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"TRIPLE ACTION"

SINGLE PLAYER

GAME OPERATES AS FOLLOWS:

MAKING ANY ONE OF THREE (3) TOP ROLLOVER BUTTONS OR MAKING ANY DROP TARGET
ADVANCES 30ONUS FROM 1,000 TO 2,000 TO 3,000 UP TO 10,000.

CENTER SPINNER AND TOP LIT ROLLOVER LANE ADVANCES BONUS FROM SINGLE TO DOUBLE
TO TRIPLE.

ACCUMUILATED BONUS SCORES WHEN BALL IEAVES PLAYFIELD.

NOTE: HI-SCORE ADJUSTMENTS FOR REPLAYS AND EXTRA BALLS INDICATE CLEARLY ON
"SCORE ADJUSTMENT" CARD IN BACK BOX. ADJUSTMENTS FOR 3 BALL PLAY RANGE FROM
11,000 TO 110,000 ONLY, AND FOR 5 BALL PLAY RANGE FROM 101,000 TO 199,000 ONLY.

ADJUSTABLE JACK IN BACK BOX CAN BE SET INTO FOUR DIFFERENT POSITIONS TO SATISFY ANY—
LOCATION, WHEN REPLAVS ARE DESIRED ON BOTH HI-SCORE AND SPECIALS, USE POSITION

ﬂ.
FOR REPLAYS ON HI-SCORE ONLY, BUT EXTRA BALLS ON SPECIALS, USE POSITION #2.

FGR EXTRA BALLS ON BOTH HI-SCORE AND SPECIALS, USE POSITION #3.
FOR,HQUELTY AREAS, WHERE SPECIALS WILL SCORE 10,000 POINTS, USE POSITION ##4.

“SATEVER POSITION IS USED, REFER TO ADJUSTMENT SHEET FOR
‘ORE CARDS.

NTS ARE LOCATED IN BACK BOX:

__TIISTMENT
JSTMENT "ON-OFF"
TMENT
JACK (4 POSITION)
REPLAYS ON SPECIALS AND HI-SCORE ;
REPLAYS ON HI-SCORE, EXTRA BALL ON SPECIAL =
EXTRA BALL ON HI-SCORE AND SPECIAL
NOVELTY - 10,000 POINTS ON SPECIAL



SILICON BRIDGE RECTIFIER

Jumper{Red)

g

Jumper(Yellow)

/f Jumper(Black)

h A.C. Suppl
r
F D.C. Negotive
cy

THE FUNCTION OF THE RECTIFIER AND CAPACITOR IS A'0“CONVERT THE
ALTERNATING CURRENT (A.C.) TO DIRECT CURRENT (D.C.), SUPPLYING D.C:
TO THE BUMPERS, KICKERS ETC. -

THE BRIDGE RECTIFIER SHOULD PRACTICALLY NEVER NEED REPLACING,
AS IT IS RATED WELL OVER THE VOLTAGE AND CURRENT REQUIREMENTS ‘OF

THE COMPONETS IT SUPPLIES. -

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

INPUT TO RECTIFIER, REPLACE FUSE, AND RECHECK.

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



“TRIPLE ACTION '=POST ADJUSTMENT SHEET

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

SEEN ON REMOVAL OF POST.

ABBREVIATIONS i~

CONS-CONSERVATIVE
LIB —LIBERAL

RUBBER RING NUMBERS :~

23A-6300 5/16"1.D.
23A-6303 3 7/8 I.D.
23A-6305 2 . D.
23A-6306 2 5/16"1.D.

2

3

|

23A-6307 7/8" 1D,
23A-6308 3/8" 1,D.

23A-6505 1 /2™ .0,

LIB LIB
3 E;
3= B
Pa 4
23A-6505
— 23A-6327 BALL SHOOTER
‘(/ RUBBER TIP.
DIMENSIONS INDICATED BY ARROWS ARE FOR ”

SIZES OF RUBBER RINGS.

I6A-434-PA



. GENERAL
NEVER EXPERIMENT with any of the mechanism, Locate any trouble
with the aid of Wiring Diagrams or Operating & Serviecing Infor=-
mation supolied with the machine, then check for prover ad just-
ment of the units involved before making any changes. Imorover
ad justment or make-shift repair will only cause serious damage
to other parts of the machine or repeated failure of the nart,

NOTE: Always look for a possible loose wire, bad
connection at a plug and socket, broken or
unhooked sorings on step-up units, relays,
etc,, before adjustments are made or wires
reconnacted, ;

2. FUSEsS

IMPORTANT: Never reolace fuses with any rating other than snec-
ified on the fuse block; this block 1s located adjacent to the
transformer,

3. LUBRICATION

Over-lubrication causes far more trouble in coin operated equin-
ment than under=-lubrication, Practically all cases of poor con-
tact on switches and wiper discs are due to oil or grease, or oil
vapor, which forms a film or residue on the contacts and will not
allow current to pass through, Excess lubricant may also seep in-
to clutches causing them to slip,

IMPORTANT: NEVER USE VASELINE FOR LUBRICATION OF ANY PART OF THE
MACHINE. Vaseline 1is not a true lubricant, It leaves a dirty and
gunmy residue and it becomes very thick when cold. A soecial Coin
Machine Lubricant i1s supplled with each machine,

STEP-UP Levers, Ratchets, Cams, Shafts and other sliding or os-
cillating parts should be very lightly greased with special Coin
Machine Lubricant (suoplied with machine) not oftener than every
six months., The bakelite discs (biscuits) on the Motor Units and
Step-up Units will require lubrication with the svecial Coin
Machine Lubricant only after the grease is completely -evavorated
(3 to 12 months, devending on climate) or when the film of grease
becomes dirty, In either event, clean the parts thoroughly with

a solvent, then aoply an extremely thin coat of the sneclal grease,

Solenoid Plungers should not have a lubricant of any kind,
Should there be a sluggish tendency or if olungpers are sticking,
the parts should be cleaned with a solvent on2 [laked graohite
applied on reassembly,

SWITCH ADJUSTMENT

BEFORE ADJUSTING SWITCHES, MAKE CERTAIN THE SCREWS HOLDING
THE SWITCH STACKS ARE DOWN TIGHTLY. BAKELITE SPACERS IN THE
SWITCH STACKS, DUE TO EXCESSIVE MOISTURE, HAVE OCCASIONALLY

SHRUNK BY DRYING OUT, CAUSING POOR ADJUSTMENT.



ADJUSTMENTS ON MECHANISM PANEL

10€  Adjustment
5¢ Adjustment

PROVIDES
1, 2 OR
3 PLAYS
FOR ONE
COIN.

=

IN "2 COINS FOR
1 PLAY", CIRCUIT
TO COIN RELAY
PASSES THRU SW,
ON ALTERNATOR
UNIT.

o I e

Motor Service Jack

PROVIDES 1, 2, 32 45 5
OR 6 PLAYS FOR 25¢e

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

MASTER ON-OFF SW.

( Located under front of
Cabinet)

p___[l

-¢a=§
CONTROLS POWER
TO TRANSFORMER




ADJUSTMENTS IN _BACKBOX

SCORE_ADJUSTMENT

3-BALL GAME

AdJjustment Range From
1,000 to 110,000 Only

PLUG IN PURPLE WIRE FOR SCORES
101,000 to 110,000 -3 BALL or
5 BALL

PLUG IN RED WIRE FOR SCORES
1,000 to 20,000~ 3 BALL
111,000 to 120,000~ 5 BALL

PLUG IN BLUE WIRE FOR SCORES

21000 to 30000 - 3 BALL
121,000 to 130,000- 5 BALL

PLUG IN YELLOW WIRE FOR SCORES
31,000 fo 40,000- 3 BALL
131,000 to 140000- & BALL

PLUG IN GREEN WIRE FOR SCORES

41,000 to 50,000- 3 BALL
141,000 to 150,000~ 5 BALL

EXAMPLE :— Sive Wire info /000 Position Scores 24000 on 3 Bali Game, or 121,000 on 5 Bali Game.

loco O
2000 O
3000 [
4000 [J

5000 [

No. of Balls Adjustment

THIS JACK CHANGES 3 BALL
TO 5 BALL PLAY OR VICE VERSA.

S5-BALL GAME

Adjustment Range From
101,000 to 199,000 Only

PLUG IN WHITE WIRE FOR SCQRES

[J] 000 51,000 to 60,000-3 BALL
151,000 to 160,000-5 BALL
[J 7000 PLUG IN BROWN WIRE FOR SCORES
61,000 to 70,000-3 BALL
| 61,000 to 170,000-5 BALL
[J soo0 S
PLUG IN ORANGE WIRE FOR SCORES
71,000 to 80000-3 BALL
[J soo0 171,000 to 180,000-5 BALL
PLUG IN BLACK WIRE FOR SCORES
(] 0000 81,000 to 90000~ 3 BALL

181,000 to 190,000~ 5 BALL

PLUG IN GRAY WIRE FOR SCORES

91,000 to 100000- 3 BALL
191,000 to 199,000-5 BALL

43¢-5

NUMBER MATCH ADJUSTMENT

ON—l rorr
(o
(=0
Q!

(o

IN "ON" POSITIONH, NUMBER MATCH LITE WILL
APPEAR WHEN GAME IS OVER. IF THIS NUMBER
MATCHES THE LAST TWQ DIGITS OF POINT
SCORE, A REPLAY IS AWARDED.

IN "OFF" POSITION, NUMBER MATCH IS IN=-
OPERATIVE.

PLAY ADJUSTMENT

NOVELTY. REPLAYS ON SPECIAL
10,000 ON SPECIAL.  AND H|—SCORE,
POSITION-4 POSITION=-]

JACK

NOTE: 1IN "POSITION-3", NUM-
BER MATCH ADJUSTMENT JACK
SHOULD BE IN ™OFF"™ POSITION.

S LU S
1 1 ! | ' |
bbb s di di e
POSITION-3 POSITION-2

EXTRA BALL ON Hf-

SCORE AND SPECIAL, E X T.ﬁ}A' 84

LL ON

REPLAYS ON HI-SCORE,



WARRANTY

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

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

IMPORTANT NOTICE

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

UNIT PARTS LIST

UNIT CONTACT WIPER RATCHET
NAME DISC ASSEMBLY GEAR ASSEMBLY MOTORS
REPLAY @ | ==eccceme | comaceaa A-6L00
BALL COUNT c=-6l1lL B-7L56-3 | A-6L402-10
NO. MATCH c-641L B=7L456=2 | A=6401
SPINNER C=6417 B=7456-30 | B=6L02-20
SCORE MOTOR
ADVANCE Cc=6417 B=7456=29 | A=6,02-10
14A-7883 (60 CYCLE)
10 POINT B=7253 A=-629Y 3C=T7272
1,a=-788Y (50 CYCLE*
100 POINT | w===cccce | ccccacn-- 3Cc=7272
1000 POINT B=7253 A=-629Y 3c=7272
10000 POINT B=7253 A=6291 3c=7272
ALTERNATOR | ===ceccac | ccceacca- 3c-7272




IMPORTANT NOTICE

KINDLY INFORM LOCATIONS THAT THEY
CAN TURN DISPLAY LIGHTS ON BY PRESSING
LEFT FLIPPER BUTTON. MACHINE CAN STILL
BE SHUT OFF BY TAPPING BOTTOM OF
CABINET.

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



CAUTION!

The playboard on this machine has an improved finish with excellent wearing
properties. Do not under any circumstances clean the board with water, water soap solu-

tions or harsh abrasives. Avoid such things as steel wool, kitchen cleansers or abrasive
hand soap. Water will weaken the adhering of the paint to the board and abrasives shorten

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

SERVICEMAN
TO REMOVE BACKGLASS:

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

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

( : (



ALTERNATOR UNIT

LOCATED ON MECHANISM PANEL.

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

IN HOLD CIRCUIT TO 5¢ RELAY COIL.

B 5|
ey

ENERGIZES COIN RELAY, THRU
SWITCH ON 5¢ RELAY,




10

NOTICE:

THIS GAME OPERATES ON 24 VOLTS.

"TRIPLE ACTION®" COIL CHART

WHEN ORDERING REPLACEMENT TRANSFORMERS,

MOTORS, COILS OR METERS .... MAKE SURE TO SPECIFY CORRECT PART NUMBER, &

NUMBER DESCRIPTION LOCATION =
14 A-7884 SCORE MOTCOR - 50 CYCLE MECH. PANEL
14 A-7883 SCORE MOTOR - 60 CYCLE MECH, PANEL
15 46771 TRANSTORMER - 60 CYCLE MECH, PANEL
15 A-6782 -1 TRANSFORMER -50 CYGLE MECH. PANEL
B 5396 24 VOLT METER MECH, PANEL
SOLENOID COILS
A 22-550 BALL COUNT UNIT STEP UP INSERT
BALL RELEASE : PLAYFIELD
ADVANCE UNIT STEP UP PLAYFIELD
SPINNER UNIT STEP UP PLAYFIELD
A 23-600 REPLAY UNIT STEP UP INSERT
NUMBER MATCH UNIT STEP UP INSERT
A2-23-750 KNOCKER MECH, PANEL
A2-26-1300 CHIME ... (3 reg'd.) CABINET
B 26-80D REPLAY UNIT RESET INSERT
BALL COUNT UNIT RESET INSERT
SPINNER UMNIT RESET PLAYFIELD
ADVANCE UNIT RESET PLAYFIELD
ALTERNATOR UNIT MECH, PANEL
Bl-26-800 SCORE DRUM UNITS ... (4 reg'd.) INSERT
FL 20-300/26-400 FLIPPERS ... (2 reg'd.) PLAYFIELD
G 22-550 TARGET RESET ... (4 reg'd.) PLAYFIELD
G 23-750 D,C. JET BUMPERS ... (3 req'd.) PLAYTIELD M
KICKERS ... {2 req'd.) PLAYFIELD

M 28-1000

M 29-1100

M 30-1300
M1-31-1500
XM 27-875

Z 27-1000

Z 2B-1150

Z 28-1200

2 29-1250

RELAY COILS

GAME OVER RELAY TRIP
GAME RELAY TRIP

ADVANCE RELAY
SPINNER RELAY

50 POINT RELAY
500 RELAY

5% RELAY

10¢ RELAY

25¢ RELAY

10 POINT RELAY
100 POINT RELAY
1,000 POINT RELAY
SCORE RESET RELAY
OUTHOLE RELAY

100,000 RELAY

COIN LOCKOUT

METER COIL

GAME OVER RELAY LATCH
GAME RELAY TATCH
GOIN RELAY

RESET RELAY

TARGET RELAY

SPECIAL RELRY

BONTS RELAY

TRIPLE BONUS RELAY
BALL INDEX RELAY

DOUBLE BONUS RELAY

LOCK RELAY
STAR RELAY

MECH. PANEL
MECH, PANEL

PLAYFIELD
FLAYTIELD
FLAYFIELD
PLAYFIELD
MECH. PANEL
MECH. PANEL
MECH. PANEL
INSERT
INSERT
INSERT
INSERT
MECH, PANEL
INSERT

DOOR

MECH. PANEL
MECH. PANEL
MECH. PANEL
MECH. PANEL
MECH. PANEL
MECH. PANEL
MECH. PANEL
PLAYFIELD

PLAYFIELD
MECH, PANEL

PLAYFIELD

MECH. PANEL
MECH, PANEL

e

L
j
L
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BALL COUNT UNIT DISC

DURING RESET CYCLE, THIS UNIT RESETS

TO ZERO AND THEN ADVANCES 5 STEPS.

DURING PLAY, IT RESETS ONE STEP EACH

TIME THE BALL MAKES OUTHOLE SWITCH.
IT ADVANCES ONE STEP WHEN M™SPECIAL
RESET RELAY" OR "3=-IN-LINE-RESET RELAY"

ARE ENERGIZED.

VIEW LOOKING AT

WIPER FINGERS,

WITH WIPER IN RESET POSITION.

IT ADVANCES ONE, TWO OR THREE STEPS

WHEN L CORNERS ARE MADE.
AND 9 RELAYS).

(NO. 1, 3

s 7

IT ALSQ ADVANCES THRU HI-SCORE CIR- e u’“‘é
CUIT. e 6@"’-‘
THESE CIRCUITS PASS THRU THE "REPLAY- & &
ADD-A-BALL-NOVELTY" ADJUSTMENT JACK. o 8
«
» be 0,"')
o [
DIAGRAM T
LOCATION 1 |
DOo|0oNOoOiOooooO0n0ooao
O O
NGO, 1 1 (6o D \ O
NO. 2 sw- D (A ) o
NO. 3 G-Y —% ‘)‘ ) GROUNDED &
NO. L G-rR— 0O 2 ‘ O
%Lw NO. § Y-8 0O :—3 '\" '\';\‘?"‘ O R-BLU
E.[IJ'?EE;S Ho, & 8=-3 4 Y-e4 0O D @ @ O
NO. T Y-BR— O ? INSULATED 0
!
Ny, B o-64 O ; %.g"%/f ”"”’”’ O
NO. 9 Y-BLU— O L3 OFr-6
N0.10 _R-v< O e o
FEEDS BLU=R AND R=G (BELOW) s BLU-Y—4 O ED @ O |-r-8
T0 GAME OVER RELAY. (TRIP COIL) {Bw—ﬁ— 0 -g'f o
TO SAME OVER RELAY. (LATCH COIL) E-8 R-6—4 0 0
0 _ 0

TO GAME RELAY LATCH
COIL.

C=-5

€-% FEED TO R=ELU FROM

SW. ON COIN RELAY.

D-9 IN NO. MATCH CIRCUIT.



No. MATCH UNIT

THIS UNIT ADVANCES ONE STEP 7
EACH TIME THE TEN POINT RELAY
IS PULSED.
&3
Ry
VIEW LOOKING AT @;fﬁ‘
WIPER FINGER SIDE S
g
-
&9
DIAGRAM
LOCATION
| l NO. MATCH
O | BLu=0 E-10 FEEL TO
REPLAY S.U. oF
O
O
0O | w—GREY -2{;1

—~Ww-—0 -90
— W~ BR -40
L wW-6

m

e
O

e-4 -00 NO
& » MATCH
-BR-W B—5 _@OQ| LITES

-BR —G -10
0
- -BR —Y -T0
Il W3
O a\ PR -BR — BLU -30
S AN
= -8R —R -80
o vs. *

Al

&

X FOR=0 - bk RS Yes
</
O |O||o|{o|o||ofjajjo|fo|jofjoyo| o O O
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¥ o
‘%-@;}}’
F *
SPINNER _UNIT _ DISC o
P §
Q
&g
THIS UNIT IS ADVANCED BY @5@&
THE SPINNER RELAY OR 500 RELAY. & &
IT RESETS, TOTALLY, BY &P
SCORE MOTOR LONG DWELL SWITCH &5
2A, THRU EITHER THE COIN RELAY & &
OR OUTHOLE RELAY, N &
Q N
“ L
U
O VIEW LOOKING AT WIPER FINGERS,
- WITH WIPERS IN ZERO POSITION.

SPINNER =l |} aRAY=Ep=

LITES

\_ O0=6-
SINGLE BONUS LITE, B-II GRAY— R—
DOUBLE BONUS LITE. B~M B—~ 0]

.=
OCPOOOPOPEE OGBG B,

TRIPLE BONUS LITE. B=-12 =GRAY




& ADVANCE  UNIT DISC

THE STEP=UP COIL IS ENERGIZED BY THE ADVANCE
RELAY.

ALSO, AFTER THE BONUS HAS BEEN COLLECTED, THE
STEP-UP COIL IS ENERGIZED ONCE BY THE SCORE MOTOR
CAM SWITCH 3A, THRU SWITCH ON OUTHOLE RELAY.

THE RESET COIL IS PULSED BY IMPULSE CAM SWITCH
¢, THRU TRIPLE BONUS, DOUBLE BONUS AND BONUS RELAYS
(WHEN COLLECTING SINGLE BONUS )---BY SCORE MOTOR
CAM SWITCH 3B AND 6A, THRU DOUBLE BONUS AND BONUS
RELAYS (WHEN COLLECTING DOUBLE BONUS)---BY CAM
SWITCH 3B AND 6A, THRU TRIPLE, DOUBLE AND BONUS
RELAYS (WHEN COLLECTING TRIPLE BONUS).

6&‘
.@7
Q"iﬂ@ c{@
o
2
&
S s
. &0
,’\\ A {:?‘
Fd
2 Q" Q
N O
VIEW LOOKING AT WIPER FINGERS,
o WITH WIPERS IN ZERO POSITION.

/i-
3000 BR-G —
L,000 BR-Y
BONUS 600 =% W -BR -

0 a <
G | 7000 W—-G —
B-8

LITES 8000 W-BLU -
S000 G-0-
10000 \_ -G -
L. TOP ROLLOVER LITE B-8 BLU—-0
R. TOP ROLLOVER LITE B-8 BR— R —
IN CIRCUIT TO 500 RELAY D-15 BR-B _|
IN CIRCUIT TO 100 PT.RE D-15 W-R —

TO L. TOP ROLLOVER SW D—15 GRAY-W —
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RELAYS & SWITCHES

TYPICAL “M” RELAY SWITCH LOCATED ON MECHANISM PANEL
POSITION
Off sotrom swiTcues TOP SWITCHES
. M
0 e b ~ ~
olltalie|ic|mw 24 |28 |2¢c |20
EWITCH DIAGRAM
TYPE LOCATION

|

BLU=R
LOCK RELAY N.C. | E Y-R D=6 ENERGIZES GAME-OVER RELAY (TRIP COIL).
L BLU=-H
H.C. | D Y-BLU D=3 IN CIRCUIT TO RESET HRELAY.
IS ENERGIZED BY 5¢ RELAY, LEPT FLIFPER [~
SWITCH OR SCORE MOTOR CAM SWITCH 1B. — — BLU=Y=W
L G-Y=W A-1 6 VOLTS FROM TRANSFORMER TO LITES.
— BR<Y-W
K.0. | B G-Y-W A-1 6 VOLTS FROM TRANSFORMER TO LITES,
— B-0
H.O. | A 0=B E=l IN HOLD CIRCUIT TO THIS RELAY, THRU CABINET EOTTOM KICK-OFF
- SWITCH,
o O o
|- =BLU-
BALL INDE)( RELAY N.0. | E B BLU-B D=-12 IN CIRCUIT TO STAR RELAY. (SEE SWITCH D ON SPECIAL RELAY).
- ¥-B
N.0. | D -Y- D-10 IN SERIES WITH SWITCH B ON GAME RELAY.
IS ENERGIZED BY 100 POINT RELAY, THRU -
ZERO FPOSITION SWITCH ON ADVANCE UNIT=== |- GRAY=B
;ﬁiyﬂ! OUTHOLE RELAY, THRU GAME=OVER N.0. | R-B D=5 IN SERIES WITH SWITCH 1A ON OUTHOLE RELAY.
I~ GRAY-G
N.Q. | B G=B c=-6 IN CIRCUIT TO BALL COUNT RESET COIL AND GAME-OVER RELAY
L TRIP & LATCH COILS.
— W=R
H.0. | A =0= D=12 IN HOLD CIRCUIT TO TKIS RELAY.
O ) o

er



ar

OUTHOLE RELAY

IS ENERGIZED BY BALL COUNT UNIT ZERO
SWITCH, THRU ADVANCE UNIT ZERO SWITCH
AND BONUS RELAY SWITCH F.

RESET RELAY

IS ENERGIZED BY COIN RELAY,

COIN RELAY

Is ENERGIZED BY 10¢ COIN SWITCH, IF 10¢
ADJUSTMENT IS IN "1 PLAY" POSITION---
ALSO BY REPLAY BUTTOM, THRU ZERO SWITCH
ON REPLAY UNIT.

[— B=G
M&B |2C af=
[— BR-R
— BR=0
M&B |28 -¥-
— O=W
L -BLU-
N.O. | 2A BLU-Y
— BR-G
M%B | 1D i
— GRAY=-G
— W=R
M&B Ic -Y-
— 0=0
— W=0RAY
N.D. I8 =0=
— GRAY-B
NDa | 1A ¥-G
o O O
I BLU-Y-W
NeCa F =B=
— Y=-R
N.Co | E ¥-B
- 0=03
NeD. D =¥=
- GRAY=BLU
H.0. C GRAY-G
|- GRAY-W
W=ER
BLU=-BR
BLU=W
— O=R
N.C. | F 0-BLU
— ¥-R
H «0. E =W=
b sore
N.a, ] BR=R
— Y-
N.D. c R=-G
e
D N.0. B BLU=W
i — RalW
z-27 -
1000 Nl-ﬂ . -9 = O=-W
i D ) O

c=13
C=10

c-7
D-12

G=6

D-12
c-4
D-12

D-10

F-12

G=10

D-11

D-7

D=y
c-11

c=-10

c=3

E=3

OPENS IN HOLD CIRCUIT TO DOUBLE AND TRIPLE BONUS RELAYS,
AND CLOSES IN CIRCUIT TO SPINNER UNIT RESET COIL.

OPENS IN HOLD CIRCUIT TO "STAR RELAY", THRU NO. 1 POS.
ON "PLAY ADJ. JACK™, AND CLOSES TO 4, B, O & D TARGET
RESET COILS.

IN HOLD CIRCUIT TO THIS RELAY.

OPENS IN SERIES WITH SWITCH B ON SPECIAL RELAY AND CLOSES
IN SERIES WITH SWITCH B ON BALL INDEX RE.

OPENS IN HOLD GIRCUIT TO BALL INDEX RELAY AND CLOSES TO
RUN SCORE MOTOR.

mﬁamm BALL INDEX RELAY, THRU SWITCH ON GAME-OVER
RELAY .

IN NUMBER MATCH CIRCUIT, TO REPLAY S.U., BALL COUNT S.U.
OR 10,000 POINT DRUM UNIT COIL.

OPENS CIRCUITS TO PLAYFIELD SWITCHES.
OPENS CIRCUIT TO ENERGIZE 100,000 RELAY.

RUNS SCORE MOTOR.

ENERGIZES BONUS RELAY, THRU ZERO SWITCH ON ADVANCE UNIT.
PULSES "SCORE RESET" RELAY, THRU IMPULSE CAM SWITCH B.

IN HOLD CIRCUIT TO THIS RELAY.

OPENS CIRCUIT TO KNOCKER COIL.

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

ENERGIZES SPINNER UNIT RESET COIL, THRU SCORE MOTOR LONG
DWELL CAM SWITCH 2A.

IN CIRCUIT TO LATCH COILS ON GAME RELAY AND GAME-OVER RE-
LAY=-=-AL30 TQ RESET & S.U. COILS ON BALL COUNT UNIT.

ENERGIZES RESET RELAY.

IN HOLD CIRCUIT TO THIS RELAY.



( 8 a

0-n h,
B OPENS TN CIRCUIT TO BALL COUNT S.U. COIL, AND CLOSES TO
GAME RELAY G?_H-B E-6 BALL COUNT RESET COIL.
(INTERLOCK) R-W c-3 IN HOLD CIRGUIT TO GOIN RELAY.
BLU=Y
: W-GRAY  D- COIN RELAY, THRU RELAY UNIT ZERO SW. AND
LATCH COIL IS ENERGIZED BY SWITCH C ON 3 grﬁﬁ‘}gﬁ;ﬁﬂ, ’ )
COIN RELAI,[TI-IEIU WIPER anaflas ON BALL wife
COUNT UNIT (AT ZERO POSITION). oIL.
TRIP COIL IS ENERGIZED BY BALL INDEX T-B E-10 T0 GAME REEAX TRIP O
RELAY. .
BLU=BR  C=-3 IN CIRCUIT TO RESET RELAY,
' =BLU= ;
GAME-OVER RELAY W=0 A=l TO TILT, GAME-OVER AND NUMBER MATCH LITES.
Y-BLU
(INTERLOCK) BLU=Y E-11 IN CIRCUIT TO ENERGIZE TARGET RELAY.
W=BLU
LATCH COIL IS ENERGIZED BY SWITCH C ON W-GRAY  ©-12 IN SERIES WITH SWITCH 1B ON OUTHOLE RELAY.
COIN RELAY---ALSO BY SERIES CIRCUIT THRU =
33"’&'3%?5"3’550““ AR LA AR P -Y- c-10 IN CIRCUIT TO GAME-OVER RELAY (TRIP COIL).
TRIP COIL IS ENERGIZED BY LOOK RELAY OR o
TILT SWITGHES===ALSC BY S3ERIES CIRCUIT '
SRRU GUTHOLE RELAY BALL TNDEY RELAY AMD B-R E-9 OPENS HI-SCORE AND NUMBER MATCH CIRCUTTS.
BALL COUNT. UNIT DISC (IN ZERO OR FIRST T
POSITION). BLU=Y=W  F-13 OPENS CIRCUITS TO MOST PLAYFIELD SWITCHES.
R-0
STAR RELAY -Y- B=b TO "STAR SPECIAL" LITES.
A BLU=0 '
BR=B E-16 ENERGIZES SPECIAL RELAY, THRU SWITCH ON TARGET RELAY.
s EuEag:rst BY SERTES cmcur%mu SPECIAL n
RELAY, TARGET RELAY AND BALL INDEX RELAY. -
{SEE E’-HITGH D ON SPECIAL RELAY). BLU=B D=-12 IN HOLD CIRCUIT TC THIS RELAY.
BR=G
GRAY-0  C-13 IN CIRCUIT TO ENERGIZE "ADVANCE RELAY", THRU A, B, C OR
TARGET RELAY o D TARGET SWITCHES.
e, c-l RUNS SCORE MOTOR.
1S ENERGIZED BY sml:ém cmgglggh'm;u nﬁa. . BLU=0
A  BLU-
Tt e g g S R o ¥.0. | o [ o-eLU  Dp-16 IN SERIES WITH SWITCH B ON STAR RELAY.
POINT RELAY). 2T
N.0. | ¢ | B=G D-12 IN SERIES WITH SWITCH E ON BALL INDEX RELAY.
- W=
N.0. | B Y-R c-11 ENERGIZES A, B, C AND D TARGET RESET COTLS, THRU SCORE
- MOTOR LONG DWELL CAM SWITCHES 2B AND 2C.
e N.0. | a | ¥-BLU E-11 IN HOLD CIRCUIT TO THIS HELAY.
N =
ncH D




8I

SPECIAL RELAY

IS ENERGIZED BY SWITCH D ON TARGET RELAY,
THRU SWITCH ON STAR RELAY AND INDEX CAM
SWITCH B.

25¢ RELAY

IS ENERGIZED BY 25¢ COIN SWITCH.

I0¢ RELAY

IS ENERGIZED BY 10¢ COIKN SWITCH (BLU=BR
AND Y-R), IF 10¢ ADJUSTMENT JACK IS IN
"2 PLAYS"™ OR "3 PLAYS" POSITION.

5¢ RELAY

13 ENERGIZED BY 5S¢ COIN SWITCH (W-E AND
¥-R), IF 5¢ ADJUSTMENT JACK IS IF "2 COINS
FOR 1 PLAY" FO3ITION.

— G=Y
H.C- E Y-BR

— B
K.C. | D BR-Y

I~ R=0
NeQu | C B=W

— ORAY=-R
N.O. B GRAY=-0

|- =BR=
R.0. A BR=B
o OO0

s R -J-

M&B D G-0

— 0=G

— GRAY-R
N.0s [ -GRAY=

— GRAY =W
NoO. B =GRAY-

 v-B
N.Oa A R=0

-

L

o ) o

- O=BLU
MEB | C -

L 0-c

— GRAY=W
N.0.| g -GRAY-

: BLU-Y
N.0. B R-B
o D o

il ]
K.0, s] ~¥=

L. =J=
N.0Q. c G-W

[~ B=D
N.O. B 0=B

= = Je
N.Qa A ER-W
D) o

c-12

c-12

E-

E-6

E-16

IN HOLD CIRCUIT TO STAR RELAY.

IN SERIES WITH SWITCH C ON TARGET RELAY. (FROM SCORE
MOTOR CAM SWITCH LB).

IN CIRCUIT TO ENOCKER COIL.

IN CIRCUIT TO REPLAY S.U., COIL, THRU "PLAY ADJUSTMENT
JACKE" ,

IN HOLD CIRCUIT TO THIS RELAY, THRU SCORE MOTOR CAM
SWITCH 5A.

OPENS IN CIRCUIT TO ENOCKER COIL AND CLOSES TO RUN SCORE
MOTOR. J

PULSES REPLAY 3.U. COIL, THRU 25¢ ADJUSTMENT JACK (15T
POSITION OR 6TH POSITION).
ENERGIZES REPLAY S5.U. COIL, THRU IMPULSE CAM SWITCH B,

IF HOLD CIROUIT TO THIS RELAY.

OFENS IN CIRCUIT TO ENOCKER COIL AND CLOSKES TO RUN SCORE
MOTOR .
ENERGIZES REFLAY 3.U. COIL, THRU IMPULSE CAM SWITCH B.

IN HOLD CIRCUIT TO THIS RELAY.

ENERGIZES ALTERNATOR UNIT S.U. COIL.
ENERGIZES COIN RELAY, THRU SWITCH ON ALTEHNATOR UNIT.

ENERGIZES LOCK RELAY.

IN HOLD CIRCUIT TO THIS RELAY, THRU END=-OF-STROKE SWITCH
ON ALTERNATOR UNIT.



SPINNER RELAY

I3 ENERGIZED BY SPINNER SWITCH, THRU
SWITCH E ON TRIPLE RELAY.

ADVANCE RELAY

IS5 ENERGIZED BY (3) TOP ROLLOVER BUTTONS
OR EY A,B,C OR D TARGET SWITCHES, THRU
SWITCH F ON TARGET RELAY.

DOUBLE BONUS RELAY

1S ENERGIZED BY WIPER FINGER ON SPINNER
UNIT DISC (POSITION 11 TO 20).

TRIPLE BONUS RELAY

IS ENERGIZED BY WIPER FINGER ON SPINNER
UNIT DISC (POSITION 21).

6T

¢

LOCATED ON PLAYFIELD

H.0s'| C
(:j HIO' E
.
M-29 ¥.0.| A
1100
O.C) D
N.O. c
H.0. 2]
H.O.. A
2 ) O
M&B c

M&B F
M&B E
M#B D
HalCo C
“I 0. B
—a

Z-28 N.0. A

1150 !

— o ) o

Y-
G=R

¥
G=-B

BR-G
R=W

Y=
ORAY-Y

Y
W=R

R=G
BR-BLU

GRAY=ER
0=B
B=BLU
BLU-B
I=-BR

Q-W
BLU=W
GRAY=BLU

BLU-R
=-BLU-
BLU=Y
R-W
R-B
W=R
R=BLU
BLU-B
0=W
BLU=W
B-G

GRAY=BR
BR-0

B-G. -
¥=-i

E=15

, D=16

E-1l

c-13
c=1l

D-13

D=1l

D=10
E-13

A=10
D=1l

c-10
D-13

c-14

E-13

ENERGIZES SPINNER UNIT S.U. COIL.

PULSES 10 POINT RELAY,

HOLD CIRCUIT TO THIS RELAY, THRU END-OF-S5TROKE SWITCH
ON SPINNER 3.U, UNIT,.

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

HOLD CIRCUIT TO THIS RELAY, THRU END-OF-3TROKE SWITCH ON
ADVANCE UNIT.

IN SEAIES WITH SWITCH B ON BONUS RELAY.

IN SERIES WITH SWITCH ¢ OF BONU3 HELAY.

IN HOLD CIRCUIT TC THIS RELAY.

OFENS TO "SPINNER-10 POINTS™ LITE, AND CLOSES TO “SPINNER-
100 POINT3S" LITE.

OPENS TO SPINNER RELAY AND CLOSES TO 100 POINT RELAY (THRU
SFINNER SWITCH).

IN SERIES WITH SWITCH B ON DOUBLE BONUS RELAY.

IN 3ERIES WITH SWITCH A ON DOUBLE BONUS RELAY.
IN SERIES WITH SWITCH C ON DOUBLE BONUS RELAY.

IN HOLD CIRCUIT TO THIS RELAY, THRU SWITCH ON OUTHOLE
RELAY .



S BONUS RELAY

IS ENERGIZED BY RESET RELAY, THRU ZERO
SWITCH ON ADVANCE UNIT---ALSO BY QUTHOLE
SWITCH, THRU ANOTHER ZEROC SWITCH ON ADVANCE
UNIT, AND A ZEROQ SWITCH ON BALL COUNT UNIT.

500 RELAY

IS' ENERGIZED BY LEFT OR RIGHT TOP ROLLOVER
SWITCH, THRU ADVANCE UNIT DI3C.

50 POINT RELAY

IS ENERGIZED BY LEFT OR RIGHT SIDE STAND=-
UP SWITCHES.

SCORE RESET RELAY

IS PULSED BY IMPULSE CAM SWITCH B, THRU
SWITCH ON RESET RELAY.

= b=
NaCa F BLU=-Y
— BLU=-BR
H.Os E =Y
— 0=G
Nuaa "] -¥=
— BLU=0
H.0. c Y=-EBR
— BR-Y
0-B
— GRAY=0
GRAY=BLU
— |- -BR-
NaOa | 24 BR-B
= O=W
NaCu | ID BLU=B
~ 0=G
qu‘l 1 C -I-
~ G=R
N.0. | 1B W=0
- W-R
NeOu | 1A W=0
o ) o
— O=-W
H.C. D Y=R
— G-B
N.Q. c W-0
I— =G
H.Ow B =Y
= 0-R
R.0. A B=R
0. O
LOCATED ON BACK BOX
— B=0
NaQs V] =-Y=
— B-Y
H'G' c Y=
|- R=BR
N.0s B -f=
| B-R
“H.O. ' =-Y=-
0 ) O

C=3

c=l

E=10

E=1L

D-11

E~16

G=11

E-15

E=15

C=11

D=16

C=y

E-17

D=4
D=
D=L

D=4

IN CIRCUIT TO ENERGIZE OUTHOLE RELAY.
IN HOLD CIRCUIT TO RESET RELAY.

RUN3S 3CORE MOTOR.

IN CIRCUIT TO PULSE ADVANCE UNIT RESET COIL.
IN CIRCUIT TO PULSE 1,000 POINT RELAY.
HOLD CIRCUIT TO THIS RELAY, THRU ZERO POSITION SWITCH ON

ADVANCE UNIT.

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

IN CIRCUIT TO TARGET RELAY, THRU A, B, C AND D TARGET
SWITCHES.

RUNS SCORE MOTOR.

IN CIRCUIT TO PULSE SPINNER UNIT S.U. COIL.

IN CIRCUIT TO PULSE 100 POINT RELAY.

IN SERIES WITH SWITCH 1D ON 500 RELAY.
IN CIRCUIT TC PULSE 10 POINT RELAY.
RUNS SCORE MOTOR.

HOLD CIRCUIT TO THIS RELAY, THRU SCORE MOTOR CAM SWITCH 6B,

PULSES 10,000 POINT DRUM UNIT, THRU ZERO SWITCH ON THAT
UNIT.

PULSES 1,000 POINT DRUM UNIT, THRU ZERO SWITCH ON THAT
UNIT.
PULSES 100 FOINT DRUM UNIT, THRU ZEHO SWITCH ON THAT UNIT.

PULSES 10 POINT DRUM UNIT, THRU ZERO SWITCH ON THAT UNIT,

L



o

100,000 RELAY

IS ENERGIZED BY 10,000 POINT DRUM UNIT 9TH
POSITION SWITCH, THRU 10,000 POINT DRUM
UNIT END-OF-STROKE SWITCH.

NORMALLY CLOSED SWITCHES ON RESET RELAY
AND GAME-OVER RELAY ARE ALS0 IN THIS CIR-
CUIT.

[,OOO POINT RELAY

IS PULSED BY IMPULSE CAM SWITCH D, THRU
SWITCH ON DOUBLE BONUS RELAY---ALSO BY CAM
SWITCH 6B, THRU SWITCHES ON TRIFLE RELAY
AND DOUBLE RELAY.

100 POINT RELAY

IS PULSED BY:
1. ADVANCE RELAY.
2. SPINNER SWITCH, THRU TRIFLE BONUS
RELAY.
3. THREE JET BUMPER SWITCHES,
lj» IMPULSE CAM SWITCH E, THRU 500
RELAY.

IO POINT RELAY

IS PULSED BY:
l. BSTAND=UP SWITCHES.
2. KICKER SWITCHES.
3. SPINNER RELAY.
L. IMPULSE CAM SWITCH E, THRU 50
POINT RELAY.

e

"H#.0. | D :
H.0. | C [
meos e |
Neou | & |
=N
N.Qs | 2 A I
N.0. | to |
Neou | 1c |
N.0. |18 |
Neou | 1A |

L —
o ) o
N.0, Zﬂ_
Ne0. [ 10 :
Ne0w |1 |

i
NeO. | D [
N.0. | € :
wo.|l s |
H.0.| & |
") O

A

=Y=

-R=

wW=B
=PURPLE-

B-BLU

Y=
R-Y

BLU=-BR
BR-Y

W=BLU
il

B=G
-¥=

0=B
!

GRAY-Y
B-R

BLU=-Y
W-R

Q=W
-Ya-

Q-R
-X-

GRAY =0
-

R=0
BR-Y

0-BLU
Y=

0=
B=Y
W=R

BLU=R
G=-B

c=-8

E-15

€=5

D=17

b=12

E-14

D=16

E-1l

E-=16

R—— Ry

IN HI-SCORE CIRCUIT. (IN 5 BALL PLAY).

IN HI-3CORE CIRCUIT. (FOR 101,000 TO 110,000),
TO ™100,000" LITE.

HOLD CIRCUIT TO THIS RELAY.

HOLD GIRCUIT TO THIS RELAY, THRU END-OF-STROKE SWITCH ON
1,000 POINT DRUM UNIT.

ENERGIZES 10,000 POINT DRUM UNIT, THRU 9TH POSITION SWITCH
ON 1,000 POINT DRUM UNIT.
PULSES LARGE CHIME COIL.

PULSES 1,000 POINT DRUM UNIT.

IN HI-SCORE CIRCUIT, THRU "PLAY ADJUSTMENT JACK™.

HOLD CIRCUIT TO THIS RELAY, THRU END-OF=-3TROKE SWITCH ON
100 POINT DRUM UMIT.

PULSES 100 POINT DRUM UNIT.
PULSES SMALL CHIME COIL.
ENERGIZES BALL INDEX RELAY, THRU ZERO POSITION SWITCH ON

ADVANCE UNIT.

PULSES 1,000 POINT RELAY, THRU 9TH POSITION SWITCH ON 100
POINT DRUM UNIT. \

PULSES 10 POINT DRUM UNIT.
PULSES MEDIUM CHIME COIL AND NUMBER MATCH UNIT S.U. COIL.
PULSES 100 POINT RELAY, THRU 9TH POSITION SWITCH ON 10

PQINT DRUM UNIT.

HOLD CIRCUIT TQO THIS RELAY, THRU END=OF=STROKE SWITCH ON
10 POINT DRUM UNIT.
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PLAYFIELD PARTS
FOR "TRIPLE ACTION"

JET BUMPER CAP
(WITH HOT STAMP)

3B-7349-2-1|

| B-663-H

12A-6460




A-TO?I-I\ n

« B-T7442-3

SW-I2U-lI

SW-12U-10

DROP TARGET ASSEMBLY

C-7090-| (WITH LARGE TARGET)
USED ON "TRIPLE ACTION"

3A-7335

LARGE TARGET

3A-7219

—e

| A-To73

| |A-4143
[

l
4‘\4:2 A-6444

i

|

IB-8-508-S
//—

20A-8715-79
<l

Lo |28~ G2 2T

A N
!
< ©
. - < | p-622I
R
= . ———— |0A-204
I i TS_A-7072
[ WA

\‘&2315.-63&34

NOTE. SPECIFY DESIGN € COLOR ON TARGET



ROTATING BUMPER UNIT ASS'Y.
A-7248

A-7240 B-7242
—> - A-7241

| 2A-3536

=

~—— |A=-5187

(]
3A-7303 S
20A-8947 " g% L -20
Cul
—3 WING NUT
T sw-3M-4 —  3A-7302
o}
/— IA-5186
1A-2048
3A-7301 23A-6507
_— 20A-8846 (

2A'3535Z
20A-8712-18 ﬁ

A-7240 RUBBER POST ASS'Y.




PART NO.

1B-8-508=s
1B-563=-H
1A=-2048
1A=-3206
1A-4143
1A=-5186
1A-5187
2A=-3535
2A=3536
3A-7219
34-7301
3A-7302
3A-7303
3A=-7335
3B=7349=2=1
10A-204
124-6227

- 12A-6L4L4Y
12A-6160
20A-8712-18
204-8715-79
20A-886
20A-891 7
23A=-6313-1
23A=6507
A-6221-1
A-6192
A=TO071=1
A=T7072
A-7073-1
C=T7090-1
A-7240
A=72l41
B=-7242
A=72L45
A-T248
B-7442-3
SW=3M-=l
SW=12U-10
SW-12U-11
G=22=550

PRICE LIST

ARRANGED IN NUMERICAL ORDER

DESCRIPTION

DOXE MrABKET ..o iis i e R svsss vhintidnatsnctan e
Ball Guide wirelll'llll..ll.ll.l'lt..‘....-.l..
SHITEN COVEY PLaTE Tt s csas s e ovs sdsosiolisne
Bracket-Ball (85 g e S S e I e, R
Drop Target-Guide Bracket.ccccescscsssscnsessss
Switch Brackﬂtoooo.-oaonq-.-o---oa-.------.----
Brackﬂt-Thrust Bearing.....--o-.-.-............

Stud - {R'Dtﬂting Bmﬂpﬁl’)....a. -------- LRI R BN

Shaft - {Rﬁtating B'!Jmpel'}.....-.aa...-a-.......

Drop Tﬁrgﬂto-ao-¢¢-¢ ----- 8 EF eSS eSS R SRS & 58 888
Insulator - (Hot&ting Eumper].....-......-.....
ThI‘UBt Screwl!!lliilliot.'-ttot -------- & a8 88 B8N

Nylon Switoh ActuatoP.icecsssssonsnsnisosniésesed
Targﬂt—Drcp Typ& (largeJn---c---no-no'alia.loct
Jet Bumper Cap=-With Hot StaMPescscescesssscoses
Return Spring..--.-.-...-......................
Hair Pin Cliplt.bii-.'-fl‘---..Il-lll.o-..'-...
Wire FOrm-Tanet Arm Guidao.-..-lulll-'.lilil"
Wire=Ball GatOvesersvensweans ST s s s sesssensee e
"E" Retaining Ring=3/16 Shaft.ccecesceascsssscsss
Washer (Drop Target ASSemMbly).csecesccececccesce
Palnut (Rotating Bumper)....cceeceeeccssccncces
1{&‘20 Hex Nutoo--a--.qota-ata--b-o-o-oopoc-uit
Rubber Grommet.scccecceccscass ST e AR e S A e
Rubber Bumper (Rotating Bumper)..c..cseeeeccecss
Drop Target Armature & Link AssemblYeeeeecesces
GOl StoD ASsEmbl¥eicvesivindeosedabossniesoaiiee
Fr&m& ﬁssﬁmblyt---------cno--.oscu...-u...---.-
Tﬂrgat Crank--...-.-.---.-----.....-...-.-.---.
Drop Target AMM.cecesss misssssserscsrenererm s
Drop Target Assembly Complet®c.ccececescccsacsss
Rubber Post Assemblyaiitio.iointinncuou..i..ttl
Bage: AasamblyY i svavepssasissesiiness nea s enisnse
Spinning Bumper........................--......
Switeh & Bracketilitttdoto.-oootooilnol'a'lo.--
Rotating Bumper ASSemblYeccccsvesccsosscasaanss
Switech & Bracket Assemblyao.-....-.....--......
Spinner Suitch...'."..I..-....---..I.II...I.I.
Drop Target Switch..... R IS Do) - e see e
Drop T&rget Switch--'..".o.u.oﬂ.fﬁﬁ-OQIU.Gﬂ.ﬂn
Goil Msemblyj....---‘-.....o'..'I."B.l..lﬂo‘o
l,h-zo Wing Nutn4|i-|ito---n-a.antunc-ncua.o.at

PRICE

.10
o Tl
.02
o 7l
« 70
.60
60
l1.04
1.50
«06
12
.12
«30
«16
40
«10
.02
+08
«26
.02
.02
..Dh
.02
loh
.20
«90
« 70
2.50
1.90
1.86
15.50
1.54
3.20
6.70
2,00
21.16
5.00

1.20
1.80
2.00

40

=
o o g S e




SCORES 1 REPLAY

434-32

103,000 SCOES 1 REPLAY
134,000 SCORES 1 REPLAY
434-34
107,000 SCORES 1 REPLAY
138,000 SCORES 1 REPLAY

434-36

—  SCORES 1 REPLAY

434-56

50,000 ADDS 1 EXTRA BALL

43458

70,000 ADDS 1 EXTRA BALL

434-60

110,000 ADDS 1 EXTRA BALL

434-62

ADDS 1 EXTRA BALL

434-64

131,000 SCORES 1 REPLAY
162,000 SCORES 1 REPLAY

434-48

135,000 SCORES 1 REPLAY
166,000 SCORES 1 REPLAY

434-50

110,000 SCORES 1 REPLAY

434-52
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