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- INSTALLATION

"ASSEMBLING

Assembling should be done as follows:

1.

Bolt legs to the cabinet {use special bolts in coin box).

2. Gently extract electric cable and place in the proper cavity, checking that non-skid knot is there.

3. Remove the elastic strip that secures the light board and lift-it to a vertical position. Dunng this operation make sure that the cable
is not crushed between the parts. The light board has an automatic coupling that keeps it in a vertical position, to ease the fitting of
the 4 bolts with the relevant washers, that can be found in the coin box teo.

VISUAL INSPECTIONS

On all games there are certain points that should be always chacked after transport.

Same are visual inspections which may be helpful to-avoid some time consuming-service work later.

Minor-damages caused by rough handling during the transport are practically unavoidable. o R
Cable connectors may be loosened, switches {especially tilt switches) may loose their proper adjustmenl. .
Especially the plumb bob tilt swntch should always be adjusted after game is set on location, : o

1.

DO A pN

Check whethér cabinet cable is connected to the light board cable

" Check for any wires that may have become disconnected.

Make sure that the cables do not obstacle the moving parts

‘Check that all fuses are making good contact.

Check whether the transformer is connected for the proper main voltage

Check'and adjust the sensitivity of tm contacts as follows.

A. Plumb bob tilt switch.

Adjust the plumb bob tilt length: accordmg to the requnred sens;tlwty

B. Rail tilt and ball. -
Put the ball into the:rail and check whethér ;t moves properly and closes the contact when the cablnet is' raused .

. C. Shockproof tilt : - e

There are two: s

The first one near plumb bob tilt, the second one near com chutes Adjust conlact d1stance to desnred sensutw:ty.

GENERAL GAME OPERATION

1.

Pul one the ball into the bottem hole
Connect vollage and start the game.

The «GAME OVER» iamp is lit

_ Check whether the machine accepts properly the coins and increments the relevant credits. Please keep in mind lhal the' machine
- shall not accept any coins when turned off or if.the number of credits has reached the max: programmed-amount. :

I after having started the game the GAME OVER lamp is lit, it is necessary to carry out some control functions, because the data
stored in the battery memory, are not valid anymore if the game has been d1sconnected for many weeks, this-is very likely to_

happen.. :
If on the other hand the machine has been recently used, and the GAME OVER lamp blinks, it is poss:ble thal the bauery or its

reloading circuit are out of order.

In any case, before starting the machine it is advisable lo reprogram it.

Act on credit push-button. The «GAME OVER» lamp shall extinguish.

A. First player lamp shall be lit. .

B. The credits are decreased by one. -

C. «BALLS TO PLAY=» lamp shall be lit.

D. The piayfield is ready and the ball is ejected from the hole.

Each time the credit push-button is operated, the number of credits is decreased by one and the number of players is updated.

The max. number of credits available is four.
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ROUTINE MAINTENANCE ON LOCATION

' The purpose of thrs chapter is to givea general Irne to follow soas to maintain the machine in proper operatron The operatlons shown T

have to be carried out each time one operates on the machrne even when on power-up.

1. Carefully check that securing screws of electronic boards do not work loose as well as all connectors of the plate.
— Check and if necessary tighten the screws of the rubber post. !
— Check the conditions of the rubber rings and if necessary change them {remember to check the adjustmenl of contacls each
time the rubber rings are replaced).
— Carefully clean playfield. Do not use highly caustic cleaners.

2. Playfield (lower part).
— Check flipper assembly {tie rod, pin joints and contacts).
— Check bumpers.
— Check contact adjustments.
— Check wiring harness to avoid stresses on the wires and obstacles to the moving parts.

3. Check and adjust tilt sensitivity.
Remember: an efficient periodi¢ maintenance greatly improves the pintable lifetime and avoids the possibility of damages

NOTE

Games are factory programmed, according to the special réquirernents of their designation. The main programming elements may be
changed, however, by following procedures below.

We remind you that these procedures shall be performed EXCLUSIVELY by skilled technicians, because wrong programming could
cause malfunctions.

GENERAL TECHNICAL INFORMATION

To avoid that any cause (battery discharged or others) causes the loss of the data stored in RAM C-MOS, and thus the failure of the.
pintabie, the basic program contams some-: typrcal programmmgs {to replace the swrtches that had. been used wnth ihe precedent :
saries). B
When the microcomputer notes that the programming data cf RAM.C- MOS do not apply anymore recafl- one of the 8 Irsts of typrcal :
programming (see table ).

For the CHOICE OF THE TYPICAL LIST, that will be called in case of necessny, the DIP SWS 1 2 and 3 are used that are mounted on
the C.P.U. board (see figure 1).

On the sound board there are 2 trimmers provided for the separate tuning of the max. volume of sounds and’ talkrng - :
For the final tuning of the loud-speaker volume, both for sound and for lalk, there is a potentrometer prowded that is located inside the .
cabinet on the right side of the door. .

To operate on the «TESTS» with the pintable in GAME OVER posrtron O the deor there is. an «ADVANCE- RETURN» swrtch with::

central rest position (or 2 push-buttons, of which one «ADVANGE» and the other one «RETURN»). By acting on «ADVANGE®» at each

control the tests progress 1 by 1 from 0 through 37 and then again 0; 1,2 etc. When:-pushing again- «HETURN» each trme the test

number is decreased by one (contrary 10 what happens with «ADVANCE»)

The test number is indicated on the 2 figures:of the « BALLS: TO PLAY dispiay (see fig.-2). To leave the test, and return thus to GAME

OVER, it is sufficlent to stop and then start again the game, or to push ADVANCE or RETURN until the drsplay shows 00.

© To clear the caccounting» tests or in any case to amend the programming tests, it is necessary that SW n. 4 on the C.P.U-board (see
fig. 1) points to ON: (PHOGHAM), and ther tal! the test to be changed; and act.on the «CREDIT#: push-button. After havmg cleared or

progtrammed the test, to return in GAME OVER condition and thus to be able to play, call test 00 and then put SWn, 4 in OGG (GAME)

position

If the SW n. 4 has not been reset, and you are still in ON (PROGRAM) condition with the 00 (GAME OVER) test, there wiltbe a buzzmg

sound and the TILT famp will be blinking, to inform on the anomalous condition that doesn't allow to use the qame

IMPORTANT:

Please be advised that, as from our pinball mod. PINBALL CHAMP '82 onwards, few instructions must be.observed when-ever the battery or RAM -
6514 or RAM 5514 are replaced, or if changes to the program written in RAM (com mechanism programming, ball programmmg) are made ‘This
“is to make sure that the machine accepts the programming: : :

1) Switch' the machine ‘off; remove RAM 65140r'5514in position IC 4 from its.socket (under the battery on 1he left). - TN :

2) Insert RAM 6514 again: switch the machine on. Whatever; programmed on RAM:has:been completely cancelled through operations 1. and 2.

3) Start.programming.by seiting switch N..4.in ON posmon . i - . L .

4) Set tests:N. 6-7-8-2 to zero with START button.. ) )

5) All the other tests (from N. 10 to N. 37) must be programmed again completeiy, aithough the test concerned i already in posrtlon As an exam-
. ple: when reached position: 11, 01 (which corresponds to the programming requrred) appears In.spite of this, go on with tests 02-03 ect., until
coming back to posmon 01. y . .

"6) When the programming is completed, set switch N. 4 in OFF position again. ’ ‘
7) Switch off and on the machine: |f GAME QVER lamp is lit everything is OK; if. it |s flashrng repalrmg 1s requrred
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" Now we are gomg ‘1o analyse the technrcal performances in a detailed’ manner startrng wrth the self test functron “foltowed by the :
accounting functrons and eventually the vanous programmrng functions. : . . ‘ ;

TESTS

SELF TEST

DISPLAY (Test n1). By this we check optically the proper operation of the display (5 groups of 8 figures each covering a total of 40 figures). The
5 groups are the the following: 1st player display; 2nd player display; 3rd player display; 4th player display; HIGHEST SCORE TO
DATE display or DISPLAY CREDIT, TIME BONUS and BALLS TO PLAY. When this test is entered, all the figures show the same num-
bers, starting, with «0» that immediately becomes «1» then «2» and so onh until «9»; then they restart at «0» and so on.
By acting on CREDIT push-button the 8 figures of each display indicate 8 numbers in continuous succession.
Example: 765432140
87654321

CONTACTS: (Test n. 2). By this test function it is possible to check the-proper operation of the 64 INPUT contacts numbered from 00 through 64.

When this test is entered, on the 2 figures of the CREDIT display appears the “'closed” contact highest in number, and after having ope-

ned it, follows the number of the closed contact next in order. If none of the 84 contacts is “closed” no number is indicated. Under these
circurstances it is possible to check whether all the contacts work properly, by closing them one by one and making sure that each time

the corresponding number appears on the special display pravided.

For the numbering of contacts see fig. 4.

LAMPS (Test n. 3). All the «piloted» lamps, that have been divided into_two groups, are lit and extinguished alternatively at regular )
mtervals Check whether there are any lamps that are not operative.

SOLENOIDS (Test n. 4). All the solenoids (coils) are energized in sequence from 1 through 24. The number of the energrzed solenord
appears on the CREDIT display in that very moment.
- NOTE THAT EACH SINGLE PINTABLE MODEL MAY USE ONLY PART OF THE 24 AVAILABLE SOLENOIDS
in the test all the solenoids are treated in the same way (either-used or not), and thus on the CREDIT dispiay the numbers of all
the 24 possible solenoids are indicated. Those that are not operatwe and are missing do not cause any effect (mechanrcal
noise). .
The number of employed solenoids is rndlcated on fig. 6.

SOUND AND TALKING (Test n. 5). This test serves to hear the various sounds and phrases programmed for the model and to check
’ whether they are correct in the same trme on the CREDIT display appears the number of the Sound or of the phrase being
executed ) .

ACCOUNTING FUNCTIONS '

TIME (Testn. 6). Same containg the accountmg data-relevant to the time (minutes) of pirtable operation {1st player display), to the actual dura-
tion of the game (minutes) 2nd player display), the total number of TILT.(3rd player display} and to the average duration of games (4th
player display). The average duration of games is expressed in minutes, and is determined by the ratic between the play time and the
number of games that have been played.

The above accounting functions can be cleared simultaneously, by keeping pressed the CREDIT push-button for about 5 seconds, provr
ded SW 4 n. 4 on the C.P.U. boards is on ON (PROGRAM) . . .

TAKINGS (Test n. 7) The:number of coins coltected by the flrsl coin chute {on the left side} is indicated on the 1st player drsplay The
number of coins collected by the second coin chute (on the right side) is shown on 2nd player display. The 3rd player display
accounts for the number of coins introduced into the third coin chute (the centrai one). On the 4th player display the number of
aservices games is reported, that is those games obtained by pressmg the «SERVICE» push-button that is located ms:de the
door on the:left side. -

NOTE THAT THE «SERVICE» PUSH- BUTTON DOES NOT CHANGE THE NUMBER OF CREDITS BECAUSE ET ENTERS
DIRECTLY FROM 1 THROUGH 4 GAMES, AND ALSO THE ELECTROMECHANICAL COIN COUNTE IS NOT AFFECTED.

To clear it, SW n. 4 on the C.P.U. board (see figure 1) shall be in position ON (PROGRAM), and then act on the CGREDIT push-
button for about 5 seconds. -

WINNINGS (Test n. 8 and 9). Test n. 8 indicates the winnings listed per types, that is: on the 1st player is indicated the overall quantity of games
that have been played (ihe addition of the paid games, the won ones and the SERVICE games).
On the 2nd player display appear the won games.
On the 3rd ptayer drsplay one can see the number of won balls. Finaily the ath player drsplay shows the quantny of awarded SUPERBONU

SES

— The test n. 9 shows how the wmmngs have been Obtained.

The 1st player display indicates how many times the HIGHEST SCORE has been exceeded (NORMAL if test 18's programmed with 00,
RANDOM if test 18 is programmed with 01).

The 2nd player display shows the number of wrnnmgs obtained with winning scores,

The 3rd player display shows the number of winnings obtained with SPECIAL 1. Finally, on the 4th player drsplay appears the
number of wrnmngs obtained with SPECIAL 2.

To clear the winnings, SW n. 4 shall be in position ON (PROGRAMY); then enter test n. 8 and act on the CREDIT push-button for
about 5 seconds; then enter test n. 9 and again press the CREDIT push-button for about 5 seconds.

5ERVICE (Test. n. 10) Test 10 indicaies:
- Total number of tilt n. 2 on 18! player display {play tilt)
- Total number of credits cancelled by tilt n. 2, on 2nd player display.
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PRUGRAMMING

" COIN

S (T_e'st_s.n._ 11,-_12, 13, 14, 15, 16). To.meel the 'req'u'irernems.due_' to the va ous types and values-of coiné used in the different. - ‘-H
. countries, a highly sophisticated method for programming the cost of one «credit» (one game) has been adopted. The main
features of this method are: : ' i ] : : ‘

a) the possibility of giving one credit with several coins,
b} same number of allowances if the value of the introduced coins is the same, regardiess of their number and type,

c) the possibility of establishing a cost per credit that differs from the value of the various coins.
To achieve proper programming of the cost of one credit, when allowances shall be granted, it is necessary {¢ keep in mind that

. -the cost ratio between the more expensive credit and the less expensive one shall be less than «2».

The tests 11, 13 and 15 shall be given the unit «value» of.the coins that can be introduced respectively into coin chute n. 1 {on '
the teft side}, coin chute n. 2 {on the right side) and coin.chute n. 3 (in the middle). - . :

" Do not forget that the coins shall be introduced into the 3 coin chutes in GROWING QRDER. The coin with the lowest value shall

HIGH

MAX

- DOM).- :

BALL

be introduced into the first coin chute, to.the second coin chule can be assigned a ¢oin of the same or highervalue than the first
one. - T
" The third coin chute shall receive the coin that has or higher or at least the same value as the coin introduced into the second
coin chute. . . )
The tests, 12, 14 and 16 shall he programmed with the number of credits to be given to each coin introduced respectively into
coin chutes 1, 2 and 3. ) . : : ' g . S
if several coins are needed to get one credit, it is necessary to program 00. o
.The coin attributed to the third coin chute, shall have the same or higher value than the cost of one credit. (The figure to be
programmed on test n, 16 shall be equal to or higher than 1), ) :
THE UNIT VALUE OF COINS IS THE FIGURE ORTAINED BY DIVIDING THE ACTUAL VALUE OF THE COINS BY THE MAX.
COMMON DIVISOR. : ' '
Example: 10 p; 50 p;: 10 = 1+56
_ 100L;200L;500L.: = 1+2+5 o . L
-As a further guidance for the operators on Table I some actual coin chute programming examples are reported, that are used
for some European countries. o '

SCORE (Test n. 17, 18 and 25). There exists the possibility to choose among 2 different types of H.8: NORMAL (Test 18 = 00) and RAN:-
DOM (Test 18 = 01). NORMAL H.8, represents the max. score value achleved by one player. When this score is exceeded by ohe or more
-players, it is replaced by the score obtained by the player who has totalled the highest score. The players that follow shall-exceed the new
-H.S. value to have:their winning score recorded. Co -

RAhil]DOM H.5. on the contrary consists of a casual score, ranging within an area of 12.000.000 peints, that is set forth at the beginning of
each game. : - : : ’

The minimun value is given by the figure programmed with test 17, and that can range from 00.000.000 through 99.900.000

The same test is used to program a NORMAL H.8. at the beginning, when the pintable is installed, or in-any case to clear-or. -
-change the existing H.S. value. To do s0, press several times the CREDIT push-button, if slow progressing is required, otherwise
keep it pressed for fast progress. To change thé initial valie of Random H.S. it is necessary that SW4 on the C.P.U. board is in
ON (PROGRAM) position, while it fmay be both on ON (PROGRAM) or OFF (GAME) to change the initial value of NORMAL H.S.
The player who exceeds the NORMAL or RANDOM H.S. wins the prize established by the programming of test n. 25, with the -
following possibilities: . ‘ b

Test 25 = 00 = no win

01 = 1 replay
02 = 2 repfays
03 = 3 replays
04 = 1 superbonus

Both test 18 and test 25 require SW n. 4 to be in ON {PROGRAM) position to change thelr programming, and then it is hecessary 1o press
the CREDIT push-button.

FOR NORMAL H.S., THE WIN IS AWARDED ONLY TO THE PLAYER WHO OBTAINS THE HIGHEST SCORE, EVEN WHEN THE -

PLAYERS EXCEEDING THE PRESET'HIGHEST SCORE VALUE ARE MORE THAN ONE: . :
IN THE CASE OF RANDOM H.S. THE WIN IS GIVEN TO ALL THE PLAYERS WHO EXCEED THE PRESET H.S. VALUE.

CREDIT (Test n. 19). Same represents the max. number of credits that can be recorded before the doin chute lacking mechanism is relea-
sed, thus preventing further introduction of coing. Same represents also the figure beyond which the ¢redits are not icreased anymore be-
cause of any won games, t'is programmable from 10 through 30 by acting on the CREDIT posh-button, provided:SW4 is seton ON (RAN-

1

be programmeéd from 01 through 02 by

S (Test n. 20). Same represents th_‘e‘number of balls that are avéiiable during each game. It can
acting on the CREDIT push-button while SW4 shall be on ON. " :

MATCH (Test n. 20). Maich is the possibility to award one replay to the player or to the players, who have managed to get a score on their

WINN

display the two right end figures correspond to those of MATCH (see figure 2). If it is programmed with 00, it is excluded, while if the pro-
grammed figure is 01, it is connected. To change the programming act on the CREDIT push-bution. SW n.4 shall be set ON. (PROGRAM). .

ING SCORES (Test n'. 22, 23, 24 and 26). There are three scores, that can be programmed within a range from 0.00 through
99.900.000, respectively with tests 22, 23 and 24. The player of the players:who exceed one or more (max. 3) winning scores, are'awar-
ded a prize as determined.on test.n. 26, for each exceeded winning score. : | . -

The scores programmed with 0,0 to'are not enabled (they do not award any, win even when test 26 is programmed {or wins). The test n. 26
determines the type of win at each winning scorg limit, that can be-chosen among: . . - S

Test 26 = 00 = non win . ’

01 = 1 bonus ball

02 = Areplay . .. e
03 = 1 superbonus

04 = 2,000.000 points

For the programming of these tests it is necessary that SW n.4 is on ON {PRCGRAM), and then act on CREDIT push-button. - N
For the scores {test 22, 23, 24) push repeatedly the CREDIT push-button o progress 1 by 1 (corresponding each to 100.000 points}. When
the button is kept pressed, the progress is fast. L : .
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SPECIAL 1 (RED SPECIAL) (Tests 27 and 33). Difficulty can be adjusted for obtaining the special, by using test 33 properly. This way the num-
-+ ber of functions necessary to Iig_ht the special lamp, can be varied. _ ) : .

00 = Enter RED SPECIAL canal 6 times:
01 = Enter RED SPECIAL canal 4 times
02 = Enter RED SPECIAL canal 3 fimes
03 = Enter RED SPECIAL canal 2 times

For adjustement or changes, act on CREDIT button when SW 4 is ON {PROGRAM}).
Test 27 determines the type of win to be awarded when the Special target is hit while corresponding lamp is 1it.

00 = no win

01 = 1 honus batl

02 = 1 replay

03 = 1 superbonus

04 = 4.500.000 points :

For adjustment or changes, act on CREDIT button when SW 4 is ON (PROGRAM):

SPECIAL 2 ORANGE SPECIAL (Test 28, 34). Difficulty can be adjusted for lighting the “orange special’ lamp by modifying test n. 34.

00 = Hit targets bank 4 times ‘ i

01 = Hit targets bank 3 times

02 = Hit targets bank 2 times

03 = Hit targets bank 2 times .

Test n. 28 deterrines the type of win to be awarded when the orange Special target is hit while the corresponding lamps is lit.
00 = no win ’

01 = 1 bonus ball

02 = 1 replay

03 =1 superbonus

04 = 1.000.000 points,

For adjustment or changes, act on CREDIT button when SW 4 is ON (PROGRAM)

BACKGROUND SOUND AND ATTRACTION SOUNDS (Test 29). Background sound is to be adjusted whan on play, attraction sounds'when in
GAME OVER. i : : .

00 = Sound disconnected, attractions connected
01 = Sound connected, attractions connected

02 .= Sound disconnected, attractions disconnected
03 = Sound connected, attractions disconnected

COIN METER (Test n. 30). Same is an electromechanical impulse meter, to be connected with the circular 8-way connector located in
the cabinet and that the «UNIT VALUEs of the coins introduced into 3 coln chutes. .
It is never modified by the wins or the service games (obtained throught the SERVICE push-button). The game can be played regularly -
both with connected and cut-off coin meter, if the test it programmed with 00. Note that the impulse meter is programmed with 00. Note :
that the impulse meter is always operatin regardless of the type of programming used for test 30. ’
To program or to change, act on CREDIT push-button, provided SW 4 is in ON (PROGRAM) position,
The impulse meter and relevant wiring are available upon request. : :

GAME TIME BONUS (Test n. 31). After having used the available balls (see test 20 + possible winned balls), it Is possible to get a game time
extention'that may range from a minimum of 10 seconds to a maximum of 99 seconds, determined by the play of the last normal ball, This.,
time Is indicated by 2 digits in the center of the HIGHEST SCORE TO DATE display (see figure 2). Upon play time ezpiry, all the controis -
are stopped, and thus the ball to play runs straight to the hole. )

If the test has been programmed 00, the game is terminated normally {game time bonus excluded), while with 01 programming garne tife
bonus is connected. To program or change, act on CREDIT push-button, provided SW 4 is in ON (PROGRAM) position, ‘

BONUS BALL NUMBER VARIATION (Test 32). Maximum numbér of possible bonus balls, while one ball on play, is determined.

00 = 1 bonus ball
01 = 3 bonus balt
02 = 3 bonus ball
03 = 3 bonus ball

To program or change, act on CREDIT 'push-button, provided SW'4,is set on ON (PROGRAM).

RIGHT KICKER variant (Test 35). BALL RETURN lamp can be adjusted changing test 35:

00 = Enter "Kicker” canal 4 times :
01 = Enter “Kicker" canal 3 times’
02 - 03 = Enter “Kicker' canal 2 times

To program or modify, att on credit push button when SW 4 in ON (Program)
Note: Tests 36 and 37 are not utilized on “POOL CHAMPION".

PAY OUT On request, a token payout with relevant cup may be connected with the machine (KE 0037 optional).
The pay out operates when scoring SUPER BONUS programmed in the relevant win tests. :
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T SELF TEST

' "N. FUNCTION '
TEST FUNCTION IN TEST DESCRIPTION
01 Test Display ! 1° Al the dtsptays show equal figures that follow éach other 0,1,2,..9,0
: and so on.
i 2° By keeping the «CREDIT» push-button pressed the dlsplays show
numbers in sugession.
02 | Contact test oL Number of closed contact
03 Lamp test f All the piloted lamps are continuously it and extinguished.
04 Solenoid test The solenonds (trom 1 through 24)are energlzed one after another The figure
: E,i 5‘ indicates the energized solenoid. When it is operative it must be percelved
05 Sound and talking test | Sounds and works are repeated one after another. Thefigure indicates the--
=25 sound and the phrase being executed.
ACCOUNTING
N : . HOW TO
TEST ° FUNCTION DESCRIPTION CLEAR
06 Duration . Player 1 display = Time of pintable operation (minutes) With SW4 on ON (PRO
Player 2 display = Game time (minutes) SRAM) push-button about
Player 3 display = Total number, of i sec.
Player 4 display = Average game duration
. expressed in minutes
07 | Takings Player 1 disptay = Coins in coin chute 1 | 'With swa ONacton -
Player 2 display = Colns in coin chute 2 gHED]T push-button abt.
Player 3 display = Coins in coin chute 3 { o see
Player 4 display- = SERVICE games 7 )
08 | Wins Player 1 display = Games piayed in total With SW4°ON act on CRE- |
Player 2 display = Won games’ DIT push-button for abt
Player 3 display = Won balls = 5 sec. .
Player 4 display = Won siiperbonus
09 Wirls .Player 1 display = _‘ H.8. Is exceeded With SW4 in"ON act for
Player 2 display = Winning scores are exceaded _ E?%‘-g ?tsecpnds on CRE-
Player 3 digplay = Special 1 : Htton.
Player 4 display = Special 2
10 | Service Player 1 Display = Total iumber of Tilt 2 ) With W4 in ON act for
Player 2 Display = Credlt number cancelled by T;It 2 | about 5 secqnds on CHE-
T o ) ~.DIT button. -
PROGRAMMING - .
N. PROGRAMMED, DATA FOR THE
TEST FUNGTION VALUE DESCRIPTION PROGRAMMER
B " ; R i
1 Coin value 1st coin chute, from 01 Value of the coins for the 1 st coin chute.(at the left Whlt SW4 on ON act on
. to 10 side close to the hinge). CRED_!T push-button.
- 42 | Coin credits 1st coin chute. from 00 | Credits per each smgle coin mtroduced into the first o
=~ to-1b coin chute. :
13 Coin value 2nd coin chute. from 01 Value of the coins for the 2nd coin chute (at the
to 10 | ~right side, close to.the key). i
14 | Coin credits 2nd coin chute from 00 Credits per each smgle coin mtroduced mto the se-
to 15 cond coin chute
15 Coin value 3rd coin chute from D1 Value of the coin for the 3rd coin chute (|n the '
to 10 center).
16 Coins credit 3rd coin chute from 00 - ‘| Creditsper each Smgle coin intreduced inte the third
to 15 coin chute :
17 High;Score ' from 00.0 When test 18 is programmed with 00, initia! NORMAU NORMAL H.S. can be preset
: initial value t0 99.9 H.8. is programmed. also in Game-over (SW4 in

\| test 18 is programmed 01, the min, RANDOM H.S.
is programmed.

OFF), RANDOM H.S. can be
preset only in PROGRAM
SW4 in CN). Push CREDIT
keep pushed for fast pro-
gress.
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_ Segue PROG RAMMING .
N L " VALUE ' DATAFORTHE -
|imesT | - L FUNCTION {proGRAMMED]: DESCRIPTION’ PROGRAMMER -
18 | High Score- 00 NORMAL H. S. or max. scores achisved by one” With 'SW4 on ON dct on
types player...-" ° - | CREDIT-push-button.
01 HANDOM H.S. or casual scores that may change at . '
the beginning: of each game. . :
19 Ma_x"or'edits from 10 Max number of credits beyond which coin chutesare | Act on CREDIT pusch-button'_
. to 30 locked, and no won games arg attributed anymore | with SW4 on ON :
20 Balls from 01 Balls per p!ay ) ' Act on CREDIT pusch buttor ‘
io 07 ‘ with SW 4 on ON
21 MATCH oy, Match exiuded {no wins) Aet on CREDIT pusch-button
1 : (O Match connected (1 Heplay) with SW4 on ON
22 1st winning from 00.0 1st wrnnlng score, which awards the win programmed With SW4 on ON act stepwisq:
scores - to 89.9 on test n.26 when exceeded. 00,0 = no win on CREDIT push-button for |
- i slow progress. For fast pro-
23 | 2nd winning from 00.0 | 2nd wrnnmg score wich awards the win programmed gress keep it pressed
scores ’ to 99.9 on test n. 26 when exceeded. 00.0 = no win .
t 24 3rd winning from 00.0 3rd winning séore which awards the win programmed
scores to 99.8 on test n.26 when exceeded, 00.0 = no win.
25 | Wins with 00 NG win ‘With SW4 on ON act on
" | HIGH SCORE 01 1 Replay CREDIT push-button
02 2 Replay .
03 3 Replay
04 1 Superbonus
26 | Wins with scores 00 No win With SW4 on ON act on
{see tost 22, 23, 24) 01 1 Bonus Ball ‘CREDIT push-button
oz 1 Replay
03 1 Superbonus
04 2.000.000 points
27 Wins with Special 1 Q0 No \nrin 'With SW4 on ON act on
“Red Special'’ 01 1 Bonus Ball CREDIT push-button™ -
- 02 1 Replay i e : :
03’ 1 Superbonus
- 04° +4.500.000 points
28 | wins with Special 2 - 00 1 No win With SW4 on ON act on
“Qrange Special” 0t -1'Bonus Ball CREDIT push-button
02 1 Replay
03 . 1 Superbonus
04 /| 1.000.000 points
29 Background sound and 00 Sound disconnected, attraot:ons connected With SW 4 on ON act on
attraction sounds o | Sound connected, attractions connected CREDIT push-button
' 02 Sound disconnected, attractions disconnecied -
03 Sound connected, attractions disconnected
30 Coin meter 00 Notmal operation both with excluded and with con- With SW4 on ON-acton - = i
: . -nected impulse meter CREDIT push-button
o1 When impulse meter is disconnected the pin table " ’ .
cannot be used -
31 Game Time Bonus 00 «Game ‘time bonus» disconnected With SW4 on ON 'a'ot on
.01 | Count down connected 'CREDIT push-button
32 | Bonus Ball 00 1 bonus ball "~ -1 Press CREDIT button when |
number variation 01 1.3 Bonus Balls SW4isON . .
02 "3 Bonus Balls S T
03 3 Bonus Balls
00 Enter RED SPECIAL canal 6 times - Press CREDIT button when
a3 Red Special o1 Enter RED-SPECIAL canal 4 times- SW4 is ON
02 .. | Enter RED SPECIAL canal 3 times
03 Enter RED SPECIAL canal 2 times ) . L.
34 | Special 2 o | Hit targets bank 4 times Press CREDIT buitton when
ORANGE 01 Hit targets bank 3 times SW4 is ON
02 Hit targets bank 2 times
03 Hit targets bank.2 times
35 Right kicker 00 Enter “Kicker” canal 4 times Press CREDIT button when
o1 Enter "“Kickef" canal 3 times SW4 is ON
02 03 " { Enter ‘.“Kicker" canal 2 times
36 Not used ~
a7 Not used

: IMPORTANT With SW4 in ON (PROGRAM) position, the pintable canhot enter-a game, even though there may be credits available, and the ma-
chine Is in GAME OVER-condition. A buzzer and the blinking of the TILT lamp indicate anomalous condltron



TROUBLE SHOOTING -

_CONDITION - -

CAUSE

REMEDY

- NOTES

The game cannot be
.started

E No voitage avallable :
- Plug'is off

" The 3-way connector (CN~«I|ne») of .
_,.Ihe feeder rack is not connected -

- Mains fuse burned : :
‘— The 9-way connector (CN «Ja») on the

feeder rack disconnected -

— Mains switch open

- Connetor {CN.1) on feeder and con-
nectors (CN «Jh-«dz»»-fda») onfeeder ...

rack disconnected

Voltage change over not or insuffi--
ciently connected .

F5Iu'g 'in_ o

- Cornnect’

Replace -
Replace:

“Close
Connect.

i

-Correct

If they burn again, this
means that there is a

| short circuit

The voltage change over
unit- contains also the
mains fuse :

All stationary lamps are |

not [it

- Fuse F2 on the feeder rack thrown

out.

CN J1-J2-J3 connector not connected ]
- Electric wire dlsconnected .

- Replace

Plug in 7
Connect

Shall-not be more than.
204; if it is thrown out
agalntherelsashort—(:lr-
cuit

All the piloted lamps are
: not operating

5 VRM is not available

: The connector between C.P.U. and

the interface is disconnected

- Interface (CN 16} feeding connector is

not plugged in

The connectors of the lamps on Inter-
face (CN. 18-19-20-21-22) are not
connected

; - The connectors at the feeder board

output are disconnected (CN 2-3-4)
Atthe C.P.U.input and at the Interface

1 5,6 V d.c. are missing
—.C.PL. is always cleared
, Others

Fuse F3 (15A) on Power-board is burned
Tighten the loose connectors

Fuse F2 (5A} is burned and shall therefore
be replaced. If it is thrown out again, there
is a short circuit. Replace feeder board.
Replace feeder and thien replace C.PY.
Replace interface

Test carefully with tester

All displays are extm-
guished,

| On'all the displays wrong

figures are appearing "

+ 170 V d.c. is missing because fuse

“F1 (1A) is burned.

Or high voltage regulator is dama-
ged.

Or hlgh voltage regulator safety cir-
cuit is actuated,

At CP.U. —input +5,6 V is missing

- -CN 14 or all connectors of dlsplays

are dlsconnected

: Display da‘mage_d
- C.P.. damaged .

Cable damaged

— CPU, damaged

Replace the fuse.

. Checkwiththe testerwhetherifiehigh-vol-

tagefeederoperates. When safety devicels
actuated, try todisconnect  thedisplays.
If the feeder operates at 170 V:this means
thatonthe displays there exists a shortcir-
cuit..To restore +170 V it is necessary to
stop the pintable and then to start it again

Checkand if necessary replace the F2 (5A)
fuse on-the teeder board ,

Plug in connectors

Heplace the cable
Replace C.P.U.

One or more figures on

one or more dlsplays are |- -

wrong.

DlSplay damaged_
Cabel damaged

All flgures are too brlght

- +170 V feeder damaged

| Reéplace the feeder board -

Al the solenoids’do ot |

"l work

;39 VRM input is missing

- GN 17 connector is not plugged in -
-= Interface damagedj : ’
i C.P.U. damaged

'Resét the fuse .
Ril itis thrown out agam therei isashort cir-

cuit.

: ,Plug-in the connector
: Replace the Interface

Rep!ace the c.rPU.

One or more soreno:ds

do not work’

: _Ceils burned“ '
- Darlington burned
- Electric wires loose

The fuses under t_he playfreld have

" beeti thrown cut

Replace coll and the relevant Darlington

Replace !he Darllngton and check the dio-
de.on the coil.

Connect the !_oose wires
Reset the bumed out fuses

One or more solenoids ®..

are always energized

: Interface-board damaged -
* C.P.U. damaged
- Short circuit

‘.heblaceathe Interface-board .
-Replace the C.P.U. board .

All the contacts remain
1 inactive

- CN 10-11 connectors are loose
- C.P.U. is damaged

Plug in
Reptace C.P. U ~board
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CONDITION

. CAUSE . -

REMEDY

NOTES

One or more contacts do
not work

- Loose wires - ;

Intérrupled or loose
Contact oxydized

“Corinect all the loose wires .

Reset the diode’
Clean the contact

One or more contacts
are wrongly read

The contact wires are short circuited
and also with respect to the lamp and
solenoid wires

Diode contacts are short circuited
C.P.U. is damaged

Eliminate the short circuit

Replace the shbr’t circuited diode
Replace C.P.U.,

All sounds and words
are missing

The loudspeaker is not connecied or
damaged

Loudspeaker potentiometer cut off
CN & connector (Sound board) di-
sconnected

5 V d.c. feeding voltage is missing
+12 ¥ d.c. feeding voltage missing
+5 V d.c. feeding voitage missing

Sound and talk boafd damaged

Connect, if necessary replace

Replace ancther one having similar fea-
tures

Plug in the connector

Replace fuse F4 (1A) onthe feed board, if
burned

Replacefuse F2 (5A) onthe feed board, if
burned -

If+5V d.c. are missing, but +12Vd.c. are
available, replace the regulator 78H05
Replace the sound and talk board

VERY IMPORTANT. Never connect or disconnected the connectors while the game is running .

The game is supplied with a special plug to connect a print-out unit that is very useful to print on paper all the mosl |mpor
tant accounting functions, as well as the senal number of the game.
Hereafter a fac-simile print out.

The same plug is to be used also for the coin meter

NEW STARS PHOENIX

- SERIAL N 1532

WINNED G 000000
PLAYED G 000003
COINS # 1 000003

——~COINS#-2-000003"

'COINS # 3 000003

FdF R ded Rk de v dededede sk ek de ke
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CONNECTOR CARD FOR NEW STARS PHOENIX
‘INPUT/QUTPUT POSITION ON THE CONNECTOR

'FEEDER BOARD

WIRE COLOUR

CONNECTOR PIN SIGNAL
POWER Board
CN1 —> =} - .
» 1 Red 1656 Vac 0,3 A
» 2 Red 165 Vac 0,3 A
» 3 Brown 10Vac 0,5 A
» 4 Brown 10Vac 05 A
» 5 Yellow 105Vac 6 A
» 6 Yellow 105Vac 6 A
» 7 Bilue 43 Vac 5 A’
n 8 Blue . 43 Vac 5 A
» 9 White 65Vac 15 A
» 10 White 65Vac 15 A
» 11 Green B85Vac 15 A
» 12 Green 65Vac 15 A
CN2 — O -
» 1 bl - . ey
» 2 Black GND: -
» 3 - —
» 4 Violet’ +39 Vrm common for al the solenoid in the cabinet
» 5 Pink Cabinet - Playfield interconnections
» 6 White For fiipper control
CN3 - O - . ‘
» 1 White Cabinet - Playfield interconnections
» 2 Pink - For flipper control ~
» 3 Brown | +5Vrm common all controlled playfield lamps
» 4 Brown +5 Vrm common all controlled playfield lamps
» g Violet +39 Vrm common for playfield solenoids
CN4 —» 1.0, -
» 1 - -
» 2 Brown +5 Vrm common light board controlled lamps
» 3 - Violet + 39 Vrm common far head solenoids
CN5S - o -
» 1 Orange Flipper Relay
» 2 Black GND
» 3 Biack GND .
» 4 . Red + 5.6 Vdo
» 5 Red 4 5,6.vde .
» 6 White Power Failure
» 7 Black GND T
» 8 Yellow 170 Vee
» - 9 Black GND
» 10 Green —5Vdc
» 11 Red "+ 5,6 Vdc
» 12 [ Blue. +12 vde
SOUND Board
CN6-T - o -
» 1 Black GND .
» 2 Green. — 5 Vdc
» 3 Red . + 5,6 Vdc
» 4 Blue -+ 12 Vdc
CN6-C 5 Yellow-grey Qutput Sound e Speech
» 6 Violet-White ‘Output Sound e Speech
. C.P.U. board
CN9 —» - -
» 1 Yeliow 170 VCC
» 2 Black GND
- 3 White Power Faillure
» 4 Red + 5,6 VDG
GN10 1 Orange-Yellow Printer -RX + : .
» 2 Ye"OW'Grey ’ Printer -RX.
“» 3 White-Pink Printer -TX-
», 4 Black-Pink Printer -TX +
» 5 -_ [En, :
» -6 White Contacts-row &
» 7 Grey Contacts-row 1
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CONNECTOR

WIRE COLOUR - :.7 - |

PIN .. SIGNAL
CN10Q 8 — — —
n 9 — - —_ ‘
» 16 Grey-white Contacts - column &
» 11 Black-white Contacts - column 1
) 12 Red-green Contacts - column 2
» 13 Black-yellow - Contacts - column 3
» 14 Black-orange Contacts - column 4
» 15 Red-yellow Contacts - column 5
» 16 — —
» 17 Brown-violet Contacts - column 6
n 18 - Yellow-violet Contacts - column 7
» 19 — —_ L
» 20 e —
CN11 1 — —
» 2 L — —_ o
» 3 Red . Contacts - row 2
» 4 = Yellow Contacts - row 3
» 5 Black Contacis - row 4.
» 6 " Green: . Contacts - row 5
» 7 - Blue- . Contacts'- row 6
» 8 _ oo —
» 9 —_— _— :
» 10 Grey-white Contacts - column &
» 11 Black-white - Contacts - column 1
» 12 Red-green . Contacts - column 2
» 13 Black-yellow Contacts - column 3
» 14 Black-orange Contacts - column 4
» 15 » Red-yellow Contacts.- column 5
» 16 - Brown-violet Contacts - column 6
» 17 Yellow-vioiet Contacts - column 7
» 18 — : - o
» 19 — —
» 20 — . : —
. i INTERFACE Board
CN16 - 0. —
" 1 Black . - Gnd -
" 2 Red + 5,6 Vdc
” 3 Black GND. _ .
* 4 Orange Flipper Relay
CNt7-C - | : —
T 1 White-Pink Knocker -
" 2 Red-White Coin mechanism coil
! 3 Yeliow Pink Token dispenser
CN17-P 4 Violet White.
" 5 | Yellow-White
" 6 Brown-White
" 7 Blue-White |
" 8 Green-White
" 9 ‘Brown:Green
" 10 _:Red-Green
" 11 "'Ofange-Yellow
” 12 Orangé-White
" 13 Brown-Yellow
" 14 Grey-White
" 15 Black-White
" 16 Black-Green -
" 17 Yellow-Grey
" 18 White-Pink
" 19 Red-White
" 20 Yellow-Pink
w 21. Violet-White:
. 22, Yellow-White
* 23 White-Browri
" 24 Blue-White
i o5 s : .
CN18 1 Yellow-white
" 2 -Light blue
? 3 Blue-Yellow
" 4 Light gieen-Grey
" 5 White-Pink
" 6 Brown-Pink
' 7 Orange-Grey
" 8 Green-Violet
" 2 Orange-Yellow
" 10 Green-White
" 11 Red-White
N 12 Orange-Light green
M 13 White = -
" 14 Brown
” 15 Red-Blue
" 16 Orange-Violet
" 17 Blue-Grey
" 18 Red-Black .
" 19 Blue-Crange
" 20

Blue-White

40




N

WIRE COLOUR.

CONNECTCOR PIN . SIGNAL
CN19 1 Pink
v 2 Orange-White
Y 3 Brown-Light green
" 4 Red-Violet
» 5 -
. 6 Brown
" 7 Brown-Orange
" 8 Violet-Pink
? 8 Yellow-Grey
N 10 Green-Blue
" 1 Brown-Yellow
" 12 Violet -
N, 13 Blue-Violet
b 14 Black-Grey
" 15 Black-Blue
" 16 Blue-Pink
" 17 —
* 18 Yellow-Pink
" 19 Black-Pink
" 20 Yellow-Green
CN20 1 Yellow-White
M 2 Light blue
" 3 Brown-Blue
* 4 Light green-Grey
" 5 White-Pink
” 6 Brown-Pink
" 7 Orange-Grey
" 8 Light green-Violet
" 9 Yellow-Orange
" 10 Green-White
" 11 Black-Violet
" 12 White-Brown
" 13 — —_
" 14 Blue-Yellow
" 15 Blue-Red
" 16 — —_
M 17 — —
" 18 - —_—
” 19 — —
” 20 — —
CN21 1 — —_
» 2 _ _
v 3 _ .
v 2 _ _
- 5 _ _
" ps _ _
" 7 _ _
" 8 _ _
" 9 _ _
" .10 — —
" 1B — -
" 12 — —
. 13 — -
” 14 _ _
" 15 — —
- 16 — —
" 17 — —
” 18 — —_—
" 19 _ —
! 20 — —
CN22 1 — —_
" .2 Blue-White
" 3 Brown-Viclet
" 4 Black-Orange
" 5 Red-Yellow
" 6 Black-Yellow
" 7 Violet-White
. 8 Green
" 9 Violet-Pink
" 10 Black-White
" 11 Red-Grey
" 12 " Yellow
" 13 Black
" 14 Yellow-Violet
" 15 . Grey-White
" 16 Red-green
" 17 - Red
" 18 . Biue
! 19 Green-Blue
" 20 — —
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"43 Ve

" "Printer service’ opticnal” AT | Réd . _ .
: Tow L - B. | -Black . 43-Vac
» C | Yelow-violet - Columin.7 -
3 D | Grey. .. CRow 1l .
» E Orange-Yellow’ Printer RX +
* F ~ Yellow-grey Printer RX—
» G White-pink Printer TX—
» H | Blackpink . . Printer TX +
J4 1 Brown. Electric wier
» 2 Yellow: Service socket
» 3 Red - . Service socket
» 4 Yellow green Electric wier
» 5 Aed 43 Vac -
» <] Black Electric filter
» 7 Light blue™ Electric wier
» - 8 Black : 43 Vae
» 9 Blue Electric filter
© TAV. 1
Programmi base - Basic programs - Programmes de base - Grundprogramme
ITALIA 1 |ITALIA . |GREAT ' ' S A
" | BRITAIN FRANCE |DEUTSCH. BELGIQUET- JUGOSLA.] U.S.A.
N test SwW sSwW | sSwW sSw SW - SW . SwW sSW
e 5
- 1l203{11213[1l2i3{1[213{1]2{3[1[2]13]|1l213]|112]3
. lon ]on |on off 1on |o.r|.on |6f.f.|on. of f offlon on_ lon |of_f_ off |on |of_f_ on Ioff |cff of,f‘lo.f.f |°f.f.
11 01 02 01 01 01 01 01 01
12 00 o1 00 8]4] 01, 00 01 01
13 02 05 02 05 02 04 02 01
14 01 03 01 03 03 .- | ‘02 02 01
15 02 05 5 10 05 04 02 o1
16 01 03 3 07 o7 - 02 02 01
17 500 750 750 750 750 | 750 750 750
18 High score 0 1 0 0 0 -0 0 0
19 15 15 15 15 15 15 15 15
20 03 03 03 03 03 03 03 03
21 -1 1 1 1 1. 1 1 1
22 150 300 300 300 300 ! 300 300 300
23 400 600 . 600 - 600 600 600 600 600
24 000 - 000 Q00 000 000 . 000 000 000
25 1 i K 1 1 1 1 1
26 1 2 2 2 -2 -2 2 2
27 2 2 2 2 2 2 2 2
28 1 -1 1 1 - K 1 1
29 1 1 1 1 .1 1 1 1
30 0 0 -0 0 S0Y 0 0 o}
-3 1 -1 1 1 kS 1 1 1
32 1 1 1 1 oA 1 1 1
33 1 ¥ 1 1 -1 1 1 [
34 1 1 1 1 1 1 1 1
35 1 LR - A 1 1 -1 1 1
36 - — ‘:.{‘ — — _. S, — .
37 = =T = = = = 1= =
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et i

e ——

TAV. 1

ACTUAL PROGRAMMING EXAMPLES

o } . FRSTCOIN SECOND COIN THIRD COIN : Muttiplication
NATION | EMPLOYED - COST OF — . - : , tactor imp.
SR . COINS CREDITS Value | .Credits { Value Credits Value Credits count,
Co . ) Test 11 | Test12 | Test 13 | Test 14 | Test 15} Test 16 {coin count)
1coinm.=100%£ 2x100=1 F‘VE. ot 00 o1 0o . 02 ™
- x100£
2coinm.=100¢ Ix100E=1P1. 01 00 01 oC 03 3
fcoinm.=100£ | 2x100E= 1Pl
. 01 Q0 02 o1 02 o x100£
‘2coinm.=200¢ 1H200E=1PI
ITALY 3x100£=1Pl.
1Ix200L= , 01 0o 02 . 00 03 o1 x100¢€
1PL N . . : : .
+Ix100 8=
1 coinm. = 2008 1x200£=1PL m (1] o 01 o1 01 x200¢
2coinm.~200£2 3x200L£=2FL 02 0c 02 00 - 03 0t X200
1coinm.=10p 1xi0p=1PFI
. 01 01 05 06 05 Q0 x1i0p
2colnm.=50p 1x50 p=26PI.
ENGLAND
2x10p=1Pl
01 00 05 03 05 03 xt0p
1x50 p=3 Pl
1coinm.=5FRS 2xX5FRS =1 Pl )
01 00 - 02 01 02 03] x5 FRS
2coinm.=10FRS 1x10FRS=1H.
BELGIUM :
oNGARY EFRS =1PL
1x10 FRS o .00 02 0o 03 01 X5FRS
+1x5 FRS
lconm.—1FR | 2x1FR=1FL
FRANCE
(DANM.) 2¢coinm.=5FR X6 FR=3PL 03] Q0 05 a3 10 07 x1FR
(SWEDEN} _ :
3coinm.=10FR IX10FR=7P.
1coinm.=1DM 1x1 DM =2 Py,
2 coinm.=2DM 1x2DM=5Pi. 1] 02 02 05 05 14 x 1 DM (FS)
3coinm.=5DM 1x5 DM =14 PL
WEST. GERM.
(SWITZERL)
IxX1DM=1PIl
1x2 DM =3 Pl 01 01 02 - 03 413 07 X 1DM (FS)
1x5 DM = 7 PL. '
1 coinm.=5DIN 1x5DIN=1PI, )
01 ™ 02 02 02 02 x5 DiN
2coinm.=10DIN| 1x10DIN=2P!.
YUGOS. .
2x5DIN=1PL
. 0t 00 02 o 0z - (3] x5DIN
1x10DIN==1PI, '
tcoinm.=1FS X1 FS=2Pl
2coinm.=2FS 1IX2FS=5Pl o1 02 02 05 05 14 x1FS
5FS =14Pl
SWITZERL.
1x1FS=1PL _
1xX2FS=23Pl. ™ 01 02 03 05 07 X1F3
5F8 =7PR.
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ASSEMBLY. DRAWING

10.
1.
12,
13,
1.
15,
16.
17,
8
19,

(20,

. 1st player display
. 2nd player display

. Credit display

Display ball to play
Match _
Game time bonus
Highest score display

. 4th player .dis.play'r

. 3rd player di'spla;;'

. ée"rvice ‘button
CPU .bo‘ard.._:_'__,,.; ' .
. lﬁterface «b‘o_arc‘if |

. S_ound board

Power boardr
Transformer

-Knocker

Roll ball tili

Bob tilt

Antichﬁc _tiIt

Credit button
Advance &.) return test-
Geﬁ:eral .vol.

Maximum sound vol.

Dip. switch
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Inside the cabinet

contacts

Contac(

Description '
Number -
00 | Advancement test
(03] Return test
02 | Tit2
. 08 | Credit Service
- 04 | Coin Switch 1
+ .06 ] Coin Switch 2
06 { Coin Switch 3
07 —
08 —_ )
09 Credit
10 Tilk ]
i Factory burn test
12 — ’ .
13 -_
4 [ —-
8 | — '
16 _}-Out hole
17 Ball Trough Left
18 Ball Trough Rightt
19 Laf inlane
20 Laf: Slingshat
21 Right Slingshot
22 | Right Inlane
23 - Right Gutbane
24
25 | Flip up Target (Far Right)
26 | Flipup Target (Right)
27 .| Flip up target {Genter)
28 Flip up target {Lef
29 Flip up target {Far Left}
a0
31 Stand up under lef ramp
32, | Standup by CInsert
33 Stand up by B Insen
34 Laft Ramp, Lef Exit
. 35" | Left Ramp, Boitom Hole
36 Laft Ramp, Middle Hole
37 Left Ramp Top Hale
38 Gn Right Ramp (Spiral)
39 | Spiral Ramp bottom
.40 -~ | Right Pop Bumgar
Nk Lef Pop Bumper
S 42 Jumper Holes' Right
43 Jumper Holes' Center
44 Jurnper Heles' Left
45 Rt Entry fo 'Game’ Rollovers
46 Right ‘Garme' rollaver
47 Center 'Game’ rollover
48 Laft 'Game’ rollover
49 Left Entry to' Game' Rollovers
. 5D Crange Special
+ B Laft Qutlane
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Lamp | Description
n® SCR
......... 1 G 'ﬂ GAME 80
2 Bonus - 60x 56
3 Ball return 87
4 8
5 Flip Up 4 70
8 Game COwer 85
7T 85
S FlipUp3 72
9iFlip Up 2 71
10 76 |
11 Flip Up 1 7
12 75
~13-Mateh 74
14 Red Bpecial (o of 0} 73
18 Flip Up 5 79
18 =]
17 Ball to play 8
18 300 008 {Oranye Special) A5
19:200,000 (Orange Special) 25
20:Flipper Relay b4
21100 000 {Oranye Special) 54
2250800 {Orange Special) 44
23.C (in ABCD inserts) 26
24 B in ABCD 63
25 Jumper Holes - Right 18
28 Jurnper Haoles - Center 27
27 Credit 9
28 Jumper Moles - Left 53
29E'in Game 17
30°M irn Game 82
31 Up Game Time Bonus 7
32 Ain Game 36
33 Mot Used 43
34 Advarce Orange Specisl 81
35 Advance Red Special 14
35300 000 (uncer Advance Red Special) 16
37 Vst lighting effact head 25
35 Red Special (4 of §) 33
49 Red Bpecial, middle (3 of ) EZY
48 Red Special (2 of 5} &2
41 Bonus - 1 23
42 Bonus - 2 24
43.Bonus - 3 5
44 Bonus - 4 51
45 Bonus Ball 1 &
45 Mot Uszed A1
47 Bonus - 5 59
48 Bonus - B 13
45 Donus -7 31
50 2nd lighting effect head 14
51 Bonus -8 0
h2 Mot Lsed 42
53 Bonus -9 32
54 Mot Used |
A5 Bonus - 10 49
56 Super Bonus 3
57 Bonus - 20x% 21
58 Bonus - 40x 4
55 Bonus - 80x A0
B3 Can Play 1 22
B1 10,800 (By Bonus ¥} 58
B2 Can Play 2 12
63:Red Special, bottom [ 1 of £ 20
B UMK c=)
B5 UMK 57
BE Can Play 3 2
B7 Can Play 4 11
B3 UNK 48 |
B3 LINK. 20
~FOIUNK 38
71 UMK b6
72 Down Game Tims Bonus 10
¥3.Notl Used 37
74 UNK 29
75 LMK A7
78 . Bonus Ball 2 26
77 Highest Seore 1
78 Bonus Ball 3 19
794 in ABCD 46
80D in ABCD =)

+: head lamps
+ +: head and playfield lamps
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- Sol - Description Drive
L : - (dar-
lington)
01 |[Flasher ~ PF Backboard 5-
. 02 - |Right Zling 14
P07 |[Left Shing 9
04 |[Coin Door 20
05 |[Ball Trough/ Shooter Lane 4
06 |[Kicker (Under Left Ramyp) 13
07 |[Fpper Left Tlasher 3
TR |Knocker 15
| 0% |[FightPop Bumpsr 19
10 |[Flip Up Target Releass 7
11" |[Saucer Bject / Spiral Ramp 18
12 -|[Left Ramp Diverter 8
T | o
14 Lower Flasher (Left & Right) 17
15 |[sert Flasher — Between Pops 12
1% |[lmsert Flasher ’ 2
1 1
18 [nsert Flasher — Etf Ramp Entrance o0
15 21
20 11
21 {[LeRPop Bumper 23.
v " |{Token Dispensger 10
5% ||msert Flasher 16 -
24 | [Outhole 24
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eletironica . NEW STARS PHOENIX

Ne RIFERIMENTO CODICE . ‘ DESCR|ZIONE
3 CN10 CN11 E7 1981 CNN 20 vie MTAS 4-826379-0 maschio
4 CN8 CN12 CN14 E7 1351 CNN 20 vie flat cable maschio. -
5 iC9 EG 1668 C.1. 2650 A-1 MOS 8 bit M. Proc.
6 IC23 E6 1227 C.1. 2101 AL-4 MOS 256X 4 RAM
7 ICS E6 1910 C.1. 2114 L MOS 1K % 4 RAM
8 1C4 E6G 3378 C.l. 5114 C MOS RAM
9 IC19 E6 1014 C.l. 4001 BP CMOQS quad nor gate
10 1C28 E6 1394 C.l. 4002 BP dual 4-in nor gate
i 1C37 E6 1016 C.l. 4011 BP CMOS quad 2-in nand gats
12 IC31 E6 1228 C.l. 4012 BP CMOS duai 4-in nand gate
13 IC27 IC35 IC36 IC41 E6 1230 C.L 4028 BP CMOS 10f10 decoder
14 IC8 1C10 IC11 1C33 ES 1231 C.l. 4042 BP CMOS quad D latch
15 1C15 1C21 E6 1995 C.l. 4040 BP CMOS 12 stage binary count
16 1C29 IC30 E6 1015 C.I. 4069 BP CMOS hey inverter
17 1C32 E6 1883 C.l. 4556 CMOS Ic dual 10i4 decoder
18 iC18 1C24 IC25 E6 1055 C.l. 40097 BP CMOS 3 stage non inverter buffer
19 fCa E6 3365 C.I. 74HCOO0 TTL MOS quad 2-in nand gate or
E6 1134 C.1. 74LS00 TTL quad 2-in nand gate
20 1C13 E6 1177 C.l. 741814 TTL hey Schmmit trigger
21 IC 17 EG 1432 C.\, 7405156 TTL dual 10f4 decoder
22 IC16 1C22 EG 1433 C.l. 74LS157 TTL quad 2-in MPX
23 G20 E6 1131 C.l. 74LS161 TTL sync, binary count.
24 iC14 E6 1788 C.lL. 74LS393 TTL dual 4 bit binary count
25 IC7 IC12 1G26 IC34 1C38 IC39 1C40 E6 1225 | Seven transistor array C.E.
26 TR1 TR2 TR3 E5 1438 Transitore sificio BC 548 NPN
27 - TR4 E5 12890 Transitore silicioc BC 337 NPN
28 D4 . E5 1299 Diodo 1N 5400
29 D1 D2D5+D9 ES 1009 Diodo 1N 4003
30 D3 - ES5 1011 Diodo 1N 4148
31 BATT Et1 1396 Batteria 3,6V 100mA
32 SKIC9 E7 1245 Zoccolo 40 vie 540 AG 11D
33 SKICT SKIC2 E7 3236 | Zoccolo 28 vie 528 AG11D
34 SKIC4 E7 3080 Zoccolo 18 vie 518 AG11D
35 C1 E4 1118 Cond. elettr. 100uF 16VL vert.
36 C5 E4 1100 Cond. eletir. 10uF 16VL orr..
37 PC E4 1005 Cond. ceram, 0,1uF 50VL
38 C4 E4 3095 Cond. ceram. 10KpF 50VL NPO
38 C6-+C13 E4 1159 Cond. ceram. 1kpF
40 c2 E4 1513 Cond. ceram. 470pF 50VL
4 Ci4 E4 1381 Cond. ceram. 220pF
42 Cc3 E4 1806 Cond. 10pF 50VL
43 R2 = R9-R25-R42 + RE3-R102- ‘
R112+R117 E3 1171 Resist. 10K 1/4W 5% carbone
a4 R10-+ R2t R24 K35 R39 R40 ' '
R54 - R69 R74 -+ R93 R103+R111 E3 1023 Resist. 5K6 174 W 5% carbone
45 R26+ R34 R41 E3 1164 | Resist. 2K2 1/4 W 5% carbone
46 R37 R70 + R73 R94-R101 E3 1170 Resist. 1K 1/4W 5% carbone
47 R22 R23 E3 1392 Resist. 680 1/4W 5% carbone
48 R36 E3 1269 | Resist. 390 1/4W 5% carbone
49 R1 E3 1409 Resist. 100 1/4W 5% carbone
50 R38 E3 3094 Resist. 22 1/2W 5% carbone
51 R118 £3 1194 Resist. 22K 1/4 W 5% carbone
52 XTAL 1 E1 1743 Quarzo 6MHZ HC 18/UJ
53 DIP 1 ES 1356 Dip switch 4 vie
54 LED 1 E5 1542 Led rosso FLV 110 (FLV 117) | N
55 | Ic2 E6 3221 | Memoria B 2764 MOS 8192x 8 EPROM
56 IC1 E6 1962 Memoria B 2532 MOS 4096 x 8 EPROM -
57 IC1 (programmata) EB 1141 Memoria B 2632 MOS 4096 X 8 EPROM tipo Pool Champion N. 1
58 IC2 {programmatay} EB 1142 Memoria B 2764 MOS 8192 x 8 EPROM tipo Pocl Champion N. 2
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elettranica

Ne RIFERIMENTO CODICE - - DESCRIZIONE
1 PC 1B 11 66 E1 2158 Scheda circuito stampato 1B 11 66
2 CN16 E7 1980 | CNN 4 vie MTA maschio 640 383-4
3 CN17 E7 1982 | CNN 12 vie MTA 640 383-12 maschio
4 CN18+CN22 E7 1981 | CNN 20 vie MTIS 4-826379-0 maschio
5 CN15 E7 1351 CNN 20 vie Flat cable maschio
6 IC1+1C13 E6 1236 | C.1. 4724 BC MOS 8 bit abb. latch
7 IC17 =120 E6 1301 | C.I. 7407 TTL hex butfer
8 IC14 1C15 IC16 E6 1215 | C.I. 4050 BP CMOS hex
9 Dt + D24 E5 1009 | Diodo 1N 4004 .
10 D25 E5 1299 | Diodo 1N 5400
1 SCR1-+ SCR63 E5 1249 | SCR 2N 5060 PNPN 0,84 30V
12 SCR64 E5 1217 | SCR BF 422 NPNP
13 SCRE5 + SCR80 E5 1863 | SCRC 106 Y1 PNPN 4A 200V
14 Q1+-Q24 E5 1218 | Transitore BD 642 NPN Darlinghton 10A 100V
15- | PC E4 1005 | Cond. ceram. 0,1uF 50VL
16 C2+C19 E4 1159 | Cond. ceram. 1KpF 50VL
17 c1 E4 1118 | Cond. ceram. 100uF BOVL
18 C20 +C43 £4 1260 | Cond. poliest. 2,2KpF 100VL
19 R129+ R146 E3 1170 | Resist 1K 1/4W 5% carbone
20 R1-+R79 R104 E3 1164 | Resist. 2K2 1/4W 5% carbone
21 R80+ R103 E3 1268 | Resist 150-1/4W 5% carbone
22 R105+ R128 E3 1269 | Resist 350 1/4W 5% carbone

D S —
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elettronica

NEW STARS PHOENIX

Ne RIFERIMENTO CODICE DESCRIZIONE
1 PC 1B 11 67/0 E1 2157 Scheda circuito stampato 1B 11 67/0
2 CN1 CNb E7 1982 CNN 12 vie MTA1-640 383-2 maschio-
3 CN3 CN2 E7 1983 CNN 6 vie MTA1-640 383-6 maschio
4 CN 4 E7 1980 CNN 4 vie MTA 1-640 383-4 maschio
5 RG1 E6 1238 Regolatore di tensione + 5V 5A 78HOSKC
6 RG2 E6 1648 Regolatore di tensione - 5V 1A 7905UC
7 P1 E5 1274 Ponte rettificatore 400V 1A W04
8 P5 ES 1105 Ponte rettificatore 200V 10A KBPC 1002
9 P3 E5 1994 Ponte rettificatore 50V 25A KBPC 25005

10 P2 ES 1471 Ponte rettificatore 50V 8A KBPC 8005

1" P4 E5 1233 Ponte rettificatore 50V 1A W005

12 TR1 E5 1271 | Transitore 2N 3585 NPN (2N 3584) !

13 TR2-TR3 E5 1272 Transitore 2N 3439 NPN (2N 3440)

14 TR4-TR5-TR6 E5 1290 ‘Transitore BC 337 NPN

15 D1-D2-D3 E5 1009 Diodo 1N 4004

16 D4-D5-D6-D7 EB 1539 Diodo 1N 4003

17 DZ1-DZ2 E5 1220 Diodo zener 75V 0,4W BZX 79¢75

18 DZ3 E5 1996 Diodo zener 5,6V 0,4W BZX 79¢E5V6

19 IC1 E6 1803 | C.. LM 339 Linear quad comparator

20 SCR1 E5 3006 SCR MCR 100-5

21 (831 ‘ E4 1284 Cond. elettr. 100uF 350VL orr.

22 C2C3 E4 1060 Cond. poliest. 10KpF 400VL

23 C4C8C11 - E4 1005 - | Cond. ceram. 0,1uF 50VL

24 |cecel E4 1979 - | Cond. elettr. 10000uF 16VL orr.

25 C5 C7 C10 E4 3078 ] Cond. poliest. 0,33uF SQV1

26 (] E4 1903 Cond. elettr. 1uF 16VL vert.

27 c1z £4 1026 Cond. elettr. 1000uF 25VL orr,

- 28 R .. E3 1282 Resist. 100K 1W 5% carbone

29 A3 E3 3072 Resist 22K 4W 5% carbone

30 R4 ‘E3 1166 Resist. 220 1/4W 5% carbone

31 R5 E3 3038 Resist. 2,2, 1/4W 5% carbone

32 R5* E3 3037 Resist. 1R 1/4W 5% carbone

33 R6 R20 E3 1858 Resist 47 3W 5% carbone

34 R7 Ri11 R14 R15 R16 R18 R23 B24 E3 1170 Resist. 1K 1/4W 5% carbone

35 R8 R19 E3 1171 Resist. 10K 1/4W 5% carbone

36 R9 E3 1165 "Resist, 4K7-1/4W 5% carbone

37 R10 E3 1167 | Resist: 100K 1/4W 5% carbone

38 R12 E3 1269 |'Hesist. 100 1/4 W 5% carbone

39 R13 R22 E3 1267 ‘Resist. 1,5K 1/4W 5% carbone

40 | R17 E3 1163 | Résist. 470 1/4W 5%. carbone

41 R.21 E3 1263 Resist. 680 10W 5% carbone

42 R25 E3 3220 | 'Resist. 2,2 1W 5% carbone

43 CF1-+CF5 E8 14017 Clibs per fusibile 6,3x32 C.S.

44 F1 F4 E8 1365 Fusibile 6,3 X 32 1A

45 F2 Fo E8 1439 Fusibile 6,3 X 32 5A

45 F3 E8 1441 Fusibile 6,3 X382 20A

47 HSRG1 EQ 1278 Dissipatore 41/100/B

48 HSTR1 E9 1279 | Dissipatore 17/40/C

49 HTP2 HSP3 HSPS E9 3310 Dissipatore 17/100/D

50 HS TR3 ES 1280 Dissipatore ML&1 TOS

51 RL1-RL2 E9Q 0155 felé V 23027 B 13 A101

52 R15 E3 1039 Resist. 560 1/4W 5%

NOTA: RS & in parallelo a R5*
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: TV, XVII

~~EB 1106- SCHEDA SUONO PARLATO ASS. SENZA MEMORIE
- ~EC 1045- SCHEDA' SUONO PARLATO ASS. CON MEMORIE
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elettronica : NEW STARS PHOENIX

[He]] | TAV. XVIII

~EC 0330~ VISUALIZZATORE 8 CIFRE CON SCHEDA PILOTAGGIO

~EB 0256~ SCHEDA DI PILOTAGGIO VISUALIZZATORE 8 CEFRE.

1 7 !
CN1 CN3
R5
—_ -
R3 s !
g —— ; R23
- -
=01 - i =
- : L
- i
= T
O P P
Ict ST .
TRt Ras [+ R4t =
R2! [R1 D1] |R4 O R37
DAHDDBHH B e
Cof [l le 1 I3 D3g @
Sl ——— D4 g b
1BNI50/0 S ERCARRERE '

~-EB 0257~SCHEDA VISUALIZZATORE 8 CIFRE

Lttt 1riig) 11 1] I N pidl r)rir L1 1l

o i

PTTETT T I T T T T i TIT T T eI T T T T T TTTT] FUOTTTT pispray

—
R39
l | I l e | | ! N1

——
1B11151/8 [1H] ] [ons R38 cpa |

| L]
i HIE LT

27



elettronica

’_NEW STARS PHOENIX

DESCRIZIONE

Ne RIFERIMENTO -CODICE
1 PC 1B 11 150/0 E12964 . | Scheda circuito stampato 1B 11 150/0
2 IC1 E6 1236 | C.1. 4724
3 Ic2 E6 3337 | C.L 6510
4 IC3 E6 1235 | Gl 4511
5 c4 E6 3338 | C.l. 2823 (28253 0 MG3481)
6 Ri E3 1417 Resis!. 3K9 1/4W 5% carbone
7 R2 E3 1195 Resist 15K 1/4W 5% carbone
8 R3 E3 1163 Resist 470 1/4W 5% carbone
"9 R4/R14/R15/R16/R17/R18/R19/R21
R22/R42/R43/R44 E3 1171 | Resist 10K 1/4W 5% carbone
10. R5/R6/R7/R8/9/R10/AT 1/R12/R30
R31/R32/R33/RA34/R35/R36 E3 1447 | Resist. 330K 1/4W 5% carbone
11 R13 E3 3301 - | Resist 27K 1/2W 5% carbone
KD R20 E3 1170 | Resist. 1K 1/4W 5% carbone
i3 R23/R24/R25/R26/M27/R28/R29 E3 1408 | Resist. 27K 1/4W 5% carbone
14 RA37 : Fe “E31035 . . |-Resist. 56K 1/4W 5% carbong.
15 R4t ' E3 1452 | Resist. 150K 1/4W 5% carbone
16 D1/D2/D3 E5 1011 | Diodo 1N 4148
17 D4 -E5 1009 | Diodo 1N 4004
18 DZ1 E5 1220 | Diodo zener 75V
19 DZ2 | E51219 | Diodo zener 33V ,
20 TR1/TR2 | E51438 | Transistore BC.237 0 2N 3909 o BC 548
21 cl “E41257 | Cond. ceram. 100pF
22 C2/Cs E4 1004 | Cond. poliest. 0;1uF 250VL
23 | csicy “E4 1005 | Cond. ceram. 0,1uF 5oVL
24 c5 E4 1399 | Cond. pofiest. 10nF 250VL
o5 cr E4 1903 | Cond. elettr. 1uF 16VL
26 CN4 E7 1351 CNN 20 vie Fiat cable maschio
27 - | GN1/CN2/CN3 E7 1377 _:| CNN 7 vie CIS vert. -163680/5
2 | K A2 4467 | Occhielli 22 x 40
29 AB 5323 Squadretta fissaggio visualizzatore
30 A25209 | vite M3 8 )
31 A2 4132 | Dado M3
32 A2 4161 Rondella dentellata @3
33 Ponticello passo 7.5
34 R5 = R12 Sostituibili con SIP 8+ 1 330K
35 R30 -+ R36 -Sostituibile con SIP' 8+ 1.330K
36 R14=R19 Sostituibile con SIP 6+ 1 10K
Ne | RIFERIMENTO CODICE DESCRIZIONE
1 P.C: 1B 11 151/0 E1 2265 Scheda circuito stampalo 1B 11 151/0
2 R38/39/40 E3 1036 | Resist. 1M 1/4W 5% carbone
3 DsP ' E5 3333 Visualizzatore § cifre Philips monob.
4 | CNTICN2ICN3 E7 1347 | Strip 7 vie CIS 163740/5
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F.LLI ZAGGCARIA...

di Zaccaria Marino - Franco - Natale
COSTRUZIONI GIOCH! D'ATTRAZIONE

Via Armaroli, 15 - 40012 CALDERARA DI RENO (Bo) Italy
Telefono (051) 72 23 81 - 82 con ricerca automatica
Telex 213683 ZACC. |,
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