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INSTALLATION

Lt GENERAL INSTALLATION
Remove backbox, cabinet and legs from the shipping
container. Bolts required for assembly, tilt ball and game ball
are shipped inside the éashbox. Mount the legs to the cabinet.
Pull the line cord through the hole in the cabinet and place it
in the slot at rear of the cabinet. Place backbox on the cabinet
and mount with the four bolts provided. Pull cables up through
the hole in the bottom of the backbox and plug into mating connectors
in backbox. Note that the connectors are color coded to prevent

connection errors. Connect ground braid to backbox shielding screw.

Check all connections to ensure that none vibrated loose during
shipping. Check playfield wiring and cabinet wiring for shipping
damage. Check that all fuses are firmly in place. Adjust the leg levelers,
check the tilt bob adjustment and insert roll-tilt ball. Lower
the playfield, and place the game ball in the shooter alley.

Plug the game into a grounded outlet only of specified voltage.
Do not remove the ground plug or use a cheater plug to defeat the

arounding system.

The game is now ready to power up and check out. Refer to

section VI, routine maintenance on location, for check out.

II. GENERAL GAME OPERATION

Turn on the on-off switch located under the cabinet
near the right front leg. The displays should stay blank for approx-
imately 7 seconds. During this time the MPU circuit board is ex-
cercising its self diagnostic routine, the game over sound will be heard
and the displays will alternately flash zeros and high score to date.

Coin the game. The coin sound should be heard and the credit

display incremented. Press the credit button.
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The start of game sound should play,the credit displav should
decrement, the first player should flash for the plaver up,ball
in play display should indicate 1, 1 should be lit for number
of plavers and the ball should be served to the shooter alley if

sittina in the ball return hole.

Pressing the credit button again will cause the number of

players to be incremented with each depression to a maximum of four.

BT FEATURE OPERATION & SCORING

The A-B-C-D-E lanes increment score by 1000 PTS. and
advance bonus immediately for the first time the lane is made. After
all lanes are made the additional bonus for lanes made more than once

is awarded. The drop targets score 1000 PTS. and advance bonus.

The thumpers score 100 or 1000 when lit. They are 1lit by
making the 500 pt. stand up targets. The spinner scores 100 or 1000

when lit and is lit by advancing bonus multiplier to 2X.

The loop lane rollovers score 100 or 1000 when 1lit and advance
bonus. They are lit by making the A-B-C-D-E lanes. The always lit
loop rollover also advances the kickout hole multiplier and awards

extra ball when upper extra is 1lit.

The lower extra when lit lanes score 1000 PTS., advances

bonus and awards extra ball when 1lit.

The lower special when lit lane scores 1000 PTS., advances

bonus, and awards special when lit.

The kickout hole gives 5000 PTS., or 2X 3X 4X 5X time 5000 PTS.

when lit, or awards special or 25,000 PTS. when 1lit.

The left sling shot scores 10PTS, the two right sling shots
score 100 PTS. -

The outhole bonus multiplier is advanced by making A-B-C-D-E
lanes, P-I-N-B-A-L-L targets or kickout hole. Making A-B-C-D-E lanes
or P-I-N-B-A-L-L targets after 5X outhole bonus is achieved lites"
Special.
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Making P-I-N-B-A-L-IL targets after special has been achieved causes

last target down to flash for special.

All bonus for current ball is collected when ball falls in the
out hole. When an extra ball is awarded it is played immediately
following the ball that won it. All features with the exception of
the P-I-N-B-A-L-L targets are carried over from ball to ball for
each player.

Exceeding high score to date awards credits, if optioned,
at the end of the game and the displayed high score to date is
automatically updated.

Tilting the game results in loss of current ball and the flippers
and all playfield features go dead. Slamming the machine results in
loss of the game, and the game goes in to a delay mode for approx-
imately 15 seconds. The kickout is always active except during this
delay. If a ball falls in the kickout hole during the slam delay
it will be kicked out immediately after the delay.

At the end of the game, the game over sound is heard and the
match number shows in the ball play display if optioned. The game goes
into a game over delay for approximately 5 seconds and then begins alternatel:

flashing last game score and high score to date on the displays.

Ve ACCOUNTING FUNCTIONS

NOTE: The Game must be in the game over mode before entering
into the accounting routine. A new accounting reset button has been
added to the coin door. It provides the same function as S-33
on the MPU board.

The accounting routines are entered by pressing the test

switch inside the coin door. The number of the accounting function is

shown in the ball in play display and the count for that function

is shown on all four players displays. Continued pressing of that

test switch will cause the game to cycle through all the acccunting
functions. If the game is left in one of the accounting functions, it

will automatically return to game over after approximately 30 seconds.
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Any accounting function can be reset by pressing S33 on the

MPU board or by pressing the reset switch on the coin door. While
that particular accounting function is being displayed.

Replay levels and high score to date are reset to 100,000.

all other accounting functions are reset to zero. o

The sequence of accounting functions are as follows:

1. Coin Counter #1
2. Coin Counter #2
3. Coin Counter #3 g
4. Total Plays , Y
5. .Total Replays j
*6. Replay Level #1
*7. Replay Level #2
*8. Replay Level #3
*9. High Score to date
10. Number of times high score to date has been exceeded

i Number of Credits on game

*Resets to 100,000 by pressing reset switch on coin door
or S-33 on MPU board, can be incremented 10,000 points for each

depression of the credit button.

NOTE: It is possible to set replay levels of over one million. e
If desired, the 3rd or 2nd and 3rd replay levels can be effectively
eliminated by setting them at values over 1 million. This is accomplished
by pressing the credit button to increment replay level by 10,000
until the one million score is passed. At this point any level showing
on the display will actually be one million + the level. Eliminating
the 1st replay level eliminates all the replay levels because the 2nd
Level cannot be reached until the 1lst level has been achieved,
and the 3rd level cannot be reached until the 2nd level has been
achieved. TO AVOID ACCIDENTALLY SETTING REPLAY LEVELS AT OVER
ONE MILLION ALWAYS PRESS THE COIN DOOR RESET SWITCH OR S33 ON THE
MPU BOARD FIRST WHEN LOWERING LEVELS.

When reading counters 1 through 5, 10 and 11 do not include the

units digit which is always zero.
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