRAP DOWN" switch is

closed, the door will be down. TRAP DOOR DOWN (swch dosed)

Coils
When the coil is fully activated

(PULL-IN), it is 100% filled.  —————
When the coil duty is cycled (HOLD-

IN), itis 50% filled.

FULLY ACTIVATED PULL-IN

DUTY CYCLED HOLD-IN
NOTE: COIL WILL HUM

TRAP DOOR AS VIEWED FROM DOT MATRIX DISPLAY
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T.14 Mini-Playfield Test

pr— —

AWARNING

Keep hands away

from mini-playfield

Movement of the mini-playfield can cause SERIOUS PHYSICAL INJURY.
Keep fingers and loose clothing away from ALL moving parts.

As a safety feature, during normal game play (and attract mode) the
mini-playfield will not move unless the coin door is closed and the playfield
glass is on. During the mini-playfield test, both flipper buttons must be
pressed before it will move.

When this test is first started a warning message will appear. Pressing the "ENTER" button again
confirms that the operator is aware that the high torque motor can cause physical injury. During the test,
the operator must press and hold both flipper buttons to allow the mini-playfield to move.

The Dot Matrix display (left side) shows a front view of the Mini-playfield. The top line (right side)
identifies the eleven sub-tests. The second line indicates the current test mode. The third line shows
the "number of faults" or errors (from the feature audits). Note, pressing the credit button during this
test will clear the fault number (for easier detection of intermittent problems when cycled overnight).
And the fourth line is a status line, showing the current "moving", "kicking", “flashing", or "error" state.

When a switch is considered "active", its area is filled in. A switch is active when it is "closed". An opto is
the opposite and is active when the beam is broken, making the switch “open”. If all opto switches are
abnormally "active” or "open" look for a loss of power, switch column, and opto common wires (for the
emitters and receivers).

NOTE: If the switch matrix has a shorted row or column (the entire row or column is "ON") the
entire switch matrix (from the switch tests) is temporarily displayed instead of the mini-
playfield. Locate the offending row or column and fix this problem FIRST.

NOTE: If there are 2 errors with the last 2 complete test cycles, the mode will automatically set
itself to *STOPPED" mode. This should prevent any accidental damage to the device.
This test is similar in function to the coil test. The different sub-tests can be selected by the “+" or "-"
buttons. There are 3 modes to this test (controlled by the ENTER button).

RUNNING - Automatically cycles through the different sub-tests.
REPEAT - Remain on the same sub-test.
STOPPED - Turn off all coils, remain on this sub-test.
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Abbreviations:
C.W. = Clockwise direction
C.C.W. = Counter clockwise direction
Mini. = Mini-playfield

Dot Matrix Diagram:
Switches
2 Locking Opto Ejects
1 Stand-up Target
5 Opto Targets (middle level of mini-playfield)
3 Door Switches (on ramp)
1 Opto Playfield Position Sensor (bottom of picture, beam broken or transmitted/received)

Coils
2 locking opto ejects (not shown)
1 flasher (not shown)

Motor C.C.W./C.W. (arrow indicates direction of wheel when viewed from front of game)
Motor on/off (on = filled in motor picture)

Controlled lamps (not shown on dot matrix display)
2 lock lamps
1 lite lock lamp

3 G.1. lamps (not shown on dot matrix display)

oy

Stand-up Target

Opto Ejects

Buttons

L X
N Door Switches

Motor——Od Motor Turn Direction

Position Sensing Opto

/
I—1
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Press the Enter button to activate the Utilities Menu, once the menu name is shown under the Main
Menu. Then, use the Up or Down button to cycle through the Utility Menu selections. Press the Enter
button to activate a selection. Use the Up or Down button to rotate the settings. Press the Enter
button to lock in a setting. If a mistake is made while changing a setting, press the Escape button while
“Saving Adjustment Value” is still in the display. The original setting is retained and the new setting is
ignored. Press the Escape button to return to the Utilities Menu. Press it again to return to the Main
Menu.

U. UTILITIES MENU

Clear Audits
Clear Coins
Reset H.S.T.D.
Set Time & Date
Custom Message
Set Game I|.D.
Factory Adjustments
Factory Resets
Presets

Clear Credits
Auto Burn-in

ccccccccccc
=S (OONONAEWON-

-0

U.1 Clear Audits
Press the Enter button to clear the Standard Audits (except Burn-In Time), Feature Audits, and
Histograms.

U.2 Clear Coins
Press the Enter button to clear the Earnings Audits.

U.3 Reset H.S.T.D.
Press the Enter button to clear the High Score to Date Table and the Grand Champion.

U.4 Set Time and Date
Press the Enter button to activate the time and date. Use the Up or Down button to change the
value, then press the Enter button to lock in that value. If a mistake is made, press the Escape
button while “Saving Adjustment Value” is displayed. The new value is ignored and the
original value is retained.

U.5 Custom Message

Set A.1 20 to YES before writing a Custom Message. Press the Enter button to begin entry of
the custom message. Use the Up or Down button to cycle through letters. Use the Start
button to cycle through punctuation marks. Press the Enter button to lock in the desired letter
and punctuation. If you make a mistake, use Up and Down to select the "back-arrow" character.
The "back-arrow" character is located before the space character and after the number nine.
Press Enter while the back-arrow shows to erase the previously entered character. Once your
message is complete, press and hold the Enter button until “Message Stored" is displayed.

Press the Escape button to cancel the new message. The message "Press Enter to Reset"

appears. If you press Enter, the custom message is cleared and no message is displayed. If
Escape is pressed, the original message remains intact.
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Set Game |.D.

This utility allows the operator to install a message, such as game location, that only appears on
printouts . Press the Enter button to activate Set Game |.D.. Use the Up or Down button to
cycle through letters. Use the Start button to cycle through punctuation marks. Press the
Enter button to lock in the desired letter and punctuation.

Factory Adjustment
Press the Enter button to restore the adjustments to factory settings.

Factory Reset
Press the Enter button to restore the adjustments to their factory setting, clear the Audits,
H.S.T.D Table, and Custom Message/Game |.D.

Presets

Use the Up or Down buttons to cycle through the available Presets. When the desired Preset
is displayed, press the Enter button to lock in that Preset. If a mistake is made, press the
Escape button while “Saving Adjustment Value” is displayed. The new value is ignored and
the original value is retained.

01 Install Extra Easy

The game play difficulty adjustments can be changed to a combination that is MUCH LESS to
MUCH MORE difficult than Factory Settings. The Game Difficulty Setting Table lists the
adjustments and settings that comprise the individual groups.

02 Install Easy
Somewhat LESS difficult than factory setting.

03 Install Medium
About the SAME as factory setting.

04 Install Hard
Somewhat MORE difficult than factory setting.

05 Install Extra Hard
MUCH MORE difficult than factory setting.
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Game Difficulty Setting Table for U.S./Canadian/French Games

Adj. Adjustment Description Extra Easy Easy Medium Hard Extra Hard
No. U9 ot ug 02 ug 03 U0 04 ug 0s
A.2 09 | Memory W-H-O Timer NO NO YES  |[YES | YES |
A2 10 | 1st W-H-O Timer 14 12 10 09 09
A2 11 | 2nd W-H-O Timer 12 10 08 08 07
A2 12 | 3rd W-H-O Timer 10 08 07 07 06
A.2 13 | Last W-H-O Timer 08 06 06 06 06
A2 14 | Easy Locks for 02 01 01 01 00
A.2 15 | Easy 3x5 for 02 01 01 01 00
A.2 16 | 3 Ball Jackpo¥/Davros 01 02 02 03 04
A.2 17 | 2 Ball Jackpot/Davros 02 03 03 04 05
A.2 18 | Rematch 1st Ball 15 15 10 08 07
A.2 19 | Rematch 2nd Ball 15 10 05 05 05
A.2 20 | Rematch Target Add 10 07 05 04 04
A222 | RE.P.AILR.1Lamp 10 10 10 10 08
A223 | RE.P.ALR. 2 Lamps 10 10 09 08 07
A.224 | RE.P.A.LLR. 3 Lamps 10 10 08 07 06
A.225 | R.E.P.A.LLR. 4 Lamps 10 08 07 06 06
A.226 | REE.P.AILR. 5 Lamps 10 06 06 06 06
A.2 27 | R.E.P.A.LLR. All Lamps 10 10 10 10 08
A.2 28 | Transmat/Doctor Memory YES YES YES YES NO
A.2 29 | Transmat Spot Doctor 250,000 500,000 750,000 1,000,000 | 1,500,000
A.2 30 | Memory Doctors 1-7 Add 2 Add 1 Add1 YES Forget 1
A.2 31 | Pre-lite E.S.C.A.P.E. 02 Lamp 01 Lamp 01 Lamp NONE NONE
A232 | E.S.C.AP.E. Target Memory | YES YES YES NO NO
A.233 | E.S.C.AP.E. Bonus Memory | YES YES NO NO NO
A.2 34 | Bonus 'X' Memory YES YES YES YES NO
A.2 35 | Playfield X' Memory YES YES YES YES NO
A.2 36 | Playfield, 1.5X 10 11 10 09 10
A.2 37 | Playfield, 2.0X 10 10 09 08 09
A.2 38 | Playfield, 2.5X 10 09 08 07 08
A.2 39 | Playfield, 3.0X 10 08 07 (0]¢] 07
A.2 40 | Playfield, 3.5X 10 07 06 06 06
A.2 41 | Playfield, 4.0X 10 11 10 10 10
A.2 44 | Video Mode Lit Ball Start | Game Start | Not Lit Not Lit Not Lit
A.2 45 | Video Mode ESCAPE Relit YES YES YES YES NO
A.2 46 | Video Mode Difficulty Extra Easy | Easy Medium Hard Extra Hard
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Game Difficulty Setting Table for German/European Games

Ad. Adjustment Description Extra Easy Easy Medium Hard Extra Hard

No. usg o1 Uusg 02 u.0 03 U9 o4 ug 05
A.2 09 | Memory W-H-O Timer NO YES YES YES YES
A.2 10 | 1st W-H-O Timer 14 10 09 09 09
A2 11 [ 2nd W-H-O Timer 12 08 08 07 06
A.2 12 | 3rd W-H-O Timer 10 07 07 06 06
A.213 | Last W-H-O Timer 08 06 06 06 06
A.2 14 | Easy Locks for 02 01 01 00 00
A.2 15 | Easy 3x5 for 02 01 01 00 00
A.2 16 | 3 Ball Jackpot/Davros 01 02 03 04 05
A.2 17 | 2 Ball Jackpot/Davros 02 03 04 05 06
A.2 18 | Rematch 1st Ball 15 10 08 07 05
A.2 19 | Rematch 2nd Ball 15 05 05 05 05
A.2 20 | Rematch Target Add 10 05 04 04 03
A222 | REE.P.AILR. 1 Lamp 10 10 10 08 07
A.223 | R.E.P.A.lLR. 2 Lamps 10 09 08 07 05
A.224 | R.E.P.ALR. 3 Lamps 10 08 07 06 05
A.225 | REE.P.A.lLR. 4 Lamps 10 07 06 06 05
A.226 | REE.P.AILR. 5 Lamps 10 06 06 06 05
A.227 | R.E.P.ALR. All Lamps 10 10 10 08 07
A.2 28 | Transmat/Doctor Memory YES YES YES NO NO
A.2 29 | Transmat Spot Doctor 250,000 750,000 1,000,000 | 1,500,000 | 2,000,000
A.2 30 | Memory Doctors 1-7 Add 2 Add 1 YES Forget 1 Forget 2
A.231 | Pre-lite E.S.C.A.P.E. 02 Lamp 01 Lamp None None None
A.232 | E.S.C.AP.E. Target Memory | YES YES NO NO NO
A.233 | E.S.C.A.P.E. Bonus Memory | YES NO NO NO NO
A.2 34 | Bonus 'X' Memory YES YES YES NO NO
A.2 35 | Playfield 'X' Memory YES YES YES NO NO
A.2 36 | Playfield, 1.5X 10 10 09 10 09
A.2 37 | Playfield, 2.0X 10 09 08 09 08
A.2 38 | Playfield, 2.5X 10 08 07 08 07
A.2 39 | Playfield, 3.0X 10 07 06 07 06
A.2 40 | Playfield, 3.5X 10 06 06 06 06
A.2 41 | Playfield, 4.0X 10 10 10 10 10
A.2 44 | Video Mode Lit Ball Start | Not Lit Not Lit Not Lit Not Lit
A.2 45 | Video Mode ESCAPE Relit YES YES YES NO NO
A.2 46 | Video Mode Difficulty Extra Easy | Medium Hard Extra Hard | Extra Hard
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06 Install 5 Ball

07 Install 3 Ball

Adjustments U.9 06 and U.9 07 can be used to change a game to 3 or 5 ball play, including the
changing of certain features to the recommended 3- and 5-ball level. The Preset Game
Adjustments Table for U.S./Canadian Games lists the adjustments and settings that comprise
the individual groups.

cCc
©

Preset Game Adjustments Table for U.S./Canadian Games

Adjustment Adjustment Install 5-Ball Install 3 Ball
Number Description Uusg 06 ug o7

U.9 03 Install Medium Not Used YES
U.9 04 Install Hard YES Not Used

u.s 08 Install Add-A-Ball
This option deletes all Free Play awards and replace them with Extra Ball awards. Individual
adjustments are affected, as follows:

Adjustment Name New Setting
A1 13 Replay Boost Off

A1 14 Replay Award Extra Ball
A1 15 Special Award Extra Ball
A1 17 Extra Ball Ticket No

A1 19 Match Feature Off

A4 04 Champion Credits 00

A4 05 High Score 1 Credits 00

A4 06 High Score 2 Credits 00

A4 08 High Score 3 Credits 00

A4 07 High Score 4 Credits 00

u.9 09 Install Ticket
This option deletes Credit awards and replace them with Ticket awards. Individual adjustments
are affected, as follows:

Adjustment  Name New Setting
A1 14 Replay Award Ticket

A1l 15 Special Award Ticket

A1 16 Match Award Ticket

A1l 17 Extra Ball Ticket Yes

Al 3 Ticket Expansion Board Yes

A4 02 H.S.T.D. Award Ticket
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u.e9 10

This option removes all Free Play and Extra Ball awards. Individual adjustments are affected, as
follows:

Install Novelty

Adjustment Name

A1 04 Max. Extra Ball

A1 05 Replay System

A1 09 Replay Level 1

A1 10 Replay Level 2

A1 11 Replay Level 3

Al 12 Replay Level 4

A1 15 Special Award

A1 19 Match Feature

A4 01 Highest Score

A4 04 Champion Credits
A4 05 High Score 1 Credits
A4 06 High Score 2 Credits
A4 07 High Score 3 Credits
A4 08 High Score 4 Credits

Install Buy-in
This option automatically sets game pricing to 1 for 50¢/2 for $1.00, and 1 Coin Buy-in (A.3 19)

u.e9 11

to YES.
u.s 12 Not
u.eg 13 Not
u.s 14 Not
u.g 15 Not
u.g 1e6 Not

Used

Used

Used

Used

Used

New Setting
Off
Fixed
Off
Off
Off
Off
Points
Off
On

00

00

00
00

00
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install German
Install German
Install German
Install German
Install German
Install German

e
2¢
3.
4o
Be
6e

Adjustments U.9 17 through U9 22 are used to modify game pricing and type of game play.
The Preset Game Adjustments Table for German/European Games lists the adjustments and
settings that comprise the individual groups. NOTE: German Replay starts at 50,000,000.

Preset Game Adjustments Table for German/European Games
Adj. # | Ad. Bescription German 1 German 2 Geman 3 Geman 4 Geman 5 Geman 6
ug 17 U9 18 U9 19 U9 20 U 21 Uug 22

B — —

A.1 14 | Replay Awad Credit Ticket Audit Credit Ticket Audit
A.115 | Special Award Credit Extra Ball Points Credit Extra Ball Points
A.115 | Match Award Credit Ticket Credit Credit Ticket Credit
A.119 | Match Feature 7% 7% Off 7% 7% Off
A.301 | Game Pricing 6 spiele/5 DM | 6 spiele/s DM | 6 spiele/s DM | 7 spiele/s DM | 7 spiele/5 DM | 7 spiele/5 DM
A402 | HS.T.D. Award Credit Ticket Credit Credit Ticket Credit
A.4 04 | Champion Credits 0¢] o3 00 o3 (o8] 0

A.4 05 | High Score 1 Credits | 01 o1 0 o1 %) 00

A.4 06 | High Score 2 Credits | 00 (04) 00 o 0] (09

A.4 07 | High Score 3 Credits | 00 (00] 0] 0] (0] 03]

A.4 08 | High Score 4 Credits | 00 (09) [00] (0] 0] 0

A.4 10 { Backup Champion 500,000,000 | 500,000,000 [ 0O 500,000,000 | 500,000,000 | 00

A.4 11 | Backup High Score 1 | 450,000,000 | 450,000,000 | @ 450,000,000 | 450,000,000 | 00

A.4 12 | Backup High Score 2 | 400,000,000 | 400,000,000 [ 00 400,000,000 | 400,000,000 | 00

A.4 13 | Backup High Score 3 | 350,000,000 | 350,000,000 | @ 350,000,000 | 350,000,000 | 00
_Ai 14 | Backup High Score 4 | 300,000,000 [ 300,000,000 | 00 300,000,000 | 300,000,000 | 00

e For German Jumpered CPU Boards only. German Jumpers are:

W14 W15 W16 W17 W18
In In In In Out

cccccc
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23 Install
24 Install
25 Install
26 Instali
27 Iinstall
28 Install

French 1*
French 2*
French 3*
French 4*
French 5*
French 6*

Adjustments U.9 23 through U.9 26 are used to modify game pricing and type of play. The
Preset Game Adjustments Table for French Games lists the adjustments and settings that
comprise the individual groups.

Preset Game Adjustments Table for French Games

Adj. # | Adjustment Description | French 1 | French 2 | French 3 | French 4 | French 5 | French 6
U9 23 (U9 24 JU9 25 U9 26 |U9 27 U9 28
U.9 06 | Install 5 Ball N/A N/A N/A N/A N/A Yes
A.2 03 | Video Mode 10% 7% 12% 12% 10% 10%
Auto. Extra Ball
A.2 05 | WHO Auto. Extra Ball 10% 7% 12% 12% 10% 10%
*For French Jumpered CPU Boards only. French Jumpers are:
w14 W15 W16 W17 W18
In In In Out In
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U.10 Clear Credits

u.11

Press the Enter button to clear the game Credits.

Auto Burn-in

Press the Enter button to activate Auto Burn-in. This utility automatically cycles through several
tests. This will help in find intermittent problems. The tests that Auto Burn-in cycle through are:
the Display Test, Sound and Music Test, All Lamps Test, Solenoid Test, Flashers Test, General
lllumination Test, and the Flipper Coil Test. All of the tests are run concurrently. The time spent
on the current burn-in cycle, and the total time the game has spent in burn-in are displayed.
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Press the Enter button to activate the Adjustments Menu, once the menu name is shown under the
Main Menu. Press the Up or Down button to cycle through the Adjustment Menu selections. Press
the Enter button to activate the selection. Press the Up or Down button to cycle through the available
adjustments. Press the Enter button to activate an adjustment. When an adjustment is activated, the
setting value begins to flash. Use the Up or Down button to raise or lower the setting value. Press
Enter to lock in the value. If a mistake is made, press the Escape button while "Saving Adjustment
Value" is displayed. The new value is ignored and the original value is retained. Press the Enter button
to return to the Adjustments Menu. Press it again to return to the Main Menu.

A. ADJUSTMENTS MENU

Standard Adjustments

Feature Adjustments

Pricing Adjustments

H.S.T.D Adjustments

Printer Adjustments (optional board required)
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A.1 Standard Adjustments

A.1 01 Balls Per Game
A “game” is defined by specifying the number of balls to be played.
Range: 1-10

A.1 02 Tilt Warnings
The number of total actuations of the plumb bob mechanism that can occur before the game is
“tilted”.
Range: 1-10

A.1 03 Maximum Extra Balls
The number of extra balls that a player may accumulate.
Range: 1-10

A.1 04 Maximum Extra Balls/Ball in Play
The number of extra balls to be awarded per ball in play.

OFF - No maximum number of Extra Balls per ball in play.
1-10 - 1 through 10 Extra Balls per ball in play.

A.1 05 Replay System
The type of replay system to be used.

Fixed - Replay value is set and does not change during game play.
Auto% - Replay starting value is set and changes every 50 games to comply with the
percentage of replays desired.

A.1 06 Replay Percent*
The percentage of replays the players are able to earn when Auto Replay is used.
Range: 5-50%

A.1 07 Replay Start*
The replay start value when Auto% Replay is used. The range of this setting is 1, 000, 000 to
20, 000, 000.
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A.1 08 Replay Levels*
The number of replay levels used by the Auto% Replay mode. The range of this setting is 1 to
4. When two replay levels are chosen, the second replay level is automatically adjusted to twice
the starting replay level value. When three of four replay levels are chosen, their values are
automatically adjusted to three or four times the starting replay level.

*For Auto % Replay.

09 Replay Level 1
10 Replay Level 2
11 Replay Level 3
12 Replay Level 4
The values used for the 1st through 4th levels of Fixed Replay. Range: 00 - 25,000,000.
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A.1 13 Replay Boost
The replay score can be temporarily boosted by the selected amount EACH time the player
reaches or exceeds the replay score. This temporary boost is canceled when credits equal 0,
the player inserts another coin, or Begin Test is pressed.

ON - Score is boosted between 500, 000 and 5, 000, 000 points.
OFF - Replay score is not boosted.

A.1 14 Replay Award
For the form of award automatically provided when the player exceeds any replay level for either
Auto% Replay, or Fixed Replay.

Credit - Reaching each Replay level awards credit.

Ticket - Reaching each Replay level awards a ticket.

Ball - Reaching each Replay level awards an Extra Ball.

Audit - Reaching each Replay level awards nothing to the player; it does

increase the entry value of the Audit Item(s) maintaining a tally
of these awards.

A.1 15 Special Award
The award automatically provided when the player scores a special.

Credit - Scoring a Special awards a Credit.

Ticket - Scoring a Special awards a Ticket.

Ball - Scoring a Special awards an Extra Ball.
Points - Scoring a Special awards 1 Million points.

A.1 16 Match Award
The award automatically provided when the players wins a match.

Credit - Winning a Match awards a Credit.
Ticket - Winning a Match awards a Ticket.
A.1 17 Extra Ball Ticket

A Ticket is awarded when the player earns an Extra Ball.

YES - The player is awarded a Ticket in addition to an Extra Ball.
NO - The player is not awarded a Ticket.
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