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( WARNING! |

: The user is cautioned that any changes or modifications not expressly approved by

Alvin G. & Co. who is responsible for compliance could void the user's authority to oper-

ate the equipment.

_NOTE: This equipment has been tested and found to comply with the limits for a Class

A digital device, pursuant to part 15 of the FCC Rules. These limits are designed to

" provide reasonable protection against harmful interference when the equipment gener-
-ates, uses and can radiate radio frequency energy and, if not installed and used in

accordance with the instruction manual, may cause harmful interference to radio com-

“munications. Operation of this equipment in a residential area is likely to cause harmful

interference in which case the user will be required to correct the interference at his
own expense. :
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Assembly instructions for WORLD TOUR

1.)  Open shipping container and remove staples. (To prevent staples
from scratching the side of the cabinet.) :
2.) Pull game out by the black hold down strap.
3.) Remove leg box from in front of the backbox.
4.) Slide game out of shipping container.
5.) Set shipping container aside. ' .
6.) Remove coin door keys from behind masking tape on the coin door.
7.) Open coin door.
8.) Cut cable tie holding the cash box to the lock plate.
9.) Remove the cash box.
10.) Inthe cash box please find:
4 - Leg levelers 4 - Leg leveler lock nuts
8 - Leg bolts 2 - Backbox bolts
2 - Backbox bolt washers 3 - Pinballs
1 - Spare parts bag |
11.) Screw a leg leveler lock nut to the bottommost position of each leg -
leveler.
12.) Screw in aleg leveler into each of the legs approximately half the
length of the screw.
13.) Place the cabinet on a support and attach the front legs using the Ieg
bolts.
14.) Remove support and attach the front legs using the leg bolts.
15.) Put backbox into the upright position and hold in place with the back-
box clamp.
16.) Remove backglass by unlocking it with the keys Iocated on the coin
door key ring.
17.) Open lamp door.
18.) Using the two backbox bolts and washers screw in a bolt in both
holes in the backbox.
19.) Tighten each bolt using a wrench.
20.) Remove front molding from lock down channel.
21.) Pull glass out about two feet and install 3 pinballs.
22.) Replace front molding into lock down channel.
23.) Install cash box, & lock coin door.
24.) Allow game parts and electronics to warm to room temperature
25.) Plug game in, turn it on, and let the money roll in!
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Installation instructions for WORLD TOUR

World Tour requires a grdundéd- outlet to prevent shock and to assure pro‘pef Qame
operation. Do not use a cheater plug or cut the ground pin off the line cord.

Powering up - Perform the folloWihg }0utine upon completion of the assembly proce-
dure. Initially this will confirm that the game is in proper operating condition.

With -'ghe coin door closéd, plug the game in, and switch it ON, using the ON | OFF
switch. The top Dot matrix display will show the game name, software revision, country
the software was written for, and the date the game software-was revised.

WORLD TOUR
" AGO3/ROIU  12/1/92

Open the coin door and press the Begin test switch to begin the game test routine. -
The main menu message will be displayed when the begin test button is pressed.

. MAIN MENU
A. ADJUSTMENTS

Perform the entire test menu routihevto verify that the game is operating satisfactorily.
Successful completion of these tests show that the game is ready to begin earning you
a great investment return. .

;-



Game operation for World Tour

Game over - The display reads "Game over" in the Dot matrix display.. The show high
scores, playfield lamps blink, show game instructions, and a custom-message.

~ Attract - The game will play music, flash lamps, and show high scores.

Credit posting - Insert coin(s). A sound is heard for each coin, and the Dot matrix dis-
play shows the number of credits purchased. The computer will only allow.a player to
purchase a certain amount of credits*. ) .

Starting a game - Press the start button once for one player or twice for two players. A
startup sound plays, and the credit amount in the player score display decreases by
the amount of players that are currently playing. Another player, up to four, may enter
the game by pressing the start button, assuming their are credits left, before the:last
player's first ball goes in the outhole. : : ‘

Slam - Actuating the slam switch on the coin door inside the cabinet ends the current
game. World Tour then proceeds to the game over mode.

Tilt - With the closure of the plumb bob tilt switch, the player may get a warning then
will after the warning if it happens again he will lose the ball(s) that is / are in play.

End of game - All bonuses are awarded. A credit may be received if the player's score
exceeds a high score or replay value.

* - Operator adjustable feature. (A106)
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Coin door switches

ENTER EXIT
() VOLUME ()
4+ -

Normal functlon

- Begin Test This swutch changes the function of the coin door switch from normal to
test and starts the operator control menu system. o

- Service Credits - This switch adds a credit to the game. This will be recorded as a

service credit and not be recorded as a player credit.
Volume + - This switch raises the sound level of the game.

Volume - - This switch lowers the sound level of the game.

For each closure of the correspondlng volume button the volume will increase of
decrease one volume unit.

Test functlon

Enter - This switch allows the operator to go to a sub-menu or lock in an adjustment
choice. :

Exit - This switch adds a credit to the game. This will be recorded as a service credit
and not be recorded as a player: credit. .

Volume + - This switch allows the operator to cycle forward through the menu selec-
tion or adjustment. :

Volume - - This switch allows the operator to cycle backward through the menu selec-
tion or adjustment. =



‘Menu system

‘The menu system is divided into three main categories, Adjustments, Bookkeeping, and
Testing. The first category is Adjustments. Adjustments allow the operator to conform
the operation of the pinball game with the game room. The second category is
Bookkeeping. Bookkeeping allows the operator to get vital information such as earn-
ings, player statistics, and high score information. The last category is Tests Tests

allow the operatorto troubleshoot the game if a problem occurs.

To start the menu press Enter and Mam Menu Adjustments will appear on the-Display.
The the + or - button to cycle forward or backward through the main categories. Once.

~ the category is displayed on the display press Enter to select that sub-menu. Ifthe

* wrong sub-menu has been selected press Exit to go back to the Main menu. Use the +
or - button to cycle forward or backward through the sub-menu. Once the correct
choice is displayed. Press Enter to "Adjust" or "Test" the choice depending on the Sub
menu that was selected before. Bookkeeping is information that cannot be set. The
information obtained in Bookkeeping is from the total amount of games played. The
adjustments may be reset to factory by using, A506 Reset to factory* which will reset
everything to manufacturers suggested setting. To reset all-audits except for coins use
A501 Clear audlts this will reset all audlts to 0 except for the coins which will be left

unchanged.

- See section 4 for Factory reset preferences. All adjustments with a * next to it
denotes a factory setting.
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Note: the asterisk * by each adjustment denotes the factory setting. If A506 reset to factory is enabled the
setting will equal the item to the right of the asterisk *. The factory reset settings are listed on page 4-6.

A Adjustments
1 Standard
01 Replay at - The operator may choose the replay starting value. The range of this settmg |s
Off to 990,000,000 in steps of 10,000,000. .
* 150,000,000

02 Award type - The operator may choose the form of the award automatically provided when
the player exceeds any replay level. The choices are:
*  Credit - Reaching each replay level awards a credit.
None - No award is given.
Xball - Reaching each replay level awards an extra ball.

03 Replay percent - The operator may choose the percentage of replays the player can
earn when auto replay is used. The range of this setting is fixed or 1 to 50 in steps of 1.
* 10%

04 Replay boost - The operator may choose if 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 cancelled when credits = 0. The range of this setting is Off, 10% - 50%

in steps of 10%.
* 20%
05 Text language - The operator may choose what language the game displays. The
choices are:
*  English
French
German

06 Game over attract - The operator may set the game to attempt to attract a person to play
the game every time the setting has been reached. The choices are:
* 10 minutes
20 minutes
30 minutes
Off

07  Max free games - The operator may choose the number of free games that a player can
receive. The range of this setting is 0 - 9 in steps of 1.
* 6 games

08 Balls per game - The opérator may choose how many balis the player will have during
one game. The range of this setting is 2 to 5 in steps of 1.
* 3balls

09 Max xballs/game - - The operator may choose the amount of extra balls a player may
receive during one game. The range of this semng is 0 - 9in steps of 1.
* 3 extra balls

10 Match percent - The operator may choose the percentage of matches given during
the total amount of games played. The range of this setting is 0 to 10 in steps of 1.
* 8%
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11 Tilt warnings - The, operator may choose how many warnings a player may receive.
When the player reaches the settlng the game will tilt. The range of this setting is 0to 3 in
steps of 1.

* 2 warnings
12 Tournament mode - The operator may set the game for tournament mode that will not
allow the player to get a replay, extra ball, or special.
Yes -The game is set for tournament.
*  No - The game is not set for tournament. )
" 2 Feature ; -

01  Guitar timer - The operator may set the amount of time the guitar value will fiash.

The choices are:
Easy

*  Medium
Hard

02 Calling police sound - . The operator may set whether the player can hear the *I'm callmg
the police.” sound at the end of each game. The chonces are: :

" Yes - The player can hear the sound. .
*  No - The player cannot hear the sound.

03 Recall MIX - The operator may choose to have the currently lit M«l=X letter(s) saved in
membory for the players next ball. The choices are: |
*  Yes - Save current letter status.

No - Discard current letter status.
04 Recall target xball - The operator may set the extra ball light to stay on when the player
drains the ball.
*  Yes - Extra ball light stays lit for player's next ball.
No - -Extra ball light does not stay lit for player's next ball.
05 nght lock - The operator may set the difficulty to light the gig Iock The choices are;
Easy - Must complete Delmore, Stitch, Dr. Skins targets, ramp shot spots 1 target.
*  Medium - Must complete Delmore, Stitchy, Dr. Skins targets. -
Hard - Must complete Delmore, Stitchy, Dr. Skins targets twice. '
06 Auto shooter timer - The operator may set the time a player has to shoot the ball into play - : -
' or the computer will do it for the player. The range of this setting is Off 1-20secondsin .
steps of 1 second.
* 10 seconds
07 Kickback - The operator may set the difficulty of the feedback kicker. The choices are:

2-6

Easy - Feedback is lit at the start of every ball.
*  Medium - Feedback is lit at the beginning of the game and is recalled until used
Hard - Player must light feedback each baII
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3 Pricing
01 Game pricing - The operator may choose the cost of a game from a standard prlcmg

menu or by installing custom pricing. The choices are:
Antilles
Argentina
Australia
Austria
Belgium
Canada 1
Canada 2
Chile
Denmark
Finland
FR 510 FR
FR7/10FR
FR 7/20 FR
FR 9/20 FR
FR 11/20 FR
GER 6/5 DM
GER 7/5 DM
Greece
Holland
Hungary
ftaly
Japan
N Zealand
Netherlands
Norway
Spain
Sweden
Swiss
U Kingdom
USA 4/$1

*  USA3/$1
USA 2/$1

+ Custom

t - The custom setting requires a value of coin units in the Iéft, center, right, and extra coin chute.
Items O1a - 01f can only be made if custom is selected in the pricing menu.

01A Left coin units - The operator may specify the number of units purchased by a coin--
. passing through the left coin slot. The range of this setting is 0 to 99 in steps of 1.

01B Center coin units - The operator may specify the number of units purchased by a .
coin passing through the center coin slot. The range of this setting is 0 to 99 in steps
of 1.

01C Right coin units - The operator may specify the number of units purchased by a coin
passing through the right coin slot. The range of this setting is 0 to 99 in steps of 1.

01D Extra coin units - The operator may specify the number of units purchased by a

coin passing through the extra coin siot. The range of this setting is 0 to 99 in steps..
of 1.
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0tE Coin units/ credlts The operator may specify how many units it takes to award -
one credit. The range of this setting is 0- 99 in steps of 1.

01F Coin units / bonus - The operator may specify how many units are awarded when
the bonus is reached. The range of this setting is O - 99 in steps of 1.

02 Maximum credits - The operator may specrfy the maximum allowed credlts in the game.
The range of this setting is 4 - 40 in. steps of 1.
* 20 credits

03 Free play - The operator may specify if a player needs to pay to play. The choices are:
-Yes - The player does not need to pay to play.
*  No - The player needs to purchase a credit to play.

04 Display credits - The operator may specify if the player can view the amount of credits
that are left. The choices are:

*  Yes - The player can see how many credits are left. .

No - The player cannot see how many credits are left. In this mode game will display ..

"Credits.”

4 High scores '
01  HSTD allowed - The operator specrﬁes whether the game allows entry of H S.T. D. and

initials. The choices are:
*  Yes - Game allows initials entry for H.S.T.D.
No - No high scores are recorded.

02 Credits for top HSTD - The operator selects the number of credits awarded whenever a
player exceeds the hrghest score. The range of this setting is 0 - 3 in steps of 1.
*  3credits " _

03 Credits for 2nd HSTD - The operator selects the num ber of credits awarded whenever a
player exceeds the second hlghest score. The range of this settlng is 0-2insteps of 1. :
* . 2credits v

04 Reset HSTD every - The operator may specify that the game will provide an automatic
reset of the display "Highest scores," and the number of games to be played before the
reset occurs. The values provided upon reset are those selected by the operator in the
backup high scores. The range of this is OFF (disabled) to 5,000 |n steps of 100.

* 700 games

05 Backup top hiscores - The operator may set the backup hrgh score value. The game
automatrcally restores this value when the Reset HSTD every is reached. The range of
this setting is 300,000,000 to 990, 000,000 in steps of 10 000,000.

* 475, 000 000
5 Utility
01 Clear audits - The operator may choose to clear audits by pressing the enter button. The
choices are:
Yes - Clear all audits. (Note this will not clear B102 Grand total coins or
B2 earning audits.

* No- Do not change audits.



03

05

07

08

09

Clear coins audits - The operator may choose to clear credits by pressing the enter
button. The choices are:

Yes - Clear earning audits.
*  No - Do not change audits.

Set backup hiscores - The operator may choose to clear high scores to date by -
pressing the enter button. The choices are:

Yes - Clear high scores to date.
*  No - Do not change audits.

Clear credits - The operator may choose to clear credits by pressing the enter button.
The choices are:

Yes - Clear credits.
*  No - Do not clear credits.

Custom message - The operator may change the message that appears in the display
during the game over mode. The choices are: ‘
Off - Factory message displayed.
*  On - Custom message displayed and start new display.
Change - Edit the old display.

Press the enter button when "On* or "Change " appears in the display to start the _
custom message processor. Use the "+" or "-" button to rotate letters. The ">" shows a
space. Press the enter button to lock in the desired letters. When finished push enter at
the last space; this will lock in the message. If at any time the exit key is pressed the
last message that was saved will be displayed.

Reset to factory - The operator may choose to do a factory reset. The factory reset
settings are located on page 3-15. The choices are:

Yes - Set to factory settings.
*  No - Do not set to factory settings.

Game difficulty - The operator may select the level of game difficulty. The choices are::

Adjustment Easy Medium Hard

01 Guitar timer Easy Medium Hard

03 Recall Mel*X Recall Recall No recall

04 Recall xball tarqet . Recall Recall No recall

05 Kickback Easy Medium Hard

07 Locks on Easy Medium Hard
*  Medium

Install country - The operator may choose the language that is used in the menus and
other features. . :
France
Germany
* USA

Flasher intensity - The operator may choose to set the intensity of the flashers. The .
choices are:

Off

Dimmer

Dim
*  Normal



B Bookkeeping ‘
1 Main - These audits also will appear in other groups but are the most rmportant and are grouped

here for easier access.

01 Recent coins - The total amount of coins through each slot since’ Iast clear com audtts
- A502 or Reset to factory AS06.
02 . Grand total coins - The total ‘amount of coins through each slot. May be reset by using
Reset to factory A506.
03 Free percent - The percent of the'amount of free games over total games played.
04 Av game time - The average time of one game.
‘05 Av ball time - The average time of one ball.
06 Replay percent - The' percent of the tota| amount of replays awarded over total games
played.
2 Earning C S .
01  Coins left slot - The total amount of coins that passed through the left com slot
02 Coins center siot - The total amount of coins that passed through the center coin slot.
03 Coins rloht_ slot - The total amount of coins that :passed through the right coin slot.
04 - Coins extra slot - The total amount of coins that passed through the extra coin slot.
05 Coin no credit - The total amount of coins that did not receive a credlt No credrt means
“the purchase of a 1/2 credit" not "a coin that the coin acceptor would not accept.”
06 Paid credits -,The total amount of greduts gtven out.
07 Service credlts‘ - The total amount of servicé credits.
3 Standard v
01 Total games - The total amount of games played. -
. 02 Free games - The total amount of free games given.
03 . Free percent - The percent of the total amount of free games played over total games
played '
04 Replay awards - The total amount of replays awarded.
05 Replay percent The percent of the total amount of replays awarded over total games
played.
06 Special awards - The total amount of specials awarded.
07 Special percent - The percent of the total amount of specials awarded over total games

2-10
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08 HSTD awards - The total times the top two high scores reached.

09 HSTD percent - The percent of the total amount of high scores reached over total games
played.

10 Match awards - The total amount of matches awarded.

11 Match percent - The percent of the total amount of matches awarded over total games
played.

12 Balis played - The total amount of balls played.

13  Extra balls - The total amount of extra balls awarded.

14 Xball percent - The percent of the total amount of extra balls awarded over total balls
played.

15 1 player games - The total amount of one player games played.

16 2 player games - The total amount of two player games played.

17 3 player games - The total amount of three player games played.

18 4 player games - The total amount of four player games played.

19 Time HSTD reset - The total amount of times the H.S.T.D. has been reset.

20 Burnin cycles - The total amount of burnin cycles.

4 Feature

01  Tour 3 miliion - The total amount of times Tour 3 million has been awarded.

02 Blazing bonus held - The total amount of times the bonus has been held.

03 Light video mode - The total amount of times the Video mode has been playedv.

04 Instant multiball - The total amount of times the Instant multiball has been awarded.

05 Brain damage - The total amount of times the Brain damage has been awarded.

06 Complete fock n roll - The total amount of times the Rock n Roll has been completed.

07 Feedback lit - The total amount of times the Feedback has been lit.

08 Feedback used - The total amount of times Feedback has been used.

09 Super skins active - The total amount of times the Super Skins has been awarded.

10 Trippin trgts active- The total amount of times the Trippin' Targets has been reached.

11 Rockin ramps active- The total amount of times the Rockin' Ramps has been reached.

12 Lightin loops active - The total amount of times Lightning Loops have been made.
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13
14
15

16

17

18
19
20
21
22
23
24
25
26

27

‘Solo bonus award - The total amount of _tim_es _the Solo bonus has been awarded

Cities visited - Thgé total'amohn‘t of cities théi ha\)e been reached.

Locks lit -‘The total amount of times the locks have been lit.

Multiball earned - The total amount of time multiball has been awarded.

Skill shot 1 Million - The total amount of times the 1 million skill shot has been made.
Skill shot 2 Million - The total amount of timeg the 2 million skill shot has been made.
Skill jam jackpot - The total amount of times the ia‘ckpot s>kill shot has been made.
Skill shot 3 Million - The total amount of times the 3 million skill shot has been made.
Skill shot 4 Mllilon - The total amount of times the 4 million skill shot has been mad.e
M-i-X made - The tot;l amount of times the MIX lette'rs have been completed.

Top blast shot - The total amount of times the top blast shot has been made.

All piano keys made - The total amount of times the Piano keys have been completed.

Play again - The total amount of times the Play again has been gi\}en.
Left drain - The total amount of times the ball has gone down the left drain.

Right drain - The total amount of times the ball has gone down the right drain.

5 Hlstoriography

01

02

05

-06

2-12

Games under 100 mil - The total amount of scores under 100,000,000 pomts

‘Games100-199 mil - The total amount of scores between 100,000,000 - 199, 000,000 .

points

Games 200-299 mil - The total amount of scores between 200,000,000 - 299,000,000
points: -

Games 300-399 mil - The total amount bf scores between 300,000,000 - 399,000,000
points.

Games 400-499 mil - The total amount of scores between 400,000,000 - 499 000 000
points.

Games over 500 mil - The total amount of scores over 500,000,000 points.:



T. Tests

)]

02

03

05

07

08

09

10

1

12

Service phone - A 1-800 number is displayed. ' If there is a game problem or question give our
service department a call. We are there to work with you to solve technical problems also
answering any general game question you may have.

Information - The test aids ivn diagnosing problems by indicating a stuck switch or missing .
pinball. Reminder this game is a 3 ball game, 3 balls must be in the outhole. if the test finds no
problem "All OK" will be displayed. ‘

Matrix lamps - The test causes all the controlied lamps to flash simultaneously. The dot matrix
display will read on and off alternatively. All controlled lamps should flash. If any other result is
indicated the system has detected a problem. .

Single lamp - This tests each lamp circuit individually. Press the "+" or "-" button to cycle.
through this test. The dot matrix display will tell the operator which lamp should be lit. Referto
section 3 page 3 on "Understanding the matrixes.” :

Display test - This tests the display circuit. Press the "+" or "-" button to cycle through this test.
if a set of "dots" are not displayed then the system has detected a error.

Stuck switch - This finds all switches that are detected closed. The name, number, and wire
color of each switch that is stuck will be displayed in the dot matrix display and for each closure a
beep will be heard. If there are no switches closed the dot matrix display will flash “none.”

Inactive switch - This displays each switch on the game that has not been activated within the
past 25 games.

Switch test - This tests isolates a particular switch by blocking signals from all other switches.
When a switch is closed it will show on the display the name, number and wire color for
approximately 2 seconds.

Cycle flashers - This tests the flashlamp part of the coil circuit exclusively. The test will cycle
through all the flashlamp circuits one at a time. To pause flashlamp test press the enter button,
all flashlamps should be off. There should not be any flashlamp circuit on while pause is on, if
any flashlamp is on during the pause the system has detected a problem in the flashlamp circuit.
To restart the cycle press the enter button again.

Cycle solenoids - This tests the solenoid part of the coil circuit exclusively. The test will.cycle
through all the solenoid circuits one at a time. ‘ :

Single colls - This tests a single coil (solenoid, flashlamp, or G.1. relay.) Press the "+ or "
until the dot matrix display shows the circuit to be tested. Press enter and that circuit should
work. [f a different coil fires the system has detected a problem.

Sound test - This tests the sound board (voice, music sequence, or sound.) Press the “+" or "-*
button until the dot matrix display show the sound to be tested. Press enter and listen for the
proper noise. If a sound is not heard then the system has detected a problem. :

Burnin cycles - This tests the life of all the working parts in the game. This helps in finding
intermittent problems. The burnin cycle alternates on and off: All lamps, solenoids, G.l.'s, Dot
matrix display, Flashers, and sounds. If one of the preceding items does not work the systems
has detected a problem.
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Understanding the Matrixes

The matrixes on the following pages are written for maximum understanding. Most of the words have
been abbrieviated in order to allow space for all the necessary component identifications. Each matrix,
playfield. location diagram, schematic drawing, and dot matrix display use the exact same wording so
there is no confusion on a given part. For example "Feedback” is used in the coil matrix, playfield loca-
tion diagram, schematic diagram and displayed on the dot matrix display. All of these when dlsplayed or
read will be seen exactly the same (spelling, word usage, and order.)

In the matrix row & column boxes there are various abbreviations displayed (see illustration below.) Each
abbreviation stands for one part of the description of that block. .

Fig. A Fig. 8 Fig.C Fig. D
ot 48v| -
Q12 ; LEFT I HP5-9
HP2-1 COIN WHT/BLK GRN/BRN
YEL/BRN SLOT '
Transistor, Connector ) Matrix number & Voltage & . : Connector &
& Wire color v Description Wire color : Wire color

Abbreviations that are centered or are in the upper left hand corner of the box will-be displayed on the dot
matrix display. Abbreviations that are not in one of those positions quI not appear on the dot matrix dis-

play.

The MOSFET (transistor) number is abbrieviated by a Q21, which equals MOSFET (transustor) num ber
21 on the C.P.U. / Driver board.

The connector identification number is abbreviated into two numbers the first being a connector number
and the second number being a pin number. For example 2-1 (as shown above) is connector HP2 pin 1.
Notice all connectors in the coil, lamp, & switch matrices use the HP prefix which'is only used to |dent|ty
the C.P.U. / Driver board connectors.

The wire color is always displayed with the solid color and then the tracer. For example WHT/BLK is a
white wire with a black tracer. A solid wire has the same color for the wire color and tracer. For eample
RED/RED is a solid red wire. This means that the wire color is red and the tracer color is red. Being that
both of the colors are red it is impossible to read the tracer which in turn makes it a solid red wire.
Numbers shown in the upper left hand corner are matrix numbers.

The numbers shown in the upper right hand corner are voltages and are not shown in the dot matrix dis-
play. These will only appear in the coil matrixes.

The abbreviations for the wire colors are as follows:

BLK = Black ORG = Orange
BLU = Blue RED = Red
BRN = Brown VIO = Violet
GRN = Green WHT = White
GRY = Grey . YEL = Yellow
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~ Lamp matrix

~ -
Q13 Q14 Q1s Q16 Q17 Q18 Qi . Q20
HP2-1 HP22 | HP23 HP2-4 HP2-5 HP2-6 HP2-8 HP2.9
YEL/BAN | YEL/RED | YEL/ORG | YEL/BLK | YEL/GRN | YEL/BLU | YEL/VIO | YEL/GRY
- o 02 03 04 05 06 07 ~[o8
Q12 : ’ )
wee1s | R ) c K R o L L
RED/BRN
Too 10 1 12 13 14 15 |e
HPB1T LOS NEW Pars | 1 5 :
ANGEES | CHICAGO |  voRk LONDON ROME | MosCow | .TOKYO
RED /BLK o v
17 18 .19 y - )20 21 22 23 24
o . DOUBLE | TRIPLE | amiLLon | BONUS UGHT 1 nsTanT | BRAN
reosora | 5T ALL ALL | DoLLARs |, HoOLD MUSIC | muLmiBaLL | DAmaAGE
SCORES | SCORES ' S VIDE
25 26 27 28 29 30 3t . 32
o SuPER | TRIPPIN |. ROCKIN | LGHTNING | TARGET | TARGET | TARGET | TARGET
SKINS | TARGETS | RAMPS LOOPS T o U R
RED/YEL .
33 34 |35 36 37 38 39 40
FTW HTW
oes S RO | mawe | mawe | wvibeo TOUR CREDIT | SHOOTER
‘reosern | arrow | ammow LOCK | 'MULTIBALL| READY AGAIN BUTTON | BUTTON
41 42 43 44 45 46 47 48
Q7 ' :
LEFT RIGHT . LEFT RIGHT MIX MIX MIX
HP9-7 : L » FEEDBACK " "
reo/aw | x8ALL XBALL | SPEGIAL | SPECIAL M | »
49 50 51 IEREN 54 BEEEE
e UTE a3 I 1 | ook |mumeaw| sackeor | Tarcer | 309
RED/VIO | XBALL MILLION “MILLION CENTER CENTER | CENTER XBALL. .| BONUS
57 58 s9 - "|eo 61 62 63’ 64
Hgg-s | | LAME TWISTE.D METAL
RED/GRY -] MONSTER
_ 65 66 67 68 69 70 . |
o . sumper | BumPER | BUMPER
GRY/RED TOP CENTER | BOTTOM
73 74 Ts s 77 78 79 80
H‘P)g_s LA CHICAGO | NEWYORK | LONDON PARIS ROME moscow | Tokyo
(BACK) (BACK) (BACK) (BACK) (BACK) (BACK) (BACK) | (BACK)
1 GRY/BLK .
81 82 - 83 84 85 - 86 87 88
S SYONEY '
Gry/veL | BACK
89 90 191 ¢ 92 93 94 95 — - |96
ar ‘
HP9-1
GRY/GRN
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Lamp location

ID#
o1

28

2B I I NI IRIRRBRIBELA50BR28B8ULRRERLEY

rr-omxoo:ng
3.
H

§
|

iy

Tokyo

Sydney .
Doubie all scores
Triple all scores
3 Million dollars -
Bonus held

Light music video
Instant multiball
Brain damage
Super skins
Trippin targets
Rockinramps
Ughtning loops
Target'T

Target 'O’

Target 'V

Target 'R

Left W Tour arrow
Right W Tour arrow
Ramp lock

Remp multibell
Video ready
Tour again
Credit button
Ptunger button
Loft Xball

Right Xball

Left special

Right special
Feedback

Mix ‘M’

Mix 't"

Mix X'

Uite xball

3 milion

1 miliion

Lock center
Multiball center
Jackpot center
Target Xball
Drum solo bonus
Lame

Twisted

Metal monster
Bumper top
Bumper conter
Bumper bottom
LA (back)
Chicago (back)
New York (back)
London (back)
Paris (back)
Rome (back)
Moscow (back)
Tokyo (back)
Sydney (beck)

Socket
PCA-015
PCA-015
PCA-015
PCA-015
PCA-015
PCA-015
PCA-015
PCA-015
PCA-016 :
PCA-016 *
PCA-016
PCA-016
PCA-016 =
PCA-016
PCA-016 .
LBX-010
LBK-010
PCA-014
PCA-014
PCA-014
PCA-014
PCA-014
PCA-014
PCA-014
LBK-004
LBK-004
LBK-004
LBK-004
LBK-010.
LBK-010
LBK-010
LBK-010
LBK-010
PCA-018
PCA-018
PCA-018
LBK-010

LBK-004+ -

CCB-001

SHB-001

LBK-010
LBK-010
LBK-010
LBK-010
LBK-004 .
LBK-004
LBK-004
LBK-004

. LBK-004

LBK-004
LBK-004
LBK-010
LBK-010
LBK-010
LBK-010
LBK-010
PCA-017
PCA-017

PCA-017

LBK-014
LBK-014
LBK-014
LBK-016
{BK-016 -
LBK-016

. LBK-0t6

LBK-016
LBK-016
LBK-016
LBK-016
LBK-016

Bulb

LMP-003
LMP-003 .
LMP-003 ¢~

"LMP-003

LMP-003
LMP-003
LMP-003 *
LMP-003
UMP-003
LMP-003 .
LMP-003
LMP-003 ..
LMP-003 -
LMP-003

"LMP-003

LMP-002 =
LMP-002 *
LMP-003 ¥
LMP-003 ™
LMP-003 7*
LMP-003 *
LMP-003 ¥
LMP-003
LMP-003 *
LMP-002 Y
LMP-002 ="
LMP-002
MP-002
LMP.002 }
LMP-002 %.
LMP-002'¢
LMP-002 .+
LMP.002 ..
LMP-003 -
LMP-003 -
LMP-003
LMP-002->
LMP-002

LMP-002
LMP-002
LMP-002
LMP-002
1LMP-002
LMP-002
LMP-002
LMP-002
LMP-002
LMP-002 *
LMP-002 *
LMP-002
LMP-002
LMP-002
LMP-002
LMP-002 -
LMP-003 ¢
LMP-003 .
LMP-003 |
LMP-004 ~
LMP-004
LMP-004
LMP-002
LMP-002
LMP-002
LMP-002
LMP-002
LMP-002
LMP-002
LMP-002
LMP-002



Switch matri 1
HP5-9 HP5.7 HP5-6 HP5-5 HP5-4 HP5-3 wes2 | HPsa '
GRN/BRN | GRN/RED | GRN/ORG | GRN/YEL | GRN/BLK | GRN/BLU | GRN/VIO | GRN/GRY
02 03 04 05 06 07 08 _
RIGHT CENTER EXTRA LEFT RIGHT ) l
CON COIN CON SLAM mnr FUPPER | FUPPER :
SLOT sLoT SLOT ButtoN | BUTTON
10 11 12 13 14 15 16 ) I
™HO TROUGH | TROUGH | TROUGH | SHOOTER TEST TEST
OUTHOLE LEFT CENTER RIGHT LANE PLUS MINUS :
17 “Ts 19 20 21 22 23 24 I ) l
HP43 § BUMPER | BUMPER | BUMPER SLUNG SUNG SUNG LOCK 1 .
WHT/ORG TOP CENTER BOTTOM LEFT RIGHT TOP MIDDLE .
25 26 27 28 29 30 31 32 ' l
HP4-4 TARGET | TARGET | TAmGET | TARGET SOLO MX MIX - MIX : } ‘
WHT/YEL T 0 v R TARGET M 7 X . l
33 34 35 36 a7 38 39 40
HP4-5 LEFT RIGHT LEFT mont | puncer | BECT TOP BOTTOM -
wHT/GRNR ReTURN | RETURN | OuTLANE | ouTLANE | BUTTON cuTAR | LOCK LOCK - l
41 42 o | 44 45 46 a 48 ’
s SIDE WORLD | WoRR ToP SKILL oT oT DT '
T/BLU RAMP LRt Linapld BLAST SHOT DRSKINS | DELMORE | STITCHY :
| K 50 51 52 53 54 55 56 Vo ’
HPa&.7 PIANO PIANO PIANO PIANO y
WHT/VIO KEY KEY KEY KEY
BLUE RED GREEN | ORANGE .
‘ .
57 58 v 59 60 . 81 62 . |63 64 !
HP4-8 | 1 : '
WHT/GRY |
65 |66 67 68" Teo 70 I= 72 ‘ l
. |
HP4-9 i
ORG/RED ; ,
|
73 74 75 76 7 - 78 79 80 P l
HP4-10 i
ORG/BLK |
!
81 82 83 84 8s T8 87 88 x l
HP4-13 ' -
ORG/YEL : l
89 90 91 92 . 93 94 Jos R ED :
HP4-14 : :
ORG/GRN . l
- /



Switch location

10

07

14

k)

—

1D#
o1

88

27

B2B8888585280288848R88R28BI

Description
Left ooin slot
Right coin siot
Center coin siot
Extra coin slot

Titt
Loft fipper button
Right fiipper button

Side ramp

World tour left
World tour right
Back panel kicker
Skill shot

Dr. Skine
Deimore

Stitchy

Piano key blue
Piano key red
Piano key green
Piano key orange

SLM-001
PLB-001
MSA-L04
MSA-R04

. CCB-001

MSA-004

MSW-008

MSW-008
MSW-008
SBA-001
TOG-001
T0G-001

STR-001
STR-001
STR-001
SBA-001

STR-004
STR-004
STR-004
STR-004
STR-002

AMS-002
AMS-003
SBA-001
SBA-001
SBA-001
SBA-001
SHB-001
MSW-004
MSW-004
MSW-004
AMS-002
SBA-001
SBA-001
RSA-005
MSW-007
ADS-001
ADS-001
ADS-001
STR-005
STR-00S
STR-005
STR-005

1N4004
1N4004
1N4004
1N4004
1N4004
1N4004
1N4004
1N4004
1N4004 «
1N4004
1N4004
1N4004

1N4004
1N4004
1N4004
1N4004

1N4004
1N4004
1N4004
1N4004
1N4004
1N4004
1N4004
1N4004
1N4004
1N4004
1N4004
1N4004
1N4004
1N4004
1N4004
1N4004
1N4004
1N4004
1N4004
1N4004
1N4004
1N4004
1N4004
1N4004
1N4004
1N4004
1N4004
1N4004
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- Q52

Coil table
Description Transistor Power
Kickback - Q21 - - VIO/ORG
Bumper center Q22 " VIO/GRN
‘Bumper bottom | - Q23 VIO/GRN .
Slingleft - Q24 - . VIO/GRN
‘Sling right. Q25 VIO/GRN
Slingtop Qo6 VIO/GRN
- Bump button ., Q27 ¢ VIOBLK .
(Notused) c
Plunger kicker Q29 - VIO/ORG
(Not used) o
Lock bottom Q31 VIO/fYEL
Bumper top. Q32 -VIO/GRN
" Outhole Q33  VIO/GRN
Knocker Q34 VIO/YEL
Flasher relay Q35 - REDNVIO
Playfield Gl relay Q36 RED/GRN
~ Flashers bumpers 1(4) Q37 VIO/WHT .
. Flashers bumpers 2(4) Q38 VIO/WHT
Flasher top(2) Q39 VIOWHT
Flasher Video ramp(1) Q40 VIO/WHT
Flasher leftside3) Q41 - VIOWHT
Flasher left top(3) Q42 - VIOMWHT
Flasher righttop(3) Q43 . = VIO/MWHT
Flasher right side(3) Q44 .. VIOWHT.
(Not used) R :
Motor relay Q46 RED/ORN
Flipper relay Q47 RED/RED
(Notused) =~ . o
Backbox relay . - Q49  RED/GRN
Ball release Q50 - RED/GRN
Top blast Q51 VIO/YEL
Eject to guitar VIO/YEL

Return .
VIO/GRY

VIO/RED
VIO/ORG
- VIOYEL .

VIO/GRN
VIO/BLU .
VIO/BLK

BRN/BLK

_ BRN/ORG
" BRN/YEL

BRN/GRN
BRN/BLU

" BRN/VIO

BRN/GRY
BLK/BRN
BLK/RED
BLK/ORG
BLK/YEL

BLK/GRN.

BLK/BLU
BLK/NVIO

BLK/GRY

BLU/BLK
BLUNVIO

BLU/BRN
BLU/RED
BLU/ORG
BLU/YEL

Fuse indentification table

F-7 = 8A Slo-Blo
F13 = .25A Slo-Blo
|F15 = 1.5A Slo-Blo
F16 = 2A Slo-Blo

F17 = 4A Slo-Blo
F18 = .25A Slo-Blo
F19 = 1A Slo-Blo
‘F20 = 4A Slo-Blo

Fuse Coil No
- F17 1
FI5 . 2
F15 - 3
Fi15 4
F15 5
F15 6
F13 7
_ 8
F17 9
10 -
Fie - 11
F15 12
F15 13
F16 14
F20 15
Fi18 - 16
F20 . 17
. F20 . 18
F0 19
F20 20
F20 21
F20 22
F20 23
F20. 24
.25
"F19 26
Fi17 27
. 28
Fi8 29
Fi18 30
F16 31
Fi6 32
3-8

.- Connector

H6-9

He-8 . -
He-7
 He-5

H6-4

H6-3 .

H6-2

‘H6-17

H6-15 -
H6-14
H6-13 -
H6-12 .

H6-11

H6-10.

H7-8

H7-7 .
H7-6

H7-5

H7-4
H7-3

H7-2

AR

H7-16
- H7-15 -

H7-12

H7-11

H7-10

H7-9

RN - S
. s



Coil location

14

Description
Feedbeck
Bumper center

18

g5 o B0 O

07 13

nis

107

BUSBRNRRRBNR

Sling left
Sling right -
Sling top
Bump buttons

Plunger kicker

Lock bottom
Bumper top

Knocker

Flasher relay
Playfieid G! relay
Flasher bumpers 1
Flasher bumpers 2
Flasher top
Flasher video ramp
Flasher left side
Flasher left top
Flasher right top .
Flasher right side
Left flipper

Motor relay

Right flipper
Backbax Gi relay
Ball release

Top blast

Eject to guitar

Assambly
CKA-003
ABM-004 -
ABM-004 .
ABK-006 :
ABK-006 *

- ABK-006 -

AVB-002
AVB-002

CKA-002

AKN-001

ABM-004
ABR-001~
AKN-001
REL-001
REL.-001
LBK-007
LBK-007
LBK-009
LBK-014
LBK-009
LBK-0t4
LBK-014
LBK-014
AFF-LO2
REL-001

AFF-R02
REL-001

ABR-002
AKN-002
AKN-033

Coll-

CLL-008
CLL-008
CLL-006
CLL-008
CLL-008
CLL-0086.
CLL-001+
CLL-001

CLL-009

CLL-007
CLL-008
CLL-006 »
CLL-007

LMP-004
LMP-004
LMP-004
LMP-004
LMP-004
LMP-004
LMP-004 ¢
LMP-004
CLL-015

CLL-015
CLL-004 « ~

CLL-007
CLL-007
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‘Ball guides, Plastics, Ramps, & Rubber rings

4—19

" 15~

14

b

06

3-10

iD#
- o1
02
03

- 04

05
06
07
08
09
10
11
12
13
14
15
16
17
18
19
20
21
22
23
24
25
26

P A R-X )

-
*
* Drums
»
L

Description

Ball guide flat #19

Ball guide #16

Ball guide #13 .

Ball guide #14 B
Ball guide #17 ’
Ball guide #15

Bell guide #16

Reamp, shooler lane
Ramp, kicker

Wire guide 2 1/2*

Wire guide 2*

Wire guide 2 1/2° .
Wire guide 4°

Wire guide 3/4"
Ramp, retumn lane
Wire guide special

Bali return guide short
Ball retum guide long
Outiane plate

Plastic ramp assembly
Shroud assembly (right)
Shroud assembly (left)
Card holder

Bali collector assembly
Chute assembly
Feedback ramp

Gulter assembly

Black rubber post
Mini rubber ring
3/4° nubber ring
1* rubber ring

1 1/2° rubber ring
2° rubber ring

2 1/2" rubber ring

Decdl set (World Tour)
FCC Decal (World Tour)

Plastic set 1
* Lock cover
* Stage bottom

* Left ramp .
¢ Pop bumper cap

¢ Stage top

* Guitar (small)

* Popbumper cap

* Pop bumper cap -

* Video Mode sign

* Left lane cover

* ‘Pop bumper trap cover

* Video ramp trap cover

* Loop cover (left reer) '

* Guitar (large)

* Guitar guide (left rear)
Orum set cymbais

Or. Skins
Stichy
* Delmore
L Al A
* Cloud
* Pop bumper trap cover
* Guitar guide (right)
* Quitar guide (loft front)
* Right lane cover
* Left ramp cover

Assembly
BGF-019
BGF-016
BGF-013
BGF-014
BGF-017
BGF-015
BGF-018
WFR-001
WFR-002

‘WGES-020

WG@s-013
WGS-020
WG@S-032
WGS-006
WFR-003
WGB-005
8SF-022
BSF-023
BSF-030
ARM-001
ASS-009
ASS-010
ABA-002
ABC-002
ACH-003
ARM-002

ARM-003

RBR-012
RBR-002
RBR-004
RBR-010
RBR-011
RBR-009
RBR-005

DCL-005
FCC-001

BUT-0038
BUT-AA3
BUT-Z03
BUT-X03
BUT-UG3
BUT-vo3
BUT-YO3
BUT-AC3
BUT-AD3
BUT-WO3
BUT-TO3
BUT-AF3
BUT-AM3
B8UT-AB3
BUT-A03
BUT-BO
BUT-CO3
BUT-DO3
BUT-E03
BUT-FO3
BUT-GO3
BUT-MH03
B8UT-03

‘BUT-JO3”

BUT-K03
BUT-LO3
BUT-M03
BUT-NO3

'BUT-O03

* Pop bumper guide cover BUT-PO3

* Loop cover (left front)
* Old lady

Plastic set 2

* Video ramp light

* Speaker

Video ramp cover
Ball trap cover

Ball trap cover

Red & Blue keys
Orange & Groen keys
Overhead sign

PR

BUT-Q03
‘BUT-R03

BUT-003A
BUT-AE3

© BUT-AG3

BUT-AH3
BUT-AI3

BUT-AJ3
BUT-AK3
‘BUT-AL3
BUT-S03

* - Not procurable from main assembly.

.a-..n-.n-..a-o-a.-ou-am-o-a.a--n.a.o.a......_.g

W=NAENO QO -

-
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Game ROM summary

Board identification Socket# Type Part#
C.P.U. / Driver board U2 (Program) 27C512 EPM-GO1
Dot matrix controller U4- (Program) 27C512 EPM-DO1
' us (Graphics) 27C020 EPM-DO2
ué (Graphics) 27C020 EPM-DO3
Sound board U102 (Program) 25C512 EPM-S01
AROMO (Samples) 27C020- EPM-S02
AROM1 (Samples) 27C020 EPM-S03
AROM2 (Samples) 27C020 EPM-S04
AROM3 (Samples) 27C020 EPM-S05

To order a replacement CPU, Dot matrix, or Sound ROM(S) from an authorizes Alvin G. -
& CO. distributor, specify the part number & information indicated on the ROM label.

The C.P.U. EPROM reads AGO03/R01 it is divided into two seperate parts.

AGO03 = World Tour

RO1 = Revision 1

Game jumper summary

Board identification Jumper # Factory setting
Dot matrix controlier EPSEL1 Pin1 &Pin 2
EPSEL2 Pin1 &Pin 2
SEL 64 Pin2 &Pin 3
S1 Pin1 &Pin 2
Sound board JP101 Open
JP102 Open
JP103 Jumpered
JP104 Open
JP105 Open
JP106 Jumpered
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Conl wmdmgs table‘

Part_N,o. | Coil descnptlon

| CLL-001. | -Magnet coil .

{CLL-004" | - EjectKicker -
CLL-006 " | Outhole, Pop bumper, &
] Slingshot -
CLL-007 |  Knocker, Upkicker
CLL-008 | ‘Kickback

| CLL-009 [ - Plunger kicker.
CLL-015 {  Flippers .

Coil Part No.’ . Pull S Hold = Core | Label Color
: AWG [ Turns | Diode | DCR | AWG | Turns | Diode | DCR ' I
CLL-001 34 | 3400 | 1N4004| 152Q. 5 e 1 White =
“CLL-004 28 | 1750 | 1N4004]| :24Q White
CLL-006 | 26 | 1305 |1N4004|11.8Q , White
“CLL-007 25 | 1075 |1N4004]7.95Q | g ~ | White |
CLL-008 | 23 | 800 |1N4004] 4Q | Light Blue _
 CLL-009 21 | 950 |1N4004| 3.5Q | | LightBlue
CLL-015 22 | 700 [1Na004] 2.7Q | 30 | 2600 87Q Red -

Fuse |dent|f|cat|on table

Power supply

Fuse identification Backbox
F1___ Line fuse ' TERT . —
= sg‘f”;"ée {F13 | .?5 A Slo-Blo | . F1 -1 5 Amp Slo-Blo_
Fa 60 VAC F15| 1.5A Slo-Blo F3 .| 1 Amp Slo-Blo
F5 _ _98VAC |F16| 2A Slo-Blo . F4 | 1 Amp Slo-Blo
e |F17 ] 4A Slo-Blo [F5 | 1 Amp Slo-Blo
8 51VAC _ 1 | F18 | .25A Slo-Blo | F6. | 3 Amp Slo-Blo -
F9 6VAC (playfield) _ |F19] 1A Slo-Blo 1F7 | 8 Amp Slo-Blo
F10_ BVAC (backboxinser) [F20 | 4ASlo-Blo F8 | 8Amp Slo-Blo
Fi2  13.5VAC__ 1 | F21 | 4ASlo-Blo F9 | 8 Amp Slo-Blo
- r;13 07 - | F22 | 4A Slo-Blo . F10| 8 Amp Slo-Blo
15 2.3,4,5,6,12,13 ; , ‘ '

FFfe 17 943152 F25| 8A Slo-Blo F11| 3 Amp Slo-Blo
F17__ 1,9,27 1F12] 3 Amp Slo-Blo
F18 16, 29, 30 : - »
F19 26 '
F20 15,17,16,19,20,21,22.23,24 | | Insert
F21 Left Playfield Gls' 1

[ F22 Rignt Playfield Gis' | F23] 4 A Slo-Blo
F23 Top Insert Gls' feoal A PN
F24 Bottom Insert Gls' Fa4 4A SIO?.B|O -

F25 16 VAC (external)

4-4
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Pricing table

Country Left | Center| Right | Extra Games / Coin Display )
Antilles 25¢ 1G 1/25¢. 4/1 Guilder ANTILLES 01 01 04 00 01 00
Argentina 10¢ | 10e | 10¢ 1/1 Token ARGENTINA 01 01 01 00 01 00
Australia 20¢ $1 1/3 X 20¢, 2/$1 AUSTRALIA 02 00 10 00 05 O00-
Austria 5Sch | 10Sch | 108ch 1/2X5 Sch, 3/2X10Sch AUSTRIA 01 02 02 00 02 04-|
Belgium 20BF | 20BF | 20BF 3/20 Franc | BELGIUM 03 03 03 00 01 00:}
Canada 1 25¢ 25¢ 1/25¢, 4/%1 CANADA 1 01 04 01 00 01 0O
Canada 2 25¢ 1/50¢, 2/75¢. 3/$1 CANADA 2 03 12 03 00 04 00
Chille Tcken Token 1/1 Token CHILE 01 04 01 00 01 0O \
Denmark Kr | SKr | 10K 1/2X1 Kr, 3/S Kr, 7/16Kf DENMARK 03 15 30 00 05 30
Finland 1Mk 5Mk 1/2x1 Mka.WSMafkké FINLAND 03 00 15 00 05 00
France 1 1Fr 5Fr | 10Fr 1/3X1F, 2/5F, 5110Fr FR 5/10 FR 02 10 20 00.05 20
France 2 WFr | SFr | 10Fr 1/2 F,3/SF, 7/10 Franc FR7/10FR . 03 15 30 00 05 30
France 3 5Fr | 10Fr | 10Fr 1/5F, 3/10F, 7/2X10F FR7/20 FR 03 06 12 00 02 12
France 4 SFr 10Fr 10Fr 2/5F, 4/10F, 9/2X10F FR 9/20 FR 02 04 08 00 O1 08.
France 5 SFr | 10Fr | 10Fr 2/SF, 5/10F, 11/2X10F FR 11/20 FR 05 10 20 00 02 20:
Germany 1 10M | 2DM | 5DM 1/1 DM, 2/2DM, 6/5DM GER 6/5 DM 06 12 30 00 05 00
Germany 2 1DM | 20M | DM 1/1 DM, 2/2DM, 7/5SDM GER 7/5 DM 06 12 30 00 05 30
Greece 10D | 20D | S0D 1/2X10D, 1/20D, 3/50 1/1 | GREECE 03 06 15 00 05 00}
Holland 16 16 VGuider HOLLAND 01 00 01 00 01 00|
Hungary 10F 20F 1/1X20F 1/2X10F 3/2x20F | HUNGARY 01 00 02 00 02 04
Italy 500L | 500L | 500L 1/500 Lirer ITALY 01 01 01 00 01 00
Japan 100¥ 100% 1/100¥ JAPAN 01 00 01 00 01 00 '
New Zealand 20¢ 20¢ 1/3X20¢ N ZEALAND 01 00 01 00 03 00
Netherlands 1FI | 2.5F1 | 2.5F 1/1 Hfl, 3/2.5 Holiand NETHERLAND 06 15 15 00 05 00
Norway 1Kr 1Kr 1/2X1 Kr,3/5X1 Krone NORWAY 01 00 01 00 02 05
Spain 25Pta 100Pta 1/25P, 5/100 Peseta SPAIN 05 00 20 00 04 00
Sweden skr | skr | SKr 1/5 Krona SWEDEN 01 01 01 00 01 00
Swiss 15Fr | 25Fr | sSFr V1Fr, 3/2Fr, 7/5F¢ SWISS 01 02 05 00 01 00
United Kingdom | 10P | soP } 1£ 1/2X10P, 3/50P, 7/1E U KINGDOM 07 35 17 00 10 00
United States 1 | 25¢ 25¢ 1/25,4/$1 USA 4/$1 01 04 01 00 01 Q0
United States 2 | 25¢ 25¢ 1/50¢, 2/75¢, 3/$1 USA 3/$1 03 12 03 00 04 00
United States 3 | 25¢ 25¢ 1/50¢, 281 USA 2/$1 01 04 01 00 02 00
Custom CUSTOM 01 01 01 00 01 00
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Menu #

A101

A102
A103
A104
A105
A106
A107
A108
A109
A110
At11

A112

A201
A202
A203
A204
A205
A206
A207

A301
A302
A303
A304

A401
A402
A403
A404
A405

A501
A502
A503

- A504
A505
AS506
A507-
A508
A509
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" Factory reset settings

Adj_usfment descriptions

Replay at

Award type
Replay percent
Replay boost
Text language
Game over attract
Max free games
Balls per game
Max xballs/game
Match percent

Tilt warnings
Tournament mode

Guitar timer

Calling police sound
Recall MIX

Recall target xball
Flipper bump buttons
Auto shooter timer
Tour values

Game pricing
Maximum credits
Free play
Display credits

‘HSTD allowed

Credits for top HSTD
Credits for 2nd HSTD
‘Reset HSTD every
Backup top highscores

Clear audits
Clear coins audits

~Set backup highscores

-Clear credits
Custom message
Reset to factory

- Game difficulty
- Install country

Flasher intensity -

- Setting
150,000,000
~.Credit
10%
20%

English
10 Min

.06

03

03
8%
.02

No

Medium
‘No
Yes

Yes.

Yes

10 Seconds
Medium

USA 3/$1
20

‘NO .

Yes

Yes

03
02

0700

475,000,000

No
No .

‘No

No

On .
No
Medium
USA
Normal
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PCA-009 CPU /DRIVER BOARD

Item No. Description Qty. Part No.
B1 Battery, 3.0V 1 . BAT-001
C1-C24 Capacitor, 0.1pF 24 CAP-010
C25 Capacitor, 100uF 1 'CAP-003:
C26-C28 Capacitor, 0.1pF 3 CAP-010
C29-C36 Capacitor, 470pF 8 -CAP-009
C37 Capacitor, 33pF 1 CAP-012
C38 Capacitor, 33pF 1 :CAP-012.
C39 Capacitor, 200pF 1 "CAP-015
C41 Capacitor, 100pF 1 -CAP-016
C42 Capacitor, 0.1uF 1 CAP-010
C43 -] Capacitor, 0.1pF 1 CAP-010.
C44-C54 | Capacitor, 470pF 10 CAP-009 .
C55-C86 Capacitor, 0.01pF 32 . CAP-011
C87-C90 Capacitor, 470pF 4 . CAP-009
D33-D36 Diode, 1N4154 4 : DDS-007
LED1 Light emitting diode, Red 1 DDS-003.
HP1 Header, Molex .156" 8 Pin 1 HDR-003.
- HP2 Header, Molex .156" 9 Pin 1 .HDR-010 .
HP3 Header, Double row 20 Pin (2X10) 1 RBC-001
HP4 Header, Molex .156" 14 Pin 1 HDR-005
HPS Header, Molex .156" 9 Pin 1 HDR-010
HP5A Header, Molex .156" 5 Pin 1 - HDR-009
HP6-HP7 Header, Molex .156" 17 Pin 2 HDR-008
HP8 Header, Molex .156" 12 Pin 1 : HDR-011
HP9 Header, Molex .156" 14 Pin 1 'HDR-005
Q1-Q12 IRF9530, MOSFET P Channel 12 TRZ-011
Q13-Q28 IRF530, MOSFET N Channel 16 TRZ-001
Q29 IRF540, MOSFET N Channel 1 TRZ-002.
Q30-Q44 IRF530, MOSFET N Channel 15 . TRZ-001
Qa5 IRF540, MOSFET N Channel 1 TRZ-002
Q46-Q47 IRF530, MOSFET N Channel 2 TRZ-001
Q48 IRF540, MOSFET N Channel 1 TRZ-002
Q49-Q52 IRF530, MOSFET N Channel 4 . TRZ-001
R1 Resistor, 15KQ 1 RST-008
R2 | mesistor, 3.3kQ 1 RST-014
R3 Resistor, 3.9KQ 1 "RST-015
R4 Resistor, 3Q W 1 RST-013
R6 Resistor, 4.7KQ 1 RST-005
R7 Resistor, 3Q 5W 1 RST-013
R9 Resistor, 4.7KQ 1 RST-005
R10 Resistor, 3Q 5W 1 RST-013
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PCA-009 CPU / DRIVER BOARD

ltem No. Descnptlon -Qty. Part No.
- R12° Resistor, 4.7KQ 1 RST-005
"R13 | Resistor, 3Q 5W 1 RST-013
R15, R17 | Resistor, 47KQ" "~~~ 2 RST-005
R18, R25 | Resistor, 3Q 5W 2 - RST-013
~ R26 Resistor, 2.2KQ 1 RST-010
. R29-R36 Resistor, 3.9KQ" 8 "RST-015 .
R37-R38 | Resistor, 47KQ 2 - RST-005
" R39-R41 | Resistor, 22KQ 3 RST-010 -
R42-R44 | Resistor, 3.3KQ 3 - RST-014
R47-R48 | Resistor, 2.2KQ. 2 RST-010
R49 Resistor, 3.3KQ. " 1 RST-014
R50-R52 | Resistor, 4.7KQ - - 3 RST-005
R53-R54 | Resistor, 2.2KQ 2 "RST-010
R55-R56 Resistor, 3Q 5W 2 RST-013
R60-R80 Resistor, 2.2KQ 21 -RST-010
RN2-RN3 | Resistor sip, pack 8, 2kQ 2  SSR-003
RN4-RN5 | Resistor sip, pack 9, 27KQ - 2 SSR-002
RN6 | Resistor sip, pack 8, 2kQ _\ 1 SSR-003
" RN7-RN12 | Resistor sip, pack 9, 27KQ@ 6 - SSR-002
" RN13-RN16" | Resistor sip, pack 8, 2kQ 4 ~ SSR-004
RN17 Resistor sip, pack 9, 2. 7KQ ' 1 ~ SSR-002
- Swi Switch o 1 RST-000
U1 65C02 - C-MOS 8 Blt Mlcroprocessor 1 - EC-0009
U2 '| 27C512 - UV Erasable PROM 64KX8 1 EC-0007
U3 6164-8KX 8 Static RAM 1 EC-0008
U4 -74LS138 - LS TTL 3/8 Decoder 1 E£C-0014
us 74LS30 - LS TTL 8 Input NAND Gate . 1 EC-0016.
ueé 74L.5138 - LS TTL 3/8 Decoder . , 1 EC-0014
-U7-U8 65C22 - Versatile Interface Adapter (VIA) - 2 - EC-0010-
U9-U10 | 74LS04 - LS TTL HEX Inverter 2 EC-0012
S un 74LS74 - LS TTL Dual D-type F/F 1 - EC-0017
U12-U14 - | 8255- Programmable peripheral interface 3 EC-0018
'U15-U20 | ULN2003A - H-V, H-C Darlington array 6 EC-0021
U21-u22 LM339 - Low power quad voltage comp. 2 EC-0019 .
u23 7418373 - LS TTL Octal trans. latch. 1 EC-0023
u24 LM339 - Low power quad vol}age comp. 1 EC-0019
u26 741800 - LS TTL Quad two input NAND 1 " EC-0024
u27 MAX691 - Microprocessor supervisor 1 'EC-0022
U28-U32 - | UDN6118 - High voltage dlsplay driver .5 EC-0020
- XTAL1 Crystal, 4Mhz 1 - CRY-001
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PCA-020 DOT MATRIX CONTROLLER BOARD

Part No.

Item No. Description Qty.

BR1-BR2 Full wave bridge rectifier, 200V 1A 2 ‘REC-002
C1-C35 Capacitor, 0.1pf 35 CAP-010
C36 Capacitor, 10uf 1 CAP-007
c101 Capacitor, 0.01uf 1 CAP-011
C102 Capacitor, 22uf 1 CAP-002
Cc103 Capacitor, 0.01uf 1 CAP-011
C104 Capacitor, 220pf 1 CAP-017
C105-C106 | Capacitor, 0.01uf 2 .CAP-011
ci107 Capacitor, 22uf 1 - CAP-002
C108-C109 | Capacitor, 150uf 2 CAP-018
C110-C112 | Capacitor, 0.22uf 3 CAP-019
Dz1-DZ2 | Zener, 3.9V 2 ZEN-004
DzZ3 Zener, 68V 1 . ZEN-005
Dz4 Zener, 13V 1 . ZEN-003
DZ5 Zener, 112V 1 'ZEN-002
Dz6 Zener, 13V 1 ~ZEN-003
D1-D2 Diode, 1N4154 2 DDS-007
EPSEL1 Sip male header 3 pin 1 "SPH-001
EPSEL2 Sip male header 3 pin 1 SPH-001
SEL64 Sip male header 3 pin 1 "SPH-001
INPUT Header, Double row 20 pin (2X10) 1 RBC-001
J101 Header, molex .156" 5 pin 1 HDR-009
J102 Header, molex .156" 4 pin 1 HDR-012
J103 Header, molex .156" 8 pin 1 - HDR-003
LED1-LED2 | Light emitting diode 2 DDS-003
L1 Inductor, 3A coil -- 1 CLL-020
Qi Transistor, PNP, 2N5401 1 . TRZ-009
Q2 Transistor, NPN, 2N5551 _ 1 TRZ-006
Qs Transistor, NPN, MJE15050 1 TRZ-008
Q4 | Transistor, PNP, MUE15031 . 1 TRZ-010
Q5 Transistor, NPN, BU407 1 TRZ-007

"REG1 | Voltage regulator positive, 7812 1 _
RN1-RN2 | Resistor, sip pack 8, 10K 2 SSR-005
R1-R2 Resistor, 200Q 2 RST-024
R3 Resistor, 5609 1 RST-025
R4 Resistor, 1KQ 1 RST-026
RS Resistor, 4.7KQ 1 RST-005
R6 Resistor, 47KQ 1 -RST-028
R101 | Resistor, 470Q 1 RST-029
R102-R103 | Resistor, 47KQ 1 W 2 ‘RST-027
R104-R105 | Resistor, 1.5KQ 1/2W 2 RST-030
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PCA-020 DOT MATRIX CONTROLLER BOARD

Part No.

Item No. Description Qty.
R106 Resistor, 47KQ 1 RST-028
R107 Resistor, 10KQ2 1 RST-007
S1 Header, sip male 2 pin 1
U1 7404, Hex inverter 1 EC-0011
u2 741574, LS TTL Dual D-type F/F 1 EC-0017
U3 8031, 8 Bit microprocessor 1 EC-0031
U4 27C256, UV erasable prom 32K X 8 1 EPM-004
us, ue 27C040, CMOS UV erasable prom 512K X 8 2 EPM-003
u7 62256, CMOS Static RAM 1 EC-0026 -
us 74L.8373, LS TTL Octal transparent latch 1 EC-0023
u9 | 74LS08, LS TTL QUAD 2 input AND gate 1 EC-0013
u1o 74LS32, LS TTL QUAD 2 input OR gate 1 EC-0003
ut1 741.S04, LS TTL Hex inverter 1 EC-0012
ut2 74LS138, LS TTL 3/8 Decoder 1 EC-0014
U13 74L.S245, LS TTL Octal Bus transceiver 1 EC-0015
U14-U17 74LS157, LS TTL QUAD 2 to 1 multiplexer 4 EC-0028
uis 74LS191, LS TTL Binary up/down counter 1 EC-0029
U19 74LS191, LS TTL Binary up/down counter 1 EC-0029
u20 74LS151, LS TTL 8 to 1 multiplexer 1 EC-0027
U21-u23 4520, CMOS binary dual up counter 3 EC-0025
u24 74L.S08, LS TTL QUAD 2 input AND gate 1 EC-0013
u25 74LS04, LS TTL Hex inverter 1 EC-0012
u26 74LS74, LS TTL DUAL D-Type F/F 1 EC-0017
- u27 741832, LS TTL QUAD 2 input OR gate 1 EC-0003
U28-u29 74L.S191, LS TTL binary up/down counter 2 EC-0029
U30-U34 7408374, LS TTL Octal F/F 5 EC-0030
u3s 74L.S08, LS TTL QUAD 2 input AND gate 1 EC-0013
X1 Crystal, 12Mhz 1 " CRY-002
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PCA-007 FLASHER RELAY BOARD

item No. Description Qty. Part No.
Ct Capacitor, .1uF 50V 1 CAP-010
D1 Diode, 1N4004 1 DDS-001
HP1 Panduit header .156" 4 pin 1 HDR-012

HP2 Panduit header .156" 5 pin 1 HDR-009
R1 Resistor, .47Q, 10W, 5% 1 - RST-016

R2 Resistor, 681Q, 1% 1 RST-021
R3 Resistor, 5.62KQ, 1% 1 - RST-020
R4 Resistor, 100KQ, 5% 1 RST-018
RS Resistor, 2.2KQ, 5% 1 RST-010
R6 Resistor, 5.62KQ, 1% 1 RST-020
R7 ‘Resistor, 5622, 1% 1 - RST-019
R8 Resistor, 82.52, 1% 1 - RST-017
RL1 Relay, 24V coil 1 REL-002
U1 LM358, Dual op amp 1 -EC-0030
U2 1 EC-0031

H11G3, OPTO isolator darlington output
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PCA-019A

ltem No. Description Qty. Part No.
BR1,BR2 Full wave bridge rectifier, 25 Amp 2 REC-001
BR3 Full wave bridge rectifier, 4 Amp 1 - REC-004
Ci1 Capacitor, 33,000uF 1 CAP-005
Cc2 Capacitor, 10,000uF 1 CAP-004
C3 Capacitor, 33,000uF 1 . CAP-005
C4 Capacitor, 22uF 1 CAP-002
Cs5,Cé Capacitor, 100uF 2 CAP-003
c7 Capacitor, 22uF" 1 . CAP-002
D1, D2 Diode, 1N4004 2 - DDS-001
D3, D4 Diode, 1N5404 2 DDS-002
F1 5 Amp, Slo-Blo 1 FUS-001
F2 5 Amp, Slo-Blo- 1 FUS-001

F3 1 Amp, Slo-Blo 1 FUS-004.
Fa 1 Amp, Slo-Blo 1 FUS-004
F5 0.5 Amp, Slo-Blo 1 FUS-005

F6 2.5 Amp, Slo-Blo 1 * FUS-010

F7 15 Amp, Slo-Blo 1 FUS-006

F8 8 Amp, Slo-Blo 1 FUS-002
F9 8 Amp, Slo-Blo 1 ~ FUS-002
F10 8 Amp, Slo-Blo 1 - FUS-002
Fi1 3 Amp, Slo-Blo 1 FUS-008
F12 3 Amp, Slo-Blo 1 FUS-008
LD1, LD2 Light emitting diode 2 DDS-003 -
LD3, LD4 Light emitting diode 2 DDS-003
LDS Light emitting diode 1 " DDS-003
REG1, REG2 | Positive voltage regulator - LM3507 2 . PVR-001
PP1 Header, Molex .156" 16 pin 1 - HDR-006
PP2 Header, Molex .156" 14 pin 1 HDR-005
PP3,PP4 Header, Molex .156" 8 pin 2 HDR-003
PP5 Header, Molex .156" 3 pin 1 HDR-001
PP6 Header, Molex .156" 6 pin 1 - HDR-002
PP7 Header, Molex .156" 10 pin 1 HDR-004
PP8 Header, Molex .156" 8 pin 1 HDR-003
PP9,PP10 | Molex connector 9 pin 2 CNN-MO05
PP11 Molex connector 12 pin 1 CNN-M04
R1, R2 Resistor, 330Q 2 RST-003
R3 Resistor, 820Q 1 RST-006
R4 Resistor, 4.7KQ 1 RST-005
RS Resistor, 1.5KQ 1 RST-001
Ré Resistor, 220Q 1 RST-002
R7. Resistor, 390Q 1 '~ RST-004
R8 Resistor, 1.5KQ 1 . RST-001
R9 Resistor, 220Q 1 RST-002
VR1, VR2 Potentiometer, 1KQ 2 PTM-001
5-11
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PCA-008 SOUND BOARD

- Part Nb.

Item No. Description Qty.
AROM?1 2 Meg EPROM 1 EMP-003
AROM2 2 Meg EPROM 1 EMP-003- .
AROMS3 2 Meg EPROM 1 EMP-003.
AROMO 2 Meg EPROM . 1 EMP-003
C101-C104 | Capacitor, 18pF, 50WVDC, AX., CER. 4 CAP-015
C105-C106 | Capacitor, 2200pF, SOWVDC, AX,, CER. 2 CAP-016
C107-C111 | Capacitor, 4.7uF, 25WVDC, RAD., ELEC. 5 - CAP-017"
c112 Capacitor, 22uF, 16WVDC, RAD., ELEC. 1 -CAP-018:
C113 Capacitor, 220uF, 10WVDC, RAD.,, ELEC. 1 CAP-019*
C114 Capacitor, 1000uF, 25WVDC, RAD., ELEC. 1 CAP-020 - .
C115-C117 | Capacitor, 0.1uF, SOWVDC, AX,, CER. 3 CAP-014
Cc118 Capacitor, 22uF, 16WVDC, RAD., ELEC. 1 CAP-018
Cc119 Capacitor, 220uF, 10WVDC, RAD., ELEC. 1 CAP-019
C120 Capacitor, 1000uF, 25WVDC, RAD., ELEC. 1 CAP-020.
C121-C123 | Capacitor, 0.1uF, SOWVDC, AX,, CER. 3 'CAP-014"
C124 Capacitor, 22uF, 16WVDC, RAD., ELEC. 1 CAP-018
C125 Capacitor, 220uF, 10WVDC, RAD., ELEC. 1 "CAP-019
C126 Capacitor, 1000uF, 25WVDC, RAD., ELEC. 1 -CAP-020
C127-C130 | Capacitor, 0.1uF, 50WVDC, AX., CER. 4 CAP-014
C131 Capacitor, 82pF, 50WVDC, AX., CER. 1 CAP-021
CPARO Capacitor, 0.1uF, 50WVDC, AX., CER. 1 CAP-014
CPAR1 Capacitor, 0.1uF, S0WVDC, AX,, CER. 1 CAP-014
CPAR2 Capacitor, 0.1uF, 50WVDC, AX., CER. 1 CAP-015
CPAR3 Capacitor, 0.1uF, 50WVDC, AX,, CER. 1 CAP-016
CP101-CP130 | Capacitor, 0.1uF, 50WVDC, AX., CER. 30 CAP-014
CR101 Light emitting diode 1 . LED-001
CR102-CR103 | Diode, 1N4001 2 DDS-001~
JP103 Jumper 1 JMP-001 .
JP106 Jumper v 1 JMP-001
J1 Header, Molex .100" 4 pin 1 HDR-012
J2 Header, Molex .156" 6 pin 1 HRD-002
J3 Header, Molex .156" 7 pin 1 HDR-014
Ja Header, Molex .156" 4 pin 1 HDR-015
J5 Header, Molex .100" 20 pin (2X10) 1 HDR-013
Q101-Q102 | Transistor, NPN 2N3904 2 NPN-001
RP101 Resistor, 4.7KQ 1 RPA-001
R101-R102 | Resistor, 1.2KQ 2 CRF-001
R103 Resistor, 1KQ 1 CRF-005
R104 Resistor, 100Q 1 CRF-002
R105 Resistor, 1KQ 1 CRF-005
R106 | Resistor, 100Q 1 CRF-002
R107-R108 | Resistor, 2.2KQ 2 CRF-003
R109 Resistor, 100Q 1 CRF-002
R113-R114 | Resistor, 220Q 2 CRF-004
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PCA-008 SOUND BOARD

-

item No. Description Qty. Part No.
R115-R116 | Resistor, 1KQ 2" CRF-005
U101 | MC68BO9P, 1 MCV-001
u102 27C512 1 . EC-0007
U103 6164 1 EC-0008
U104 16L8 1 EC-0025
U105-U107 | 74LS574 3 EC-0026
u108 7418541 1 EC-0027
U109 7415273 1 EC-0002
U110 74LS74 1 EC-0017
U111 74LS541 1 EC-0027
U112 74LS125 1 EC-0028
U113 BSMT2000 1 EC-0029
U114-U116 | 74LS574 3 EC-0026
U117 74F139 1 EC-0030
U118-U119 | 74LS165 2 EC-0031
U120 74LS139 1 EC-0032
U121-U122 | 74LS74 2 EC-0017
U123 TDA1543 1 EC-0033
U124 LM833 1 EC-0034
U125-U127 | MB3730A 3 EC-0035
U128 MAX699 1 MAX-001
U129 4020 1 EC-0036
U130 74L.S541 1 EC-0027
X101 Crystal, 8MHz 1 CRY-002
X102 Crystal, 24FMHz 1 CRY-003
5-14 ’
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AKN-002 BACK PANEL KICKER ASSEMBLY

item No. Description Qty. Part No.
1 #8-32 X 5/16 PPH W/SEMS MS 2 HSM-017
2 Kicker bracket 1 BSL-056
3 Coil stop bracket 1 BSL-055
4 Bumper grommet 1 RBR-001
5 Plunger 1 PLN-006
6 Spring 1 SRG-005
7 Coil mounting bracket 1 BSL-031
8 Sleeve 1 SLC-004
9 Coil kicker 1 CLL-007
10 Washer, spring 1 SPW-001
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ABR-002 BALL RELEASE ASSEMBLY

item No. | Description Qty. - Part No.
1 “Wireform 1 WRE-006
2 { E-Ring 4 - HRG-005
3 Spring _ 1 - SOT-001
4 ‘Link &plunger assembly 1 ~ LAP-006
5 Cup washer 1. - CWH-003
6 Spring 1 SRG-007
7 | Bracket mounting 1 BSL-031
8 | Gate assembly 1 AGT-001
9 Coil ' 1 CLL-004
10 Base assembly 1 ABP-002
11 Sleeve 4 SLC-006
12 | #8-32 X 1/4 HWH SEMS 1 ‘HSM-018
13 Stop stud assembly 1 ASS-005
5-16
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AVB-001 (LEFT) BUMP BUTTON ASSEMBLY
AVB-002 (RIGHT) BUMP BUTTON ASSEMBLY

Item No. Description Qty. Part No.
1 Armature plate assembly 1 AAP-001
2 #8-32X1/2 PPH MS 1 HMS-015 .
3 Coil mount 1 BSS-053 -
4 _Wire form flipper button 1 WRE-010
5 Pal nut 1 PNT-001
6 Flipper button assembly 1 FBT-009
7 #6 X 1/2 HEX Wash HD (type AB) 2 HST-004
8 Coil 1 CLL-001
9 Spring 1 SPR-001
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~ FDR-050 COIN DOOR ASSEMBLY

Item No.

- Description

Part No.

1

Coin door assembly including hinge and
Frame '

Note: Cash box is not included with this -

part

" FDR-050
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AKN-001 KNOCKER ASSEMBLY

ltem No. Description Qty. Part No.

1 Knocker 1 AKN-001

2 Coil 1 CLL-006

3 Sleeve 1 SLC-008

CKA-003 KICKBACK ASSEMBLY

| ltem No. Description Qty. Part No.
1 Kickback assembly 1 CKA-003

2 Coil 1 CLL-008

3 Sleeve 1 SLC-008
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AFF-L02 (LEFT) FLIPPER ASSEMBLY

" AFF-R02 (RIGHT) FLIPPER ASSEMBLY
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AFF-L02 FLIPPER (LEFT) ASSEMBLY

item No. Description Qty. Part No.
1 Plunger stop bracket 1 BSL-027
2 Bumper grommet 1 RBR-001.
3 Bushing 1 BRG-001
4 E-Ring 5144-18 2 HRG-001
5 Link & Plunger assembly 1 LAP-001
6 Spring 1 SRG-001
7 Coil mount bracket assembly 1 CBA-001-
8 #8-32 X 3/8 HEX Washer HD (type B) 6 HTT-005
9 Coil 1 CLL-015.
10 Sleeve 1 SLC-001
11 1 Stop stud assembly 1 ASS-002
12 #10 Spilit lock washer 2 HLW-010
13 #10-32 X 3/8 Socket HD CAP 4 HSP-003
14 Actuator bearing 1 SLV-001
15-L Pivot yoke (left) 1 PYA-LO1
15-R Pivot yoke (right) 1 PYA-RO1
16-L Flipper base assembily (left) 1 FBA-LO1
16-R Flipper base assembly (right) 1 FBA-RO1
17 Flipper shaft bushing 1 FSB-001
18 #6-32 X 3/8 HEX Washer HD (type B) 3 HTT-004
19 Flipper bat assembly 1 FBB-005
20 Capacitor (Tl 2.2K 250VDC) 1 CAP-001
21 #5-40 X 5/8 PPH MS 2 HMS-004 -
22 Clamp plate 1 SWP-001
23 Mounting bracket 1 BSL-032
24 Switch (End of stroke) 1 FLS-002 =
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~ ABR-001 OUTHOLE KICKER ASSEMBLY

| tem No. Description | Qty. | PartNo.
1 | outhole kicker | ‘ 1 ABR-001
2 | coi 1 CLL-006
3 | Sleeve 1

sLc-008 |

5-22
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ABM-004 POP BUMPER ASSEMBLY

-

ltem No. Description Qty. Part No.

1 Pop Bumper 1 ABM-004

2 | Coil 1 CLL-006

3 Sleeve 1 SLC-008
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AMS-001 OUTHOLE SWITCH ASSEMBLY

item No.

Description Qty. - Part No.
1 #4-40 X 5/8 PPH MS 6 HMS-003
2 Micro switch 3. MSW-008
3 | #6-32 Hex nut keps . 6 HNK-001
4 | #6 X 1/4 PPH (Type AB) 3 HST-005
5 Switch actuator right 1 - WRE-009
6 1 Wire fulcrum right 1 - BSU-030
7 Switch actuator left 2 . WRE-008
8 Wire fulcrum left 2 'BSU-029
9 | Mounting bracket 1 ‘ABS-003
10 | #4-40 Elastic stop nut: 6 ‘HNE-001
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ABK-006 SLINGSHOT KICKER ASSEMBLY

S TIN OV N A0 N BN O G NN N U R N am aay e e
t

Item No. Description Qty. Part No.
1 Kicker arm assembly 1 SLA-009:
2 E-Ring 5144-18 1 HRG-001
3 E-Ring 5144-21 1. ‘HRG-002
4 Link & plunger assembly 1 LAP-001
5 Cup washer 1 CWH-001
6 Spring 1 SRG-005
7 Stop stud assembly 1 ASS-004
8 Coil 1 CLL-006
9 Sleeve 1 - SLC-006
10 Mounting bracket 1 BSL-031
11 #8-32 X 3/8 HEX Washer HD MS 2 HMS-019
12 Standup switch assembly 1 STR-001
13 #6-32 X 5/8 PPH MS 1 HMS-028
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| Sleeve

sLc-005 | |

~ CKA-002 PLUNGER KICKER ASSEMBLY -
| Item No. Descr'iption' Qty. Part No.
1 Plungef kicker assembly 1 CKA-002
2 | cCoil 1 CLL-009
3 1

5-26
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AKN-001 VERTICAL UPKICKER ASSEMBLY

ltem No. Description Qty. Part No.
1 Coil 1 CLL-007
2 Mounting bracket 1 BSL-043
3 Actuator wire 1 WRE-011
4 #8-32 X 5/16 HWH W/INT. SEMS MS 2 HSM-017
5 Sleeve 1 SLC-003
6 Wire guide 1 BSzZ-018
7 Bracket mounting 1 BSL-042
8 Micro switch 1 MSW-004
9 Spring 1 SRG-005
10 #2-56 X 3/8 PPH W/INT. SEMS MS 2 HSM-001
11 Plunger assembly 1 PLN-006
12 Rubber grommet 1 RBR-001
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'ASS-006 SPINNING RAMP MOTOR ASSEMBLY
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ASS-006 SPINNING RAMP MOTOR ASSEMBLY

item No. Description Qty. | PartNo.
1 #8-32 X 3/8 Flat HD MS 3 HMS-037
2 Disk 1 BSF-019.
3 #8 X 1/2 Hex Wash HD WS 4 HST-016
4 Schroud (left) 1 ASS-009
5 -| Bushing 1 .PVB-002
6 #8 Cone PT (W/Locking nylon) 1 HSS-002
7 Schroud (right) 1 ASS-010
8 Ball guide assembly 1 ABG-013
9 Standup target assembly (left) 1 ASS-012
10 #8 T-nut 4 HTN-003
11 '#5-40 X 5/8 Phil Pan HD MS 8 HMS-005
12 Standup target bracket 2 BSS-064
13 #6 X 1/2 HEX Washer HD 8 HST-004
14 Motor bracket 1 BSS-036
15 #8 -32 X 5/8 HEX Washer HD MS 4 HMS-036
16 Motor 1 MTR-001
17 #8-32 X 3/8 HEX Wash HD W/EXT.SEMS 4 HSM-013
18 Standup target assembly (right) 1 ASS-011
19 #8-32 Elastic stop nut 3 HNE-002
20 #8 Washer 3 HWA-003
21 Spacer 1 3/4" (#6 Hole) 4 SPA-001.
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LAMP SOCKETS -

'LBK-002

LBK-003

LBK-004

- 5-30

.



5-31

MSA-006
MSW-009
MSW-013

SWITCHES

MSA-005
MSW-007
MSW-011




SWITCHES

LSW-001

STR-001 STR-005

STR-004 (YELLOW) .
STR-002 (RED)

CONNECTORS |
Description Qty. | Part No.
156" End 4 pin 1 C18-E04
156" End 5 pin 1 | C18-E05

|.156" End 8 pin 4 | C18-E08
.156" End 16 pin 1 | C18-E16
156" Thru 2 pin 1 1.C18-T02
1.156" Thru 4 pin 2 | C18-TO4
156" Thru 7 pin 1 | C18-T07
.156" Thru 14 pin 1. | C18-T14
.156" End 5 pin 2 C22-E05
1.156" End 6 pin 3 | C22-E06
156" End 9 pin 2 | C22-E09
156" End 12 pin 1 | C22-E12
156" End 14 pin 2 | C22-E14
.156" End 16 pin 2 | C22-E16
156" End 17 pin 2 C22-E17
.100" Center 15 pin| 1 C22-F15
1.156" Thru10pin | 1 C22-T10
|.156* Thru16pin | 1 | C22-T16
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MISCELLANEOUS PARTS

MLT-012

PFP-002

PFP-027

_
il

:

2
v

PST-004

é
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PARTS NOT SHOWN

Description Qty. Part No.

Back box bolt 3/8" - 24 X2 1/2" 1 HCB-012
Back box hinge. (left) 1 BSL-049 .
Back box hinge (right) 1 BSL-050 .

| Back glass 1 GTD-004
Cashbox B CAS-001
Cash box cover 1 -~ CBC-002
Cash box lock piate 1 ' BSF-008
Flipper button 2 FBT-009
Front molding assembly 1 AFM-002.
Glass (must be tempered) 21" X43"X 3/1 6" 1 GLC-004

| Leg -4 -~ LEG-001
Leg bolt 3/8" - 16 X21/2" 8 HCB-007
Leg levelers (long) 2 - LEV-001.
Leg leveler (short) 2 LEV-002

| Lock down channel 1 LKD-002
On / Off switch assembly 1 ANF-001
Pinball 3 ~ BAL-001
Plum bob w/screw - 1 PLM-001
Power transformer . 1 TRN-003
Side molding (left side) 1 MAS-005
Side molding (right side) 1 MAS-004
Shooter button 1 SHB-001

| Speaker grill 6" X 6" 1 SGS-004

Speaker grill 8" X 8" 1 SGS-006

- Start button 1 CBB-001
Test switch assembly 1 AST-001
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C.P.U. L.E.D. flashes intermittently
To help in diagnosing errors in the C.P.U. the L.E.D. will ﬂash a code to help

determine where the problem is coming from. If the L.E.D. is flashing at a normal rate
of 1 Flash per second the C.P.U. is functioning properly.

2 Quick flashes and stops - R.O.M. error

3 Quick flashes and stops - Switch returns or U7, 6522

4 Quick flashes and stops - 4 Direct switches or U7, 6522

5 Quick flashes and stops - U8, 6522

1 No flash - 5V missing or 20V missing

On all the time - EPROM missing or Bad

Coll not energizing '
First check to see if the coil and driver is in workmg condition. To check conl and dnver
use test T.10 and find the corresponding coil in the sub-menu of coils. If the coil does
not energize, using a jumper try grounding out the corresponding transistor using a -
quick tap to the drain which is the large metal part of the transistor to see if the coil .
energizes. Do not hold the jumper to the drain (large metal part) there is a good possi-
bility of burning up the coil. If the coil energizes replace transistor or. C.P.U. If it does:
not energize & wiring has good continuity, replace the coil. .
If the coil and driver function properly, check to see if the control switch for that ‘
corresponding coil works. To check for a bad switch use test T.6 and close the switch
with a pinball to see if it reads properly. If there is no continuity replace the switch. If
there is continuity check to see if the pinball is actually closmg the switch. .Tweak wire
form or switch arm to get a proper closure. :

Switch not being read
To check for a bad switch use test T.6 and close the switch with a pinball to see if -
it reads properly. If there is no continuity replace the switch.

Flasher not flashing '

The flasher is protected by the Flasher relay board which turns off power to all
flasher sections in the case of a short. First check the F7 fuse on the power supply.
Unplug the fiashers to the backbox. If the flashers on the playfield work then the flash-
ers in the backbox may have a short. If they still don't work there may be a short in the
playfield flashers. Check each flasher section to see if there is a short and repair as.
needed. If no shortis found replace Flasher relay board.

If additional assistance please feel free to call our service staff at 1-800-858-F L | P.
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‘The C.P.U. EP’ROM) reads AGO3/RO01 it is divided into two seperate parts.

C.P.U./ DRIVER BOARD

Page 1 of4

Game ROM sum‘mary

Board identification Socket # ~ Type Part #

| C.P.U. / Driver board U2 27C512 EPM-GO1

- To order a replacement CPU, Dot matrix, or Sound ROM(S) from an autho-
~rizes Alvin G. & CO. distributor, specify the part number & information indicat-

ed on the ROM label.

AGO03 = World Tour
RO1 = Revision 1
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Game ROM summary

| Board |dent|f|cat|on - Socket # Type Part#
_| Dot matrix controller U4 27C512 | EPM-DOf1
1 ’ - us 27C020 EPM-DO02

ue 27C020  EPM-D0O3

To order a replacemént CPU, ’Dot matrix, or Sound ROM(S) from an autho-
rizes Alvin G. & CO. distributor, specify the part number & information indicat-
ed on the ROM label. |

The C.P.U. EPROM reads AGO3/R01 it is divided into two seperate parts.

AGO03 = World Tour
R0O1 = Revision 1

Game jumper summary

. 2 10 | abey S
advOod HIT10HLNOD XIH1VIN 1L0d

Board identification Jumper # Factory setting
- | Dot matrix controller EPSEL1 Pin 1 & Pin 2
EPSEL2 Pin1 &Pin 2
SEL 64 Pin2&Pin3
S1 Pin1 &Pin2
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i1 Game ROM summary O
g 3 Board ldentuﬁcatlon Socket # Type Part# C .
l L Sound board - U102 250512 EPMSOT | B & , |
o AROMO 27C020  EPM-S02 s O | .
l : AROM1 ' 27C020 EPM-S03 ; o 1
. . AROM2 - 27C020 EPM-S04 o O -
, AROMS 27C020 EPM-S05 > .
I To order a replacement CPU, Dot matrix, or Sound ROM(S) from an autho- e i
- rizes Alvin G. & CO. distributor, specify the part number & information lndlcat- w)
l ed on the ROM label.- i
o ) - $
e The-C.P.U. EPROM reads AG03/R01 it is divided into two seperate parts. J‘Q »
! _ ,A.GQS = World Tour | f"* i
- RO1 = Revu3|on1 4
#
I‘ 2 A
| Game jumper summary 4
' _ Board identification Jumper # Factory setting g
©~ - - - - |Soundboard  _ . JP101 ~ Open %
- : JP102 ~ Open ~ T oo _ o
l JP103 Jumpered ot
: JP104 Open 0
S JP105 Open i
l : JP106 - Jumpered N
. )
3
' 7-19 f
l ’ ..'1
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34 P 1 18 _RBS) RAZ 9 17 _RD1 | RAD 3 o3
e D2 Q2 A3 03 L A A = el
35 N FPD2 21 53 17 _RBS2 | RA4 8] a2 o4 H18 R RAg A4 04 AR
36, P2 751 o4 gi 16 _RBS3 T RAS 7] as os |19 RDIS RAS A5 0% |19 _RO1S ﬂ
55X N PO2 X 5 RBS4 : RAG 6 20 RD14 RAS A6 06 |29 RD14
27 D $ios os : A6 06 5 [ & 21 _RD15_/
{ 38 NPD5 171 S Qe [ 14 RBSS5 TNV RA7 51,5 o7 |21 RD15 RA7 51 %7 oy 5
39 NFDé TN e 3, TN/ RABT 271 8 L RAB 271 g
X sp7 ___ve] 27 975X i PrAas 26148 RAD 26| oS
B8SMT2000 - i PRAWO 23107, V RAIO 231 74
: RA1I__ 251 % RA1I__ 251 219
[ : RA12 4 A.:; RAIZ A2
: RAI3 281 .5 RAI3 28 "5
/ : RA14 291 /07 ;2 ; FIERASA :
Ve : RATS 31 012 A1S i
_/ ! RBSO 2| 1a RBSO 2] 4% ;
¢ VRBSIT 30 A17 RBS 30] 215 !
. 4as< 2 " 31] s Rgg: :;1 F i
3 3
; “BSMTA - //35 =] H ate RBS3 A9 i
BSMTD= B 22| —
s ¢ 2l 237 SE
1| BRO- ] 4 ¥3 b—2x i o |
SZFEI35 4 ARO— [ = 270806 = 27080
uze E S ARI= . / v+
i 6§ _ARZ2=
‘ D5 ARS—
7 G Y3p s ARSI SPEAKER OUT
i - = 74LS139 OMDAT A ] grizs I, 000U "
- Zuss DO TERE  seeadlo
. - 4 MOLEX
. PRELA [y v SPRRL
-
- PKRL+ [,
vee o—yt [ £ 2] cg T oUTH Y Teis —— 2
| 3 R s Ot SPKRL 2
< " +.C112 UT~ s — 4
fea ' E%‘f:-voc_r BYPASS D O P
X L Cn M83730A (2 L T- c117 —
8 vee c109 RADIAL 7= 9200F TR 6MGF AN 6.uF ¢
S PREL . ELECT. 6.3WVDC !
i od J’ ' T ¥ WéADIAL .
€ :
R104 4.7uF - :
(F; 4 vizia VOL 4'3}33 100 ;i“é\éaf I cPi127 1‘_;&38“"’_
H oM 2 P42 2/p p ol—S2¥S 47K ELECT GGk FRASWYOC
R i7 U127 RADIAL
cLk an }—Tx 350k R107 PRECA [ " ELECT.
INH__ c = s SPKRC+
SH/LD £ ar—5x ; 10K £ac 2] 0 T oouTs I ciz7
; 74LS65 Y FaLsva vee G S 0.3uF
| bac- ; i il dice 3|avenss §oor | S
: 7 I ] vne ouT &3WVDC _|+ c125 M83730A_J_c~.23 1 ci2e
- SD. . 4.7uf RADIAL 220uF O.1uF O.1uF
. : c111 ELECT. 83WVvDC v+
. 6wvpe | J1 |
E Xi RADTAL RADIAL
P 1 ELECT. ELECT R |
Pl 2] 8BSk il 7 _VREF I I odouE
i Il ; 3] gara IR T ci30 1EWVDC | gri2g 25WVDC l
G l O.1uF RADIAL |7 U126 O.1uF RADIAL :
¥ N ) " € AOR 22-23-2041 ELECT. 4 ELECT. ]
’ . D fj40 cros MOLEX PRERA AR v 6 sp
= U248 ) KRR+
1 ‘ F OA1943 ; l’ ~~7 - I FBR B TouTe ey
i e S ‘__6‘;‘)_‘ cio s 8.1uF
: 1 = I 1 M833 XAy R108 - tSne _L_l B8YPASS D OUT- —24¢ PIRR=
]
: RADIAL i 63wWVvDC _l+ c119 vB3730A_]_ ci22 _
! i [ R02 | ELECT. oK RIS mwibe @RADIAL 385 " 0.1GF Sior
1 1.2K os RADIAL ELECT. 6.3WVDC
i - |{ 106 vor Rl ELECT. RADIAL
P ¢ 1\ 2200pF 4. 7K ELECT.
i
|
b vee ‘
1 i U113 Uit u1Is uls U7 u11e U119 U120 U2 U123 V30 AROMO AROMI AROM2  AROM3 V+ U124 _
14 32 32 32
i Lo 420 420 16 4‘ 16 i —2 . Alvin G. & Company
: i o ] l cPI6 7 cene CP119 _LCP120 cpi21 _1_cPiz3 cPI130 CPARO CPARY _J_CPAaz CPAR3 cPi24 . '
| ‘/I‘< ShU2 =808 SRUg 3. 1uF S.1uF S.ufF G.1GF O.1uF G.1GF 0.1UF S.1uF S.1uF /v\o 1uF S.uF S.1GF ;‘:j’ro‘ze Mo “;:"“:0160
‘ ! T ! i "ﬂ 4 Size[Document Number /Tlitle REV
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PLUG AC MALE § | 5 OPTIONAL POWER CONNECTIONS
- SERVICE OUTLET
i .
) I POWER CHASSIS
) | N T s . _
W = AF
! ! Foe 110VAC (RED) 100VAC (BRN) | POWER TRANSFORMER
. '
POWER SWITCH ! '
LINE |—t 777 | - ; 1> . TRN-003
L BLK/BIK _BLK/BLK BLK/BLK b4 ;
] - 1
| FILTER | g ' o !
R o WHT/WHT _{(WHT/WHT, ' M3 é,__ i
c Power i f ; tlde ! ! WHT/RED __SIVAC _ j
onnector /77 L WHT/WHT. . l e z ; :
L T
§ ll —1 s ¥ ' H
1 o 3 3 110V RED/R __WHT/RED SIVAGC RET 1 a
S TTTTEmmmEEEE T T v
U __60VAC :
ALt G.I. LAMPS ON COIN - (ORG) ! i - BL/BLU _ 60V P P
_______________ . DOOR #555 BULB j 5 ' 100V _GRN/GRN
'ttt : -~ 1
! . ! ALL LAMPS FOR START AND ¥ 4
: COIN DOOR i SHOOTER BUTTONS #S55 BuLs H .6OVAC RETY o
[l ! A 1 .
' BLk/BLk | H , - é'h_ VIO/VIO. P8VAC 12
S BLU/GRN
' E BLU/GRY I. TO FLIPPER COILS ! % !
: H h { VIO/VIO _98VAC RET.,q
' [l ______cry/veL | WHT/BRN__ | ! . H
: : Qe i : z Im WHT RN . __1| WHT/WHT IGVAC - ‘i‘
n ,
‘ . j 0 ) W’J‘ N \f . (VEZ) | .
NS ' \ .
: o-0.4- o~ ! ( D i . : WHT/WHT __16VAC RET. 5
' - .
' BEGIN TEST l SERVICE CREDITS sy : C Y ! YEL/WHT __16VACT .
] N, . . ; YEL/WH SvAaC |
H : Q e ‘E mronT o § RIGH v l é,——“
: ; FLIPPER FLIPPER LEI B
: . ) \BUTTON \BUTToN ‘( FL. IPPER \ FLIPPER _\ TILT T w1 ey R
! WHT/RED H BUTTON BUTTON : X N i YEL/WHT _ 1SVAC REXJ 4
' i ! 7 GRI/GRN. 2VAC .. 1 °
i L ¢ )
H i N H i
K H 4 RN/GRY. CTTTTETommomEm e [ 8 i :
. :o"———— ! RN/GRY ' RN/V. | For 210VAC (PUR) ! GRN/GRN___9VAC RET, 9|
l
; Lo i : . [ 9 GRY/CRY 13VAC E—
' [TV U oy ! . 2 ; 9
! nMy nu. g I K To FLIPPER RELAY ' M.ﬂ '
[ O-Nasd- oDt ! L : 1 :
' VOLUME + VOLUME ~ H CAPACITORS ON FLIPPER . > é,_
! H SWITCHES ARE O.F SO0V : ! 4 !
= ' " § WHT/WHT : '
: . ‘ ) . LI
! WHT/BRN ! )? e ——m - ———t ]
. .
H B it e bty ! i 3 | "For 220VAC (GRN) | '
1 ‘ +
) ! ! | BLK/BLK ¥ UUWHT | SVAC
: : : IS R : -——{E : REQ/WHT "6VAC
' H H . N . t 3 '
' H 0 SRN/BRN H } N ; H : :3 i ; .
EXTRA 1 . ¢ { t | =3 év_‘
5 Comn | LEFT coxw : : . E . ! il RS S
' H ¢ H SHOOTER | H U WHT/WHT : o : S
' - - ¢ SHOOTER BUTTON ! ICREDIT] ' t
: _GRN/YEL | ¢ : ] ] v : s : P Jo
! N ‘ ' BUTTON : l ! IBUTTON : :
SRMIORG | .
\ SRNZBED. ! frmmmm e - - to-mm- 1 [ 4 Molex 9pin Molex 12pln~Receptacie
\ GRN/BLK | ‘ | For 240vAC (BLU) ! Raceptacie To Power Supply PPN
h
: ' H BLK, K a : .
H ] 1 3 . Moiex 9pin—Receptacie
! WHT/VIO ' H 5 ! To Power Supply PPI0
. - : ' 7| €
! 1 ' 7 I
b : ! g !
‘ !
: O.I. LAMP G.I. LAMP ' v WHT/WHT A : ) . )
! RIGHT LEFT VIO/VIO H H s ' - r Alvin G. & Company
R . '
H o ' H . P05 W. Nortn Avenue
s mmmessss s e - ! _Melrose  Pork. IL 60160
_—J
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1 I,
H . \.\(+2ovoc) VIO/WHT
! FLASHER SENSOR P )
RELAY PCB 4 J
PCA-007 3 YIQO/WHT — {+48VvDC) VIO/ORG
’ 2 t__(+48VDC) VIO/YEL
Seo Document Number 1 RED/VID Il +48V VIO K e e
DOC—-0301 (System Wiring J—‘“" v . "
Diggrom) for more ! ALL INSERT GI LAMPS h m
Informagtion _ 3 « #555 BULB ! I\ : 37
£13 ¢ (+20V] R vio _. . H . |
\/0-__.\’_1_‘24%__ . 3 (+20VDC) RED/GRN t ALL INSERT NON CONTROLLED! /_Bgs@_RN ‘
‘{+20VDC)_RED/ORG | FLASH LAMPS #545 BULB ) 1 A1H7-08 ¢ VIO/WHT
. 1/4A Slo-Blo ] ! '
To PWR Supply YEL/YEL b I ALL INSERT FLASH ULAMPS i FLASHER BUMPERS 1
Anector PP1-5/ +48VDC l 1 ' #906 BULB ' VIO/GRY
Fi5 ' ' AIHE—-09
VIQ/GRN t ALL PLAYFIELD GI ' i KICKBACK
\A ; ‘ \ LAMPS #44 BULB ' I N 18
1-1/2A Slo-8lo, f ! '
: ¢ ALL PLAYFIELD FLASH ! LK/RED
i e i LAMPS #67 BULB : ATH7--C7 o VIO/WHT §
N 1
) VIO/YEL I | ALL DIODES 1N4004 ; FLASHER BUMPERS 2
H
L
! 2A Sio-Blo
To PWR Supply Y. AMH6—-08
JCor\nggggr PP~ +48VDC POP BUMPER CENTER 19
17 f
L.__O/\vo___v;ﬂ_ga.g._ _ YTOLGRN K/OR
) Wf R AH7-06 VIO/WHT
4A Silao—Blo
.% 3 FLASHER TOP
{
Fig ‘; VIO/BLK AIH6—02
o RED/GRN VIO/ORG BUMP BUTTONS — BLU/GRN
N o ATHE—-07 20 i
1/4A Sio—-Blo POP EUMPER BOTTOM FLIPPER LEFT
! 3 K/YEL
| R \ VIO/ORG A1H7-05 VIO/WHT
Fi9 N
To External RED/BLK o/\/o RED/ORG FLASHER SIDE RAMP
Aridge Rect. +20VDC 4 15
(See System Wiring 1A Slo—Blo
Diagram,DOC—0301)
VIO/YEL B8RN/VIO BLU/GRY 21
F20 g AIH6-05 ATH6—-11 )
o\ o RED/VIO SLINGSHOT LEFT FLASHER RELAY FLIPPER RIGHT BLK/GRN
(Port of PCA-007) AIH7-04 VIO/WHT/
4A Silo—Blo VIQLGRN RED/GRN VIOLYEL,
{ FLASHER LEFT SIDE
¢
@ | ° b h
F21
To PWR Supply \WHT/BLU wHT/BLU | (. _____ i 22
onn, PP1-Q9 0" NP . VIQ/GRN BRN/GRY. RN/OR
4A Slo-Blo Left Plaoyfield ATHE-04 A1THE—10 ATHG6—15 /_B_gg&l_u
WHT/BLU GI's { SLINGSHOT RIGHT PLAYFIELD GI RELAY VERTICAL UPKICKER A1H7-03 . VIO/WHT
R
LVIOLGRY 4 GRN VIOLYEL FLASHER LEFT TOP
i
To PWR Supply N | —pP L __~"\ ~AWHT/VIO | |________ & 1 29 14
| lconn. PPi1-10 WHT/VIO . 23
| - 4A Sle-Ble Right Playfield | :
Ployfiela GI's L2 { viossLu BLU/BRN _ BRN/BLU BLK/VIO
GI Reloy '7 AI1HE-03 i ATH7—12 ATH6~12 /" AWMH7-02 y : VIO/WHT,
(See coil #16) SLINGSHOT TOP i BACKBOX GI RELAY KNOCKER
FLASHER RIGHT TOP
! @ VIOLGRH IogYEL
e F23 . ¢
To PWR Supply WHT /8RN WHT/BRN | | _____._ — .
Conn: PP1-—1; >"| 12 30 31 24 :
: X 4A Slo—8lo Top Insert
WHT /BRN . GI‘'s BLK/GRY :
BRN/YEL ... .BLU/RED BLQLOBQ\ ANH7—01 | VIQ/WHT |
{ ATHE~14 N ATH7 —11 N A1H7 -10
; POP BUMPER TOP BALL RELEASE BACK PANEL KICKER FLASHER RIGHT SIDE
i | [
Irc PWR Supply \: lﬁ ] RED/ORG VIQLYEL
Conn. PP1-16 WHT /GRY To CPU Connector Hé.HTl
: 4A Slo—8lo Bottorm Insert Scotenocid Return
H - Backbox GI's | ' 13 26 H
J GI Rela . !
{ (See Coil 16?,29) Note: There are 9 non-— :
: controlleg fiash lamps : l BRN/GRN BLK _
. in parallel with the AIHG6-13 ATH7—16 l
! Insert GI's. ‘ KICKER MOTOR RELAY VERTICAL UPKICKER 1
i
i 4 To CPU Connector H6.H7J
: B Scotencld Return i
To PoweWg _+SVAC_RETURN . BLU/VIO
Connector PP2—10 . A7 —-15
SLK/BLK S FLIPPER RELAY
To Power. Supply BLU/BLY +SVAC _RETURN 1',. R — . CONTROL LINE
, IConnector PP1-13 TO POWER GROUND _taLk/8LK | ' LEF™ \ RIGHT — — ]
: : p v FLIPPER CF1 FLIPPER CcF2 )
. [To Power Supply vIO/VIO +SVAC RETURN ___.J°} g SWITCH C.1uF  SWITCH O.1uF Alvin G. & Company
i{@qr_\n_e_Ctgr PP1=2 soov i Soov 905 W. Nortn Avenue
: [To Power Supply vIQO/VIO +SVAC RETURN TO +20VDC FROM REFR)/RE] Melrose Pork, TL 60160
nNector PRI POWER SUPPLY ¥ BLK/GRY J Size [Document Number /Titile REV
- CONNECTOR PPi-3 o FLIPPER BLUYTO D | DOC-0302 Solencia wiring Diagrem A
Date: Januory 1993 {Sheet i of 1
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A1HP9
s e

ATHP9 -9 ST3.

L

AIP9-8_ST4

__‘_J@_gi__‘. | b [ .__N._

ATHP O~ /

N A

N'ROLL ‘O’

. ) -

ROCK N°ROLL ‘L°

Ly
)
m

SUPER SKINS

T, A

ROME

MOSCow

ROCK tUROLL. 0 °
f'!’]]‘x 16
l { .
TOKYG

_AgPY-I3 sSTO RED/BRN . _ .
N
1[]! 1 (ﬁ] 2 5 L){ @ . @ .
ROCK ~'ROLL 'R’ ROCK N'ROLL ‘O° ROCK N'ROLL °'C’ ROCK NIROLL ‘K’ ROCK N'ROLL ‘R’ ROCK
REQ/BLK . -
,‘ : 10 11 1 l' 12 | 13
—-- ' 4 y 1
i
LOS ANGELES t CHICAGO NEW YORK LONDGN PARIS
10 sT=2 REQ/ORG T . i o U W
A M-, Q- E Q-
___+ ’ -
SYDNEY DOUBLE ALL SCORES TRIPLE ALL SCORES 3 MILLION'IDOLLARS BONUS HOLD

3]
‘[}] 22 |

LIGHT MUSIC VIDEO !

N

INSTANT MUITIBALL

TRIPPIN TRAGETS

REQ/GRN

LEFT W TOUR ARROW

RIGHT W TOQUR ARROW

RERQ/BLU

Ly A

ROCKIN

RAMPS LIGHTNING LOOPS

TARGET

TARGET

-—0

Ly A=

TARGET U

RAMP

=

TES

RAMF’ MUl TIBALL

PR

LOCK

—

37

VIDEO READY

A

CREDIT 8UT

TON

BRAIN DAMAGF

32

r\

TARGET 'R’

—

SHOOTER BUTTON

S‘IS X
@ 41

s A

A

—

@45

e

DT LITE XBALL

DT 3 MILLION

DY i

MILLION

|
JACKPOT CENTER |

LEFT XBALL RIGHT XBALL LEFT SPECIAL RIGHT {;SPECIAL FEEDBACK MIX ‘M MIX *T° MIX X'
AHP9-6 STE FEQ/VIO o " . - . :
[ T i T | !
| [1[] 49 ' 50 ! ‘@ 51 e ? 52 [l]] 53 { sS4 55 N| se
i . _1, — I_H__“ D +__ \ % DU, o O | ! !
‘ b TARGET XBALL DRUM SOLO BONUS

ME TAL MONSTER

ATHP9-3 STQ

_”

GRY/BLK

AHP9-5 ST7 REQ/CRY ~ R ) .
| @ 57 ! @ se \ @ 59 1‘@ 60 |1]| 61 ‘ 63
I ” . = R § _h_______ A | _m”,m U = $ . _.* ] —d i} 3 !
i i
. N.U, N.U. [ ;U NoU. LAME TWISTED
A‘?Pg 4 S7T8 GRY/RED .

!

[ Mes | ! M) s m 0) e 65 7o |

S £ s G VR | Sl , | R . . .

1 .
BUMPER TOP BUMPER CENTER BUMPER BOTTOM N.U. ! N.U. N.U N.U.

b

@74

76

7
L_orq[)or\}l (8ACK) !

@77

PARIS (BACK)

Qe
+

ROME  (BACK) |

[$_ e

MOSCOwW (BACK)

A

TOKYO (BACK)

80
-—e

AHP2-5 LAMP RET4

AIHP2-6 LAMP RETS

ACK) CHICAGO (BACK) NEW YORK (BACK) :
ATHPY--22 ST'!O GRY/YEL : {‘ !
YT T T A i T v T
:W a1 U, 82 : N.U. 83 | : N.U. d @ 84
: e o f) e — S | 3
SYonNEY (BACK) {
e . -SRYZGRM . et e md o l_
A m ! D
. Meue ) 89 ) . NLUL 90 ! N.UL j+91 NeuL o2
R I e e Tl IR B s Sy
| I
AHP2-* LAMP RETO ° AMHP2-2 LAMP RET? ATHP2-3 LAVP RET2 AHP2—-4 LA?{IP RET3
! Ve ABRN B L YEL/RED ‘\ YEL/ORG U YEL /80K

YEL /GRN

-

f YEL/BLU

TO, CPU TLUAMP STROBES HPY

- ALL DIODES

fTO CPU _LAMP RETURNS HP2 >—

NS OO4

AIHP2—-8 L AMP RETE

YEL/VIO

LANMP RET7_]

DGC—-03C4 Lomp

. ANIPR 9
YEL_ /G. Y _
—
. Alvin G. & Compony
v 905 W. North Avence
_Melrose Pork, Tl 60160 _
SnzelDocumer\t Number /Title
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. ¢ AWPS-1 ST1 . WHI/BRN o _ . . o U
LEZT COIN SLOT RIGKT COIN_SLOT CENTER COIN SLOT SLAM TILT LEFT FLIPPER BUTTON RIGHT FLIPPER BUTTON
-4—} - -0 ™o --—1 o o ~0——) ~o—— ~o— )~ o——— ) So——— \—» o o
i :
1 ! 2 s & ’ 7 8
....e AWPaZ2 ST2 WHJ /RED " ‘ R . . ;
G'AME—_' START OUTHOLE TROUGH TROUGH RIGHT SHOOTER LANE TEST PLUS TEST MINUS :
:—ﬁ-——-m- O] ~o - o —e ——N———o\o-——- No.___—_o ..\Q——o \O———0 \o———<- —N————O\O—————f
9 10 ) 13 14 15 16 :
1
, - AdEP4-3 ST3 . WHJ/ORG - . - . R
. BJUMPER ToOpP BUMPER CENTER BUMPER BOTTOM SLING RIGHT SLING TQP MIDDLE LOCK N.UL
P oo} o1 o4 ot | ~o—1t o1t Loy
: 17 18 19 21 i 22 23 24
o AHP4—=4 ST4 WHI /YEL T S, - - - - -
T 1 T 1 :
:  TARGET T TARGET Q- i TARGET ‘Y TARGET “f SOLO TARGET MIX ‘M° MIX ‘I MIX "X _
L—".L -0 o : ~O-—- - -4 L—’l———o ~o——+¢ —O > o——4 P S— - 3 ‘N———-—o\o—‘ _—N——o\o——a
t 1
2s 26 27 4 28 29 30 31 32
AlHP4-5 STS e ) WHJ/GRN . [ SR, | —» ——
LEFT RETURN : RIGHT RETURN LEFT OUTLANE I SHOOTER BUTTON EJECT TO C%TAR TOP LOCK BOTTOM LOCK
——0 O e _”_____o > o) \0___-.-4. -— —_ . e O - —— i >
33 34 35 37 38 39 40
AMHP4-6 ST6 WHZ /BLU . N s - B I . . . !
SIDE RAMP. ’ WORLD TOUR LEFT WORLD TOUR RIGHT ' ToP BL_ASTt T SKILL SHOT DT DR SKINS DT DELMORE DT STITCHY : *
:
0 S O—— ~o—¢ e —0 NO——— k\o—---o L—”———o ~o———¢ 0 O——4 ~o———¢ ~>o—+
41 42 43 3 44 45 46 47 48
AHP4—=7 ST7 - WHI /VIO . . . T + e : o
f : .
( ‘,[ PTANO LEFT BOT [ PIANC LEFT TOP PIANO RIGHT TOP | [PIANO RIGHT 80T ; N.UL T NoUL T N.U. N.U.
i R .
e R R I T e I o T o T
29 : 50 51 § l} 52 53 sa S5 : 56 ,
o AlHP4-—-8 ST8 WHJI /GRY L ; ) . ¥
NG b, NLUL ' L N.UL z&‘\
- ~o—9 — -0 So—¢ \o—-—¢ P ——0 ~SOo—9
57 i s8 59 | ﬁ 60
y ST? i _ORG/RED . L _ . _
i N.L. N.U. N.U. . N.u.
i >~ S Y !
- O YO -——e ~o————¢ —0Q O —»T t\o——«;
_AMHP4-10 STI0 ORG/BLK , ~ o b 3 o
—— — j
| LoNLL. - N.U. ,ONLUL . {
h’ - -0 TOo———9 \—N————o ~o——9 —-e 0 To—d a4 >o——3
! !
: i
AP 4A-11 ST ORG/YEN . . : .
; CONLGL i LN I N.UL i
e T e B |
g hMPEZ12 ST12 1 ORG/GRN . . ) i _—
L MUL N.U. T N.UL Ny sj
——h—_-—--—-o ~NO——4 : y ~NO—— 4 L—N————o\o——«- ‘\o—— —4
. i‘ = I S AHPS-1 SW.RETS
£IHPS-9  SW.RETS : ATMPS~7 SW.RETZ2 ATHPS-6 SW.RET3 AHPS—S SWIRET4 . AMHPS—4 SW.RETS AHPS—-3 SW.RCTE | GRN/GRY
- @ s e e mmmdn e —— - = .. .. - - — e
v GRIN/BRN (\ GRN/RED K GRN/ORG ( GRN/Y%_ { GRN/BLK GRN/BLU ! Alvin G. & Company
* AMPS—2 SW.RETT ] 905 W. North Avenue
. . . GRN/VIO o ! Melrose PRork. IL 60160 . _
Size |[Document Number /Title
TO_CPU SWITCH STROBES HP4 ] « ALL DTIODES 1IN&0O4 [To _Coy SWITCH RETURNS HPS5/HPSA - a8 DOC-0303 Switch Wiring Diagrom
~\ﬂ Dote: November S, 1992 Tsngga_t 1 of .
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COUNTER
r 7] + LSPEAKER SOUND BOARD ¢12Vv) COUNTER DOT MATRIX DISPLAY‘”VDC - i acorei]
LEFT : 2 - LSPEAKER COUNTES h{ ZiBvoe! 2
SPEAKER L7 — GRY78LU 3 | + CSPEAKER PCA—0QOS (12v) COUNTES v, RN voct 2 wurovzol BLOCK
— " & | - CSPEAKER O C 02 AGND | 4
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