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PREPARING YOUR GAME
FOR A NEW LOCATION
(The Easy Way)

To get a fresh start in its new location, the operator must make sure that
a game is "zeroed". After completing the physical installation, the
operator must test the game to ensure that it is operating properly.

Following successful testing, the operator should enter the Game
Adjustments, proceed to Ad 70 (Install Factory), and press the Credit
button to cause the 'Yes' message to appear. Next, press the ADVANCE
switch and observe that the 'Factory Setting' message appears, with
accompanying sounds. This adjustment change makes the game "forget"
all the data it had stored in memory from its last location, and allows it to
start 'from scratch'. The game now has all the settings provided at the
factory, including specifically, 3 balls per game and 25¢ per pame,

To accommodate locations that desire a choice of 3-ball or 5-ball play
with their option of prices (25¢ or 50¢ per game), Williams' POLICE
FORCE provides an easy method (described below) to change from one
setting to another.

PROCEDURE

To select a choice other than the factory setting for game pricing (3-ball
game for 25¢), proceed to the 'Game Adjustments', and select your choice
from the following list, then press the Game Start button until the word
"YES" appears, and then press the ADVANCE button,

Desired Pri 1G G \ djust
50¢, 5-ball game Ad 58
25¢, 3-ball game Ad 57
50¢, 3-ball game Ad 56
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CONNECTOR & COMPONENT IDENTIFICATION

WILLIAMS ELECTRONICS GAMES uses a special technique 1o identily connectars and other game
components. Each plug or jack receives a prefix number (which identifies the circuit board), a letter, and a
number. J-designations refer to the male pan of a connector. P-designations refer to the female part of a
connector. For example, 1J1 designales jack 1 of board 1 (a CPU Board jack); 3P6 designates plug 6 of
board 3 | @ Power Supply Board plug). Identifying the specific pin number of a connector involves a
hyphen, which separates the pin number from the plug or jack designation. For example, 1J1-3 refers o
pin 3 of jack 1 on board 1.

Other game components may also have similar prefixes praceding their designator to clarify their locations
or related circuil.

Prefix numbers for the System 11B circuil boards and other major assemblies are listed below. A prefix
number may praceds a component designator to identify its associated unil (e.g.. Backbox fuse BF1),

1 - G 5 < Aux Powar Drlvar % - Inzer Board
2 Master Interconnact & - Backbox 10 - Audio

3 - Backbax Powar Supply T - Cabingt

4 - Alphanumerns Display B Playfiald

POLIGE FORCE CIRCUIT BOARDS

System 118 Circuit Boards lor PDLIGE FORGE are in tha backbox. They are accessible by uniacking the
Backbox lock, removing the Backbox glass, unlatching the Insen Board, and swinging it open.

The Master Display Board is mounted on the front of the Insert Board, along with the 7-Segment Display
Board. To access the Master Display Board, unlock the Backbox and remave the Backbox glass.

Lamg circuit boards are mounted on the Playfield and on top of the Backbox under the POLIGE FORGE
Come.

CPU BOARD, The System 11B CPU Board (p/n D-11883-573) must be eguipped with the AOMs
specified in the POLIGE FORGE (System 11B) ROM Summary, CPU Board jumpers W1, W2,
W, WS, W7, WB, W11, W14, W18, W17, and W18 mus! be connected.

AUDIO BOARD. The Audio Board Is pin D-11581-573, including ROMSs and microprocessor,
DISPLAY BOARD. The Alphanumaric Display Unit Board is pin D-12232-2.

POWER SUPPLY BOARD. The Power Supply Board is p/n D-12246.

AUX POWER DRIVER BOARD, The Aux Power Driver Board is D-12247-566.

MASTER INTERCONNECT BOARD. The Master Interconnest Board is D-12313-573.

Figure 1 shows the locations of these circuil boards, as well as other devices especially located 1o
make FOLIGE FOREE agreal gama.

POLIGE PFORGE 8
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- POLICE FoRGE (System 11B) ROM Summary
« Pinball Game Assembly Instructions

« Game Play

@ . Game Status Displays
« Game Adjustment Procedure

- Game Pricing

» Test/Diagnostic Procedures

POLICE FORGE (System 11B) ROM Summary

Ic CESCRIPTION TYPE IDENTIFIER BOARD PART HUMBER

L]
Gama ROM 1 AZK cBROM 27256 27 CPU A-5343-573-2
Game ROM 2 2K x 8 ROM 21255 26 CPU A-5343-573-1
* Sound AOM 1 J2K xA ROM 27258 21 CPU A-5343-573-4
Sound AOM 2 A2KxBROM  2T72hE Ljza CPU A-5343-573-3
Music/Speech ROM1 32K x 8 ROM 2256 L4 Audio A-5343-573-5
MusgiciSpeesch ROMT 32K x8ROM 27256 L1g Audio  A-5343-573-6

HOTICE

Ta order a replacament ROM from your authorized WILLIAMS ELECTRONICS GAMES

disinbutor, specify: (1) part number (il available); (2} AOM label color; (3] ROM laved (numban

on the labal; (4) which game the HOM is used in,

P
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Figure 1. Locatlons Dlagram - Game Circult Boards and Major Mechanisms
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POLIGE FoRCE GAME CONTROL LOCATIONS

Figure 2 shows the locations of the following switches, excepd lor the last two (CPU and Sound Diagnostic
switchas, which are shown in the Backbox portion af Figure 1, along the left edge of the CPU Board)

The Qo=C41 swilch is on the boltom of the cabinet near the right frond teg.

The ¥olyme Controlis on the left inner wall of the cabinet on the it mechanisms board. It is accessible by
opening the coin box door.

The Credit switch s a pushbutton to the kel of the coin door on the cabinet exterior

GAME ADJUSTMENT/DIAGNOSTIC SWITCHES, PBLISE FDRGE alows the operator fo contral all
game adjustments, oblain bookkeeping infermation, and diagnose probilams, using only three switches
meunied on the inside of the coin door, along with the Credit bution beside the coin door

ADVAMCE, AUTCO-URMANLAL-DOWMN, and HEGH-SCORE RESET are the switches localed on the
msde of the coin door. Reler to the lext discussing Game Stalus Displays and the TestDisgnostic
Procedures for details concemning bufton operation.

The Memory Protect switch is on the inside frame of the coin door, This inferlock seslch must be opan 10
clear boockkeeping totals and to make game adjusimenis. |t automatically opens, whan the coin goor
Opens.

Figure 1 shows the locations of the iwo CPL Board switches (lefl edge of CPU Board, Backbox Viaw).

The CPL Diggnostic switch {(SW 2} is the ower swilch (of the two swilches mounted on the &l edoe ol
the CPU Board) naar a large, sockeled microprocassor chip. This swilch instiates the Memory Chip Test
gxplaingd in tha Test'Diagrastic Frocedures,

The Sound Diagnostic switch (SW 1) is the upper swilch of the twe mounted on the lelt edge of the GPU
Board, This switch initiates the Socund Seclion Tesl. Refer to the Test/Diagnostic Procedures

E?—T‘ 11 - A-E550-1

Fdem

st Voluime g 471 Resisior

ek Contral - 5010-10470-00

npelles Assambly B-6390 Frant Mokling

Switch
Molding Lalch Lever, pra Dn9174-1

A, 5089
Credit

Plumb Bob Tilt Assembly

01 -3ddd Upger Tilt Brackl
013445 Lawer Tilt Bracket
12-EEN Wire: Hanger

20-6502-A Flumb Bob Waight

d4£06-01120-00 Wingrad, 86-32

Game 5640-10932-00°
Adjestmant’ OnaCH Switch
Diagnosic

Switches

Figure 2. Pinball Game Controls Locations
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4.

PINBALL GAME ASSEMBLY INSTRUCTIONS

Open the shipping container; remove all cartons, parts, and other items, and set them asida.

Place cabinet on a suppor and altach rear legs (aller inslafling leg lavellers), using lag bolts. Leg
levellers and leg bolis are both provided among the parts in the cash box.

Altach the front legs (after instaling leg levellers), using leg bolts. See Figure 3 for details.

Il
il
| I
.. 0 Degrees ! | G043
[ | 'LW
\l Playtield E'E'?i?:w 3
Pitch I-H‘Eh']ﬁl H
Angla: o .
ool Padt
B - 7 Degroes Mot /‘
44220111700
See
Datall View

Detail View-
Leg Leveller

Figure 3. Pinball Assembly, Flaylield Pitch Angle, and Leg Leveller Detalls.

Reach into the cabinet and backbox and ensure that the interconnecting cables are Iree 1o move
{not kinked or pinched). Be caralul to avoid damaging wires at any stage of the assemhly process

Raise the hinged backbox upright and stahilize it into position. Unkck the backbox, and ramave the
backbox glass, slering it carefully to avoid scralches. Remove the shipping block holding the Inser
Board. Unlatch the Insen Board and open . This alliows access 1o the bolt holes used for securing
the backbox upright. Install the mounting bolts, lockwashers, and flal washers through the bottam
holes of the backbox into the threaded fasteners In the cabinet 1o secure the backbox. Close the
Insert Board and latch it in position. Reinstall the backbox glass, and lock the backbox,

NEVER transport a pinball game with the hinged backbox erect, Aways lower the
backbox ferward onto the playlield cabinet on a layer of protective material 12
prevent marring or damage and possible personal injury

Extend each leg levelier siightly below the leg bottom, so that all four foot pads are extenged zboul
the same distance. Remove the cabinet from its suppon and place it on the floor.

Unlock and cpen the coin deor, Locate the Molding Laleh Lever {shown in Figure 2), and move the
lever toward the left side of the game, 1o release the Front Molding. Lift the Front Malding off 1he
playfield cover glase; return the Latch Lever toward the right, and close the coin door, Carefully slide
the glass downward, until it clears the grooves of the Left and Right Side Moldings. Lift the glass up
and away from the game, slaring il carefully to avoid breakage.

POLICE FORGE &




PINBALL GAME ASSEMBLY INSTRUCTIONS (Continued)

8. Piace alevel or an inclinometer on the playfield suface. Adust the leg levellers for proper playlield
lavel (side-to-side) gnd playfield pitch angle (incline) of approximately 6-7 degraes, NOTE: I is
recommended that these measuremanis be made OM the playfield, not the cabinet nor the playfieid
cover glass. Tighten tha nut on each leg leveller shatt o maintain this setfing, as shawn in Figure 3.

AT
Playfield pich angle ad:ustmenis can allect the eoeration of the plumb bob tilt, inside the
cabinal, The plumb bob wesghl is among the pans in the cash box; the opérator should
instadl tha weight and agjust this til meshanism lor proper aperation, after complation of tha
desired playfield pitch angle sebling.

9. Move the gama into the desired location; recheck the level and pitch angle of the playfieid.

10. Verlly that the required number of balls are installed inthe game, (POLIEE FORCE: 2 balis )

11, Clean and reinstall the playlield cover glass, reversing the procedure of step 7. Prepare the game
for player operation,

GAME OPERATION

WARNING

After assembly and installation at ils site location, this game must be plugged inta a properly
grounded owlal to prevent shock hazard, 2nd to assure proper game operation. DO MOT use a
‘cheater plug to defeal the ground pin on the lina card, DO NOT cut off the ground pin

POWERING UP. Perform the following ‘power up' routing wpon completion of the assembly and
installation procedure, as well as at the beginning of each period of game operation. Initiatly, it will confirm
that the game i in proper operating condition, later, it will aid the operalor via ils messages.

Procedure. With the coin door closed, plug the game in, and switch it OM, using the On-Ofl switch. In
riarmal aperation, the player 1 scone display initially shows 00, Then, the game goes info the Allract Mode
(playfield and backbox lamps flashing, sounds being heard, etc., if the operator does not change the
Faclory Setting).

Cioan the coin door and press the AUTO-URMANUAL-DOWN switch o MANUAL-DOWMN.  Press the
ADVANCE button to begin the game test routing. Return 1o AUTO-UP and perform the gnotire test routine
1o verily thal the game is operating satisfactorily. Succesful completion of the tests shows that the game is
ready 1o bagin earning your investment return,

Adter the game has been on lecation for a parded of time, the test routine may be preceded by massages
concerning game problems., The lexi entitled 'Problem Analysis Messages' at the end of the
Text/Diagnostic Procedures containg mare details concaming messages displayed at each game lurn-cn.

ATTRACT MODE". Playfield and backbox lamps blink. The player score displays exhibil a series of
messages informing the player conceming:

A. Recem highest scores®;
B. A “custom message”

("BE TOP COP ... PLAY ... POLICE FORCE"";
C. The score 1o achieve to obtain a Replay award®,;

These (or similar) displays reappear occasionally, accompanied by sounds and music, uniil a player infiates
game play by inserling a coin or, when credits are available, pressing the Cradil button.




GAME OPERATION (Continued)

CREDIT POSTIMG, Insert coin{s). A sound is heard for each coin, and the player score displays show
the number of credits purchased. So long as the number of maximum allowable credits® are NOT
exceeded by coin purchase or high score, credils are posted correclly,

STARTING A GAME. Fress the Credil button once. A starup sound plays, and the Credit amouni
shown in the player score display decreases by one. The upper Player Scorg Display flashes 00 (umil the
first ptayfield switch is acluated), and the lower Player Score Display shows ball 1, exceapl for 4-playear
games whera the ball & shaws in the individual player's display. Additional players may enter the game
by pressing the Credit button once for each player, before the end of play on the first ball.

TILT. Acteating the Slam Tilt switch an the coin doar inside the cabinet ends the current game, PO
[PEEGE then proceeds o the Game Qver Mode, With the actuation of the playfield Gl swilch, or the third
clasure” of the plurmt Bab il switch, the player loses the remaiming play of that ball, but can complete the
game.

END OF GAME. All earned scores and bonuses are awarded, If a player's final score exceeds the
specilied valug, the player receives a designated award lor achieving he current highest score, A randam
digit set* appears in the Malch display. Credit” may be awarded, when the last two dgits of any player's
score display (1 through 4} match the random digits of the Match display. Match, high score, and game
oversounds are made, as appropriate.

GAME OVER MODE. The GAME OVER display shows in the player score displays. Then, the high
scares flash an the appropriate player score displays. The game proceeds to the Aftract Mode.

' - gperator-adjusiable feature

POLIGE FORLE ¥




POLIGE FoRCE GAME STATUS DISPLAYS

POLIGCE FOAEE provides the game owner/operator with a display of information concerning the gamea’s
bookkeeping and game play feature adjusiments. Basically, three classes of information now become
available in this status display mode; Id (ldentification); Ay (Audit), Ad (Adjustment). Each of the
underscored two-latter abbraviations for these classes appears in the Player Score Dispiays. while the
system microprocessor for the POLIGE FOREE game is displaying the lems within each class

Identification Information--Id
With the game turmed on, the coin door open, and the AUTO-UP/MANUAL-DOWN swiltch in the AUTO-
UP position, the operator can press the ADVANCE switch once, briefly. Player displays immediately
change from the Attract Mode to the Game Status Display or Idenfification (Id) Mode. This is evident by
the following display, shown in columnar form. The column headings reler to the two backbox displays.
Uppear Playar Score Display Lower Player Score Display
PDLICE FORSE 573 L-x* Id 00

" % - Indicates ROM revision level; e.g., 1isinitial issue, 2, 3, etc. lor later revisions,

The game is named in the upper Player Score display. The game’s identification number, the ROM
revision level, and the Id Mode stage (Id 00} shows in the Lower Playsr Scora display.

Pressing ADVANCE once more causes the Id 01 display to appear, This display describes the installed
soltware mare fully, thal is, country, development stage; date of revision,

Pressing ADVAMNCE once more causes the Id 02 display to appear. This display describes which of the
“Install” optlions is currently in effecl. For example, it the YES option of 1he INSTALL FACTORY
Adjustment tem (Ad 70} was last selected, FACTORY SETTING appears on the player scare displays.
Changing the setling of any other game adjustment item, alter selecting the YES option for Ad 70 causes
the display to change to FACTORY ALTERED. Similarly, it the operator selects the YES option for
INSTALL HARD {Ad &5), the dizplay Indicates HARD SETTING. Changing a game adjustment ilem latar
then causes the display to show HARD ALTERED.

Audit Information--Au

While the AUTCS-UP switch remains in the Up position, 1he operator can press the ADVANCE switch once,
briefly, 1o beqin the backbox displays of Audit (sometimes called "bookkeeping™) Information.  Filly-thraa
audil endfes are now available. Calculation of the vadous factors 2 no longer necessary because the
Systemn 11B game program now performs all the mathematical factor computations. This information is
ilended to aid the ownerfoperator in evalualing how the game is perferming in each |acation, by
providing knowledge about which game fealures are receiving the most play. 'With this informaticn, the
ownaroperator can determine whether adjusting the game fealures lo other setlings will contrbute to
increased game earnings.

The operator can press the ADVAMNCE button once fto view each Audil Information display tem. To
proceed mare rapidly through this Information, the cperator only has to press and hold the ADVANCE
button. If @ desired item s passad, the operator can wse the MANUAL-DOWMN swtch position with the
ADVAMNCE button 10 back up 1o Ihe desired item.

The POLIEE FORCE Audit Table lisls the 53 Audlt ftems of the POLIGE FDASE Game Stalus

Dizplays. Presentation of these Audit kems again wilizes the player score displays:  The Awdit ltem entry
appears in the lower Player Score Display accompanied by the llem’s data, while the upper display shows
the ltem description. A few example entries are shown in the table. Detection of erroneous data alfecting
any of the counters used in these audit items causes the message, ERROR, 10 be displayed during
display of any audil ilem associaled with that particular counter. {The program does not analyze the cause
of the error; it marely alens the operator of the error's existence by the message )

POLUIGE FORCE 8




FOLICE FORGE GAME STATUS DISPLAYS (Continued)

POLIDE POARCE Audit Table

P
faa Descriptive Phrase T
[Lower) {Uppar Display) {Lower Display)
AL LEFT COINS [chute next to coin door hinga] 432
o2 CENTER CGINS 0
o3 RIGHT CCHMS 398
04 PAID CREDITS B30
05 TOTAL PLAYS
0B TOTAL FREE (Total Free Plays)
o7 PERCENT FREE (% Fros Plays)
o8 REPLAY AWARDS
o9 PERCENMT REPLAY (% Replay Awards)
10 SPECIAL AWARDS
11 PERCENT SPECIAL (%% Spacial Awards)
12 MATCH AWARDS
13 HSTD ( High Score to Date) CREDITS
14 PERCENT HSTD (%% HSTD Credits)
15 EXTRA BALLS
16 PERCENT EX. BALL (% Extra Balls)
17 AV.BALL TIME [Average Time in Seconcls)
18 MINUTES OF PLAY (Minutes of Play)
19 BALLS PLAYED
20 REFLAY1 AWARDS
21 REPLAYZ AWARDS
22 REPLAY3 AWARDS
23 REFLAY4 AWARDS
24 1 PLAYER GAMES
25 Z PLAYER GAMES
26 3 PLAYER GAMES
27 4 PLAYER GAMES
28 BURNIN CYCLES
29 JACKPOT AWARDS (# of times JACKPOT awarded)
30 UMLIBMITD MILLION (# of starts for "Unfimited Million")
a1 MILLIONS AWARDED { # of milions awarded via 'Unl'd Million)
32 TAKE HIGHEST (# of Take Highest Score' awards)
33 MULTIBALLS (# of times for Multi-Ball™ play)
3 ADVANCE X'S (# of times Bonus Mullipliar advancaed)
35 "W SPECIAL (# of Spacials awarded via Bonus Multiplier)
a5 TOP COP AWARDED (#of Top Cop” awands)
37 CONSOL. EX. BALLS {# of Conscl. Ex. Balls awarded)
38 TOP EXTRA BALLS {# of Ex. Ball awards lrorm Top Target')
39 H.5.RESET COUNTER
40 0.0-04 MIL, SCORE (# of games <500K)
4 0.5-0.9 MIL. SCORE {# of games 2500, <1M)
42 1.0-1.4 MIL. SCORE (# of games =1M, <1.5M)
43 1.5-1.9 MIL. SCORE (# of games =1.5M, <2 0M)
44 2.0-2.9 MIL. SCORE (# of games =2 00, <3.0M)
45 2.0-39 MIL. SCORE (# ofl games =3.0M, <4 OM}
48 4.0-4.9 MIL. SCORE (# of games 24.0M, <5.0M)
a7 5.0-5.0 MIL. SCORE (# of games =500, <5,0M)
48 6.0-7.9 MIL. SCORE (# of gamas =6 00, <B.0M)
49 8.0-9.8 MIL, SCORE (# of games =800, <10.0M)
50 108 - 98MIL. SCORE (# of games =10M, <59.30)
51 AV, MIN. GAME TIME (Awverage Game in Minutes)
52 LEFT DRAIMS (& of drains via Left Outlana)
53 RIGHT DRAINS (# of drains via Fight Outlana)
MOTE:

1, Tha numbssrs shown in this column for ems 1 through & am examples.
Entries for all iterns depand on the amount of play; thus, they will vary
fram location 1o keation.
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POLICE FORCE GAME STATUS DISPLAYS (Continued)

Adjustment Information--Ad

Al end of the Audit Information presentation, with the AUTO-UP switch in the Up position, the operalor
can press the ADVANGE button 1o proceed to the Adjustment Information portion of the POXLIGE
veMii Game Status Displays, as shawn in the Player Score Displays. A Est of the GGame Adjustments
appears in the POLICE FORTCE Game Adjustment Table

The operator can press the ADVANCE button onge to view each Adjustment Information display item. To
procesd more rapidly through this information, the operalor only has lo press and hold the ADVAMNCE
button, If a desired Hem is passed, the operator can use 1he MANUAL-DOWN swilch position with the
ADVANCE button to back up to the desired itlem

The PDLICE FOHGE Game Adjustment Table lists the 70 lems of the Adjustment Information

perlion of the POLICE FORCE Game Status Displays. Presentation of the displays is simitar to that for
the Audit Information {that is, the upper display shows a descriplive phrase; the light 1ype below the
column headings namas the respective backbox displays where the informiation appears, etc.),

The DoLIGE FOREE Game-specific Adjustments Table lists those Game-specific Adjustiment
ems for which seftings vary between the major madels of pinball products.

The Game Adjusiment Table, along with the Game-specilic Adjustiment Table, provides the Faclory
Sellings for the three major models of pinbali products (defined by its countrylanguage designation).

POLIGE PORCE Game-specific Adjustments Table

Sel It Descriptive Phrase g A
: Daamestle W Ger!
{Lowear) {Upper Display) (US/Cany | French Europeun
Ad 3 1/2 PRICE BLIY 1N MO
32 PROGRESSIVE / NORMAL / CONTEST GAME Pragress,
33 LIBERALIZER YES MNO
46 EX. BALLS / GAME 33%
47 SPECIALS f GAME o
48 A. MODE SOUNDS YES NO
&1 CONSOL. BALL TIME 45 sec Bl sec
52 NORMAL / DIM / DIMMEST FLASHERS MOAMAL
NOTE

In both of thase tables, each Adjustment ltem’s Faclory Setling for each of the three
major models of pinball products is that shown in the ‘Domestic’ {US f Can)) column,
unless a superseding entry appears in the French or Wes! German columns of these
tables. A superseding entry takes precedence over tha ‘Domestic” enlry for the ofly
the paricular madel indicated by its column.

POLIGE POREE 10




POLICE FORCE GAME STATUS DISPLAYS (Continued)

POLIZE PORECE  Game Adjustment Table

MIHI;:-M Deisoriitihvé Phrias Faciory Setting &
[ Leavwar {Lppar Disglay) [%1;;-::3 Framech Eﬂﬁﬂu
Ad 01 AUTO REPLAY | or 10 (%)
Fi<ED REFLAY SCORES
oz REFLAY START [or REFLAY LEVEL 1) ! 8,000,000 4,000,000
03 REFPLAY LEVELS [or REFLAY LEVEL 2} 1 01 jor CFF) oo
04 (REPLAY LEVEL 33 1 {Boe boxt)
05 {REFLAY LEVEL 4} * (som boxt)
] REPLAY AWARD Croda
or SPECIAL AWARD Cradi
4] MATCH FEATLURE 10 %) A%
(e BALLS 7 GAME 33
10 TILT WARNING 03 o1
" maaneon Bx gace { 57 W08 B | sesmie | 1EREP
12 MAXBLM CREDITS 10 20 30
13 HIGHEST SCORES O
14 BACEUP HI, SCRA & 000,000 700000
15 BACHUP HL SCR. 2 5,500,000 &.500.000
16 BACHKUP HI. SCR. 3 5,000,000 &.DO0.000
17 BACKUP HI. SCH. 4 4 500,000 5.500.000
18 HL SCR CREDITS o1 o3 L]
18 HE SCA.2 CREDITS o oo
20 HL 5CR.3 CREDITS o1 oo
21 HI SCR.4 CREDITS o L]
23 H. 5. RESET EVERY 3.000 1000
23 FREE PLAY L
24 U.SA 1 CONAGE {1 COIN 1 PLAY) *=4 USA1 | French 1 | Geman 2
25 LEFT UMITS m og o6
26 CENTER LIMITS 04 [} 12
27 RKEHT LINITS 01 20 a0
28 LIMITSS CREDIT o as 25
29 LIMNITS BONUS Lulh] 20 00
30 RAIMIRALRA LIRET S an s s 4]
31 - 88 | Gama-specilic Play /Coinage Ad|ustments (detailed in text, the Gama-spacific

Adjustments Seiting Table and the Dilticulty Sefing Comparison Tabla)

a

50 % | INSTALL ADDABALL MO
60 g INSTALL S-BALL MO
81 . | INSTALL NOVELTY O
B2 o IMSTALL EX. EASY ¥a)
63 _ | INSTALL EASY MO
B4 IMSTALL MEDILIM N
65 ~ | INSTALL HARD N
66 7 | INSTALL EX. HARD N
&7 AUTO BURN-IN NO
&8 CLEAR COINS NOY
&9 CLEAR AUDITS NO
70 INSTALL FACTORY O
NOTES:

1. Aulomalic Beciay percentage valie range is adiustable from 5 o 25%, véa the Credil Bution. lem 02

. To changa country OR colnags setling, press Credt buflon o oblain 24 Standard Saltings, followed by &

4. Spocial Prosat Adjushmaent, whisss afecis are noled in the Game Adustment baxt,
8. Eniries in Fackory Salling columna for Franch and W, Goerman games shew anly dilfarenses fram aniries

permdis changing the factory seting value for Repiay St Level (vafid lor noxt 50 games played)
fem O3 pormits safling e 1o heur mpEay levels, with values as detalled in lext dascibing lbem 03,

For Eluad Aeplay Scoms, =of Ao Replay value 13 1 s than 5%) via Se Credil Bulton. Go 1o itams
2, 03, 04, and 08; mstall their raplay leve scores. Tum off any replay lovel by setling 00 as Hs valua,
Fhwasa in parendheses is i Phrasa appears in playes displays. Press Credil Bullon

o changs selling of the game pricing of Hem 24,

Cuslom Ssiting, The Cutlom Satiifg activales llems 25 through 300 When a Standard Satting is usan,
itama 25 through 30 are sel automabically, and cannot be changed

Raler o Pricing Table @nd toxt describing ihass ilkmaE.

ir first {LIS f Can.) column.
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POLICE FORCE GAME STATUS DISPLAYS (Continued)

One of the following POLIGE FORSE Game DIfflculty Setting Tables shows the live game

difficulty’ Adjustment ltems (ranging from Ad 62 - Extra Easy through Ad 66 - Extra Hard) for the major
models of pinball products (defined by country-language designations). Installing any one of these
'difficutty’ Adjustments causes the values shown for each of the included game play Adjustment ems to
be installed as a group, changing the level of play from one difficulty level 1o ancther. The ownerloperator
can use the information provided by the Audit Table items lo determine whether the ‘difficully level for
this gama in this location needs to change to obtain a higher level of earnings from the game or to provide
a greater challenge to the location's players.

Once the ‘difficulty level is changed, a careful review of the Audit ltems will reveal whether the change has
achieved this higher-eamnings goal, Sometimes, one (or maore) of the Adjustment ltems needs further
change to keep the number of plays high, while still keeping the earnings level high. "Fine-tuning” of the
game's Adjustment ltems is a key feature of Williams Electronic Games products.

PELISE FORSE
Game Difficulty Setting Table for US / Canadian / French Games

Extra i Exira
Adi#|  Adj Description e :::::r: Ad Herd Ad | Vara Ad
34 | Jackpot LA Timar 20 gec 18 sac 15 sac 10 sac OB ses
35 | Bulld Jackpot 18 sac 15 sec 10 saq 10 Bae 10 s8¢
38 | Garma Owaer Unlock Mo Mo Yoo Yas W
37 | Muhi-Ball Easigs] Easzy Easy Hard Hardest
a8 Shots 1o Taka iHi 2 2 2 2 3
A9 | Shots Till 1 K 3 B 6 T =]
40 | Ex. Ball Mamary =T Vas T Vos Tas
41 | Police Mamony Wins Yasa s Yen Mo
42 | In Jail Mamary s s _Yas ¥as [ 1%]
43 | Mamary Until 73 5 BX 4X ax 2
44 | P-O-L-I-C-E/Ball 75% 75% 7E4% 50%% EEE
45 | Muhi-BallsrGame TE% 6% Al 3% 33%%

NOTE
The 'difficulty’ Factory Setling for French games is the equivalent of Ad 64 Medium, with 3
ballsigame. German/European games also use the equivalent of Ad 64 Medium, with 3

balts/ganne.
POLICE FORGE
Game Difficulty Setting Table for German / European Games
adja|  AdjDescripion | 5 42| sy 53| Facien) 64| Mo 85| T oo
34 | Jackpot Lit Tirmer 20 sec 18 s0d 15 gac 10 s OB sec
as | Bulld Jackpot 18 sac 15 sesc 10 sec 10 seC 10 s
36 | Game COwer Unbock Mo Mo Y es ‘Yas Yas
37 | Mubti-Ball Easiest Easy Easy Hard Hardast
38 | Shots 1o Take HI 2 2 2 2 3
38 | Shots Till 1 il ) 5 & 7 a8
40 | Ex. Ball Mamory Y os s Yas e Mo
41 | Police Marnory Yas Yas Yas Yos ]
|42 | In Jall Memony Y es a5 Yes s Mo
43 | Memory Until X [ 4X S 2% 2K
44 | P-O-L-I-C-E/Bal 76% 75 B0 33% 25,
45 | kMulti-BallsGam Th% 5% 3% 25% 25%

POLICE FORGE 1%




GAME ADJUSTMENT PROCEDURE

Adjustment Items 01 through 70

The coin door mus! be open lo access the Game Adjustment/Diagnostic switches. All readings and
setfing changes require cperation of these coin door switches., Some selling changes utilize the Credil
bulton: some also use the flipper button(s). Additional text describing the game adjustment items
foilows this procedure; the value of the Factory Setting for each Game Adjusiment item is in the
preceding FOLIGE FORSE Game Adjustment Table.

1. Use AUTO-UP and press ADVANCE. The Id 00 display initially appears. Press ADVANCE until
the Player 3 display indicates Ad 01. I the factory selting has not changed, the upper Player
Score display indicates AUTO REPLAY, and the lowear display shows 109, indicating a 10% replay
percentage. {The game program adjusts itself automatically, as discussed in the following lext
conceming the 'details’ about Adjusiment item 01.)

2. To reach a higher item number (in the lower display), use AUTO-UP and press ADVANCE. To
refurn to a previous itemn number, use MANUAL-DOWN and press ADVANCE.

3. With the desired Game Adjustment llem number showing in the lower display, increase the setting
value (or select another oplion) shown in the lowear display by using AUTO-UP and pressing the
Credit button. Repeat this step for each item, uniil all changes 1o the lactory seltings for the Gama
Adpistment Hems have been made. The preceding Game Adjustment Table consolidates the
Factory Satlings into one grouping.

{The same procedure can be used for Audit Hems. To zero Au 01 - 04 [conceming the coin
chutes and the tolal coins), the operator can proceed to item B8, Clear Coins, and press the
Credit button to obtain the YES option. The operalor then presses the ADVANCE button and
nolas tha "DONE" display, which verifies that the entry values for llems 01 through 04 of the Audil
Items are now reset o 2ero.)

For example, the operalor may desire 1o change the degree ol gama piay difliculty from the
Faclory Setting (eguivalent to the Install Medium [Ad 64] difficulty, along with a number of other
aulomatically installed seftings, as shown in the right column of the Game Adjustment Tabls) 19
another difficulty more suitable for the players al a particular game site.  Four other "automatic” play
ditficulty settings (Ad 62 - Ad &6) are available, each of which, it selected, installs all the
adjustments listed for that difficulty in the Game Adjustmen Setting Comparison Table, which
precedes the ‘details' text

4. To proceed rapidly through the entire adjustments series, press and hold ADVANCE. until Ad
70 shows in the lawer display. From item 70, you can; (A) refurn fo the Game-Cwver Modg; or (B}
restore faciory setlings and zero audit (bookkeeping) totals. Perform either of the lollowing. as
dasirad:

M. To reach Game-Cver Made, use AUTO-UP and press ADVAMNCE once, FOLICE FOESZE now
goes lo the Game-Cwer Mode,

B. To restora the Factory Setlings for Game Adjustment ltems [as Bsted in the Game Adjusimenis
Tabile), zero all audit (bookkeeping) totais, and return to Game-Cver Mode, use AUTO-UF o
MANUAL-DOWN fo display Ad 70 in the lower display. Press the Credit bution 10 display the
YES oplicn in the lower display. Using AUTO-UP, press ADVANCE once, POLIGE FURLE
now zoroes ALL Audit Mem totals and changes ALL Game Adpstment llems back to those
originally selected as Factory Setiings. It then shows the operator @ message ("FACTORY
SETTING") that this has occurred. (A problem in the Memary Protection circuit or closing the
coin door will cause the message "ADJUST FAILURE" to appear. | Press ADVANCE cnce more

io raturn 1o the Game-Cver Mode.




GAME ADJUSTMENT PROCEDURE (Continued)

Details of Adjusiment Items 01 through 70

01

02

03

Auto Replay (or Fixed Replay)

Of tha two options, AUTO REPLAY |2 the percentage of replays automatically awarded per game.
The game program aids & pinballs initial installation by causing a comparison of the value of the
Replay Lovel to the value of all players’ scores avery 50 games. At each cormgpanson, the program
increases {or decreases) the Replay Lewvel by an amount necessary lo achieve the replay
percentage specified either via the factory selling or [ater operator selection. Use the Credit button
to change the percentage within the range of 510 25 (%), with the value increasing using ALUTO-UP
{or decreasing using MANUAL-DOWN). The next Credit button change below 5%, selects the
FIXED REPLAY cpilon.

For AUTO REPLAY, Ad 02 provides the Slaning Replay Level (the upper display shows REPLAY
START). Ad 03 provides the number of replay levels (01, 02, 03, or 04). PDLIEE FOHAEE then
proceeds to Ad 046 automatically,

For FIXED REPLAY, Ad 02 is the first replay feval (REPLAY LEVEL 1), Ad 03, 04, and 05 ara ha
other raplay levels,

Starting Replay Level {or Replay Level 1)

For AUTO REPLAY (refer 1o Ad 01), the initial Eactory Selling I= ksted in the Game Adjustment
Table. The range of sellings is 800,000 through 9,800,000 (by incraments of 100,000 with AUTO-
UP or decrements of 100,000 with MANUAL- DOWRM).

For FIXED REPLAY, the operator can enter the value to be used lor the first fixed replay scom level
via fhe Credit butlon,  The range of settings is:  OFF; 100,000 through 2,500,000 (by increments
of 100,000 with AUTO-UP, or decremenis of 100000 with MANUAL-DOWN)

Replay Levels (or Replay Level 2)
For ALUTO REFLAY (reder ta Ad 01), this is the numbier of raplay levels in a game, The oplion range
is one, o, three, or four replay level{s). When the operator chooses two replay levels, P01
FORTE automatically adjusts the second replay kewvel to be Iwice the value selected for Ad 02, 1ne
starling replay level, Choosing three or four replay levels automatically adjusts fheir replay levels o
three times or four times the Ad 02 value.

For FIXED REPLAY, the technigue of value entry and the range of setlings are idenfical o thosa of
Ad 02,

04 (Replay Level 3)

For AUTO REPLAY, this Adjustment llem is notl applicable. POLIEE FORGE automatically
bypasses this adjustment,

For FIXED REPLAY, the technigue of value entry and the range of settings are idenbcal 19 those o
Ad 02

05 [(Replay Level 4)

For AUTO REPLAY, this Adjustment ltem is not applicable. MOLIGE FORGE aulomaticaly
bypasses this adjusimant,

For FIXED REPLAY, the technigue ol value entry and the range of seftings are identical to those of
Ad 02
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GAME ADJUSTMENT PROCEDURE (Continued)

Replay Award

For gilher AUTO REFLAY or FIXED REPLAY (Ad 01), the operator can select the Torm of the award
automatically provided when the player exceeds any Replay Level (Automatic or Fixed). The
chokces are;

Credit - Reaching each replay level oblains a credit (free game).

Ball - Reaching each replay level oblains an extra ball.

Audif - Reaching each replay level obains nothing 10 the player, it does increase the entry
value of the Audit lem{s) maintaining a tally of these awards (Au 08, and Au 20
through 23, as applicable).

Special Award
The operator can select the form of the award automatically provided when the player scores a
Special, The choices are:

Credit - Scoring each Special, when it, obtains a credit (free game)

Bal - Scorng each Special, when §t, obtains an extra ball.

Score - Scoring each Spedial, when lit, obtains a score advance of 100,000 points to the
player.

Match Award

The operator can select (via the Credit button) the desired percentage for the Malch action
occurring at the complation of each game. The cholces ara!

19%-50% - 1% is 'hard’; 50% is 'extremely easy’. During Malch action, the game selecis a
random two-digit number at end of game and compares ¢ach player's score for an
identical two digits in the rightmost two positions. A matching of tha two digils
resulis in the award of a credil.

ofr «  The MATCH display does not operate af completion of the game; no award is given.

Balls /! Game

The operator can define a “gama” by specifying the number of balls 1o be played. The range of this
selling i 1through 3.

Tilt Warning
The operalor can spacify the number of total actuations of the plumd bob mechanism that can ocour
before the game is "illed”. The range of this sefting is 7 through 5.

Exira Ball/Ball In Play
The aperator can choose (via the Gredit button) the number of Extra Balls to be awarded 10 a player
The range of this seiting is:

aJg « NO axira ball play: displays a message, MO EX. BALL

1-9E B/Ball - 1through 9 Extra Balls per ball {i.e., all balls including Exira Balis) are
awarded.

1-9 E. B/B.I. P.- 1 through 9 Extra Balls per Ball In Play (B. I. P.) (i.e., all balts NOT including
Exira Balis) are awarded,

-5 E. B./Game - 1 through 9 Exfra Balls per game.

Maximum Credits

The operator can specily the maximum number of credits the game can accumulate, either through
game play awards or coin purchases. The range of seltings is 5through 10, Reaching the specified
setling prevents the award of any credits,
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GAME ADJUSTMENT PROCEDURE (Continued)

Highest Scores
The oparator can specily (via the Credit button) whether the game is to maintain a record of the four
highest scores achieved to dale. The choices ana;

Off - MO high scores are recorded.
On - The four highest scores are stored in memary for use by Game Adjusiment 22.

Backup High Score 1

The operator can set the Backup High Score value in the upper display (for Player 1), using the
Credil button. The game automatically restores this value, when the operator presses, and holds,
the HIGH SCORE RESET switch, or when an automatic High Score Rasaet event (Ad 22) occurs,

15 Backup High Score 2

16

This adjustment is similar o Ad 14, except thal this applies to the Player 2 Score display. The
adjustment technigue is identical to Ad 14, H is also resiored as described for Ad 14,

Backup High Score 3
This adjustment is similar o Ad 14, excepl that this applies to the Player 3 Score display. The
adustmeant technigue is identical to Ad 14. Itz also restored as described for Ad 14,

17 Backup High Score 4

18

19

20

21

22

23

This adjustment is similar o Ad 14, except that this applies to the Player 4 Score display. The
adjustmeant techmigue is idenfical to Ad 14. It is also restored as described for Ad 14.

Credits for Highest Score 1
The operator can select the number of credits to be awarded, by using the Cradit button, whenever
a player exceeds the previous Highest Score, The range of this setling is 00 through 10,

Cradits for Highest Score 2

This adjustment is similar to Ad 18, except thal this applies to the player's exceeding the second
highest score. The Credit button adjustment technique Is the same as for Ad 18, The range of this
setting is 00 through 03

Credits for Highest Score 3

This adjustment is similar to Ad 18, excepl that this appEes 1o the player's exceeding the third
highest score. The Credit button adjusiment technique s the same as for Ad 18. The range of this
satting Is 00 through 03,

Credits for Highest Score 4

This adjustment is similar 10 Ad 18, excepl that this applies to the player's exceeding the fourth
highest score. The Credit button adjustmant tachnigue Is the same as for Ad 18. The ranga of this
sefting is 00 through 03.

Automatic High Scora Resat

The operator can specify (via Credit button) that the game will provide an automatic resat of he
displayed “Highest Scores", and the number of games 1o be played bafore the reset occurs. (Audit
item 39 displays the games remaining bafore the reset) The values provided upon resel are those
salected by the operalor in Ad 14 through 17, the Backup High Scores. The range of this selting is
Off (lo disable this adjustment), and 253 to 24, 750 games {in increments of 250).

Free Play
The cperalor can seled (via the Credit bution) whether a player can operate the game without a
coin {free play) or with a coin. The cheices are:

Mo - Acoinls necessary for game play.
Yes - (Game playisiree; no coin is required,
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GAME ADJUSTMENT PROCEDURE (Continued)

Colinage Selectlons

The operator can specify (via the Credit button) any of the 23 Standard Seftings for game prcing,
each ol which exhibils a message identifying the country and the number of coins required and the
number of games that the coin requirement purchases. Choosing a Standard Setfing permils the
game to omit llems Ad 25 through 30, which are adjustments aflowing for a special custom coinage
setting.

Foliowing the last Standard Setting is a Custom Ceinage Setting, which allows the operator to utilize
Ad 25 through 30 in establishing a special coinage setting. A message, CUSTOM COINAGE,
indicates that the oparator can enler the appropriate values info the Ad 25 through 30 adjusimean
items,

The values for Ad 25 through 30 of each Standard Setting, as well as other possible values lor the
Custom Coinage Setting are shown in the Pricing Table.

Left Chute Coln Units
The operator can specily (via the Credit button) the number of coin units purchased by a coin
passing through the left coin chute.

Center Chuta Coln Units
The operator can specify (via the Credit button) the number of coin units purchased by a coin
passing through the center coin chuta.

Right Chute Coln Unlis
The operator can specify (via the Credit button) the number of coin units purchased by a coin
passing throwgh the right coin chute.

Units Required for Credit

The operator can define (via the Credit button) the number of coin units required to obtain 1 Gredit
A coin unit counter in the game program lotals the number of coin unils purchased through all coin
chutes prior to each gama. H the total of these coin units matches, or exceeds, the Units per Credit
value by a multiple {or more, coin units) of the specified Units per Credit value, the Credits dispiay
shows the proper number ol Credits. The coin unit counler retains any remaining coin units, until
the start ol a game; then, the coin unit counter is cleared (its contents are zeroed).

Units Requlred for Bonus
The operator can specily (via the Credit button) that 1 addilional Credit is to be indicated in the
Credits display, when a certain number of coin units are accumulated.

Minimum Units Required for any Credits Posted

The operator can specily thal NO Credits are to be posted (indicated in the Credits display), until the
eredit unite counter reaches a particular value, by sefting this value to 02 (or more). A setting of 01
allows the Credits display to show fractional coin unils.

The System 11B game program defines the following 28 Adjustment llems as "game-specilic”, that is,
they are unique for each game. The Game Designer/Engineer/Programmar team members work
together to use these as controlling factors for game play. By varying the setling of these Adjustment
ltams, It is possible 1o *fine-lune® a game 1o suit a particular location, enabling the cwneroperalor io reap
maximum eamings, while still providing the players with sufficient challenge 1o keep them playing
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GAME ADJUSTMENT PROCEDURE (Continued)

1/2 PRICE BUY IN

The operalor can choose (via the Credit button) whether the player is allowed 1o 'buy-in’
subsequant games at 1/2 price, The number of games offered at 1/2 price is determined by the
number of players in the previcus game; that is, if the previous game had 3 players, 3 credits
can be purchased for 1/2 price, Mote: This requires that the left coin slot is always the smaliest
denomination of coin. When these conditions exist, the choices lor Ad 31 are:

¥es - The player has 10 seconds o ‘buy i the next gamea(s) at 1/2 the original cosl.
Ne - The 'buyin'is NOT available.

PROGRESSIVE / HMORMAL /| CONTEST GAME

The operator can spaciy (via the Credit bution) whether the progressive features of POLICE
FORCE are allowed to carry over (o the next game, When the game is set for ‘contest’
(lournament) play, single-player games are Identical from gama to game (no features canry
over). This disables all aulomatic percentaging and fixes the JACKPOT value al its maximum.
The choices ara:

Contast Game - The game is sef for use in a conlest or tourmament

Progressive Game - Progressive (“bulld-up) leatures of tha game carry over to the nadt
FREE game only, and the JACKPOT increases normally.

MNormal Game - Mofeatures canry over to the next game, and the JACKFOT increases
nomally.

LIBERALIZER
The operator can choose (via the Credit button)whether the Hotshest feature of the game
becomes mere libaral after 8,000 games. The choices are:

Yes - (Liberal) The Liberalizer feature becomes effective after 8,000 games.
No - (Conservative) The Liberalizer feature is NOT available.

JACKPOT LIT TIMER

The oparator can choose (via the Credit button) the Time Limit for lighting the JACKPOT feature
lamp. The JACKPOT lamp is lighted (featura enabled) by jailing all four ciminals; to gcollect the
JACKPOT requires a shot up the Right Aamp balore the time Bmit elapses. The range of this
setting is 4 saconds (Conservative) through 99 seconds {Liberal).

BUILD JACKPOT

The operator can specify (via the Credit button) tha Time Limit for increasing the JACKPOT
value, After the player spalis G-LI-N, the Jackpot value increases with each target hit during the
the spacified time limit. The range of this setting is 4 seconds (Conservative) through 538
seconds (Liberal),

GAME OVER UNLOCK
The cperator can choose (via the Credit button) whether the game saves any ‘locked’ balls af
game end (1o make Multi-Bal™ play easier during the next game). The choices are:

Yes - (Conservalive)Do NOT save any locked balls al game end.
MNa - [Liberal) Save all locked balls at game end tor ‘next-game’ play.
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GAME ADJUSTMENT PROCEDURE (Continued)

MULTI-BALL™
The operalor can chogse (via the Credit button) the difficulty for obtaining Multl-Bal™ play. The
choices are;

Easlest - (Liberal) All locks are free,

Easy - Before Multi-Ball, all locks are free. Afler first Multi-Ball play. one criminal must be
jaited fo allow ball lock to star.

Hard - Before Multi-Ball, all locks are free. Afler first Multi-Ball play. one criminal must be
jalled to aliow each ball to be locked.

Hardest - (Conservative) Before locking any ball, one criminal must be jailed.

SHOTS TO TAKE HI

The operator can choose (via the Credil bulion) how many conseculive Right Ramp shots are
required to obtain the ‘Take Highes! Score” feature. This feature is made available on each
player's last ball. The range of settings are 2 (Liberal) through & (Consanvative) shols,

SHOTS TILL 1 MILL

The cperatar can choose (via the Credil bution) how many gonseculive Right Ramp shols are
required fo start the "UNLIMITED MILLION™ feature. After awarding 1 Million points, the game
requirgs EIGHT shots to restan this featura. The range of setings are 2 (Liberal) through &
(Conservative) shols,

EX. BALL MEMORY
The cperalor can choose (via the Credil button) whether the five Extra Ball lamps are carried
over for ‘mext-ball’ play. The choices are:

Yaos - (Liberal) Lighted Extra Ball lampes are stored in mamory.
Na - (Conservative) Any lighted Extra Ball lamps are turnad off at the end of each ball.

FPOLICE MEMORY
The operator can choosa (via the Credit bution) whether the lighted P-O-L-1-C-E lamps are
stored in mamory for recall during "next-ball’ play. The choices are.

Yes - (Liberal) Any it P-O-L-1-C-E lamps are stored in memaory for recall during the players
naxt ball.
Mo - (Conservative) Lamps are Off at the end of each ball

IN JAIL MEMORY

The operator can choose (via the Credit bution) whether ‘Yjailed’ (lamps lighted) criminals stay in
jall {are stored in memaory) for 'next ball' play. NOTE: The setting afiects the award of tha
JACKPOT. The choices ara:

Yes - (Liberal) Any B criminal lamps are stored in memery for recall during player's next ball,
No - (Conservativa) Lamps ara COff at the start of each ball.

MEMORY UNTIL 7 X

The operator can choose (via the Credit button) when the Bonus Multiplier lamps are (umed ofl.
NOTE: The setling affects the Special award. The range of this setling is 2X (Conservative)
through &X (Liberal).
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GAME ADJUSTMENT PROCEDURE (Continued)

P-0-L-I-C-E / BALL

Tha operalor can choose (via the Credit button) how often the Hotsheet feature will attempt to
award (spot a letter) in P-O-L--C-E. As a percentage factor, it is the numbar of imes a letler was
lit timaes 100, divided by the number of balls played. MOTE: This affects the TOP COP Bonus;
however, progressively fewer lamps will be ighted, based upon the number already it. The
range of this adjustment setting is Enablad 1% (Conservative) through 93% (Extremely Libaral),
This adjustmant can also be turned off, via a setting of 0 [OFf).

MULTI-BALLS™ ! GAME

The operator can choose (via the Credit button) how often the Hotsheet feature will attempt 1o
start Mulli-Ball play, with the reguirement that 1 bal is already locked, As a percentage factor, it is
the number of imes a lefler was It imes 100, divided by the number of games played. NOTE:
This affects the TOP COP Bonus because, during Mulli-Ball, it is easler lo kght the letters of P-
O-L--C-E. The range of this adjusiment setting is Enabled 1% (Conservalive) through 99%
{Extremely Liberal). This adjustment can also be lurned ofl, via a setling of 0 (Off).

EX. BALLS /! GAME

The operator can choose (via the Credit button) the MINIMUM value of ALL Exira Balls awarded
par game. This adjusiment controls how many Extra Balls are awarded by the Hotsheet fealure,
The range of this adjustment setting is Enabled 1% (Conservative) through 98% (Extramely
Liberal). This adjustiment can aiso be tumed off, via a setling of 0 ().

SPECIALS /| GAME

The operalor can choose (via the Credil bution) the MINIMUM AMOUNT OF ALL Specials
awarded during a singhe game. This adjusiment controls how many Specials are awarded by the
Hotsheet feature. The range of this adjustment setfing is Enabled 1% (Conservative) through
99% (Extremely Liberal). This adjusimeni can also be turned off, via a setting of & {Of).

ATTRACT MODE SOUNDS _
The operator can choose (via the Credit button) the amount of sounds te ba heard during the
Attraci Mode, The choices are.

ALOT - Sounds are heard continuously during Attract Modae.
LESS - Sounds are heard for 15 minutes after the end of a game, during Allract Mode.
MNONE - Mo sounds are heard during Attract Mode.

Custom Message
The operator can choose (via the Cradit button) whether to display a message during the Altract
Mode, (When display of a massage Is selecled, the operator can either ulllize the message
provided or change the message.) Three choices are available:
1 - Display a message during the Attract Mode. The lower display shows this choice as
OM. Tha 3-Ene message provided is:
BE TOP COP..PLAY .. POLICE FORCE.
2 - Do NOT display a message during the Altract Mode. (Lower display shows OFF )
4 - The lower display shows this choice as CHANGE. The operalor can ener a special
("custom”) message, as follows:

A. Prass ADVANCE once. The operator can now amer as many as three
14-character lines lor display during the Attract Moda.

B. Use the flipper button{s) lo select each message character (alphabet, numbers, and
special symbols are available). Incase of emor, enter a "back amow” (just before “space’)
to correct, followed by correcd character. For a pericd after any lefter, use letters with
periods (lollowing the special symbols). The entire character set is the following:

ABCDEFGHIJKLMNOPORSTUVWXYZ0123456789<>7-/""
ABCDEFGHILJKLMNOPORSTUVWXIYZ

C. Move io the next characlar via the Credit button, The game program does nol aliow

entirely blank lines to be displayed.
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GAME ADJUSTMENT PROCEDURE (Continued)

50 DISPLAY AU 01 - D4
The operator can choose (via he Credit button) how to display the coinage audit information,
Au 01 - 04, No information is lost; it remains slored in the CPU memory, The information is now
available for readout via the player score displays. Three choices are avallable:

¥Yes - Boththe audit text (slol identitication) and the value is displayed.
MNbr - Only the numerical value is displayed.
No - NOdisplay oGours,

51 CONSOL. BALL TIME
The operalor can choose (via the Credit button) the desired ball time for a gama. On the lasl
ball, f a player has not reached this 'game time' period, a form of consolation play becomes
affective 1o encourage players 1o conlinue playing. For POLISE FOREE, the calculation

involves determining at ball start for the last ball whether at least 2/2 of the ‘desired game lime’
has elapsed. If not, the Extra Ball lamp of the lefi Drain Lane will tum on 1o allow the player a
chance to cbtain an Extra Ball. Tha range of this setfing is Off (Extra Ball lamp is not if, becausa
there Is no minimum game time imit); 1 second (Conservative) through 99 seconds (Liberal)
MNOTE: Consolation Extra Balls are NOT audited as Extra Balls.

52 HORMAL / DIM / DIMMEST FLASHERS
The operalor can choose (via the Credit button) the brightness of the game's tiashlamps. A
suggestion is to use either DIM or DIMMEST when the power supplied to the game is in the
"High Power' (over 120V ac for domestic game and over 230V ac for foreign games). The range
of this setting is Normal, Dvm, Dimmest,

53 - 58 Speclal Presel Adjusiment Sellings

SPECIAL PRESET ADJUSTMENTS CAUTION

Adjustments 53 through 86 are Special Prasal Adjustmanis o enabla the operator 1o parorm the
softing of multipla adjustments at once. They parmit the oparator to: (1) modify the game for a
specific area (for example, coinage seltings for a country); (2) change a group of adjustments 1o
conform with laws of certain localities; and (3) change the degras of difficulty of gama play (Ad 62
thraugh B8), Whanever the oparator chooses to use any Special Presel Adjustment, the operalor
can later access any or all of the Individual Adjustments afiected by that Speciai Adjustment for
subseguant changeas.

& similar tlachnigue & recommended in the event of emor or unceriainty concaming any Special
Preset Adjustmant, aftar the operator selacts it The operator can restore the factory sefting of
pach individual Adjusiment, then seled the desired Special Preset Adjustmant, and then ralum o
any af the praceding individual adjusimants to determine whethar use of the Spacial Adjustment
has had the desired effadt,

The Backbox displays for sach Special Preset Adjustment indicate whather the operalor has
selected it, by identifying the Adustrment in the upper displays by name and the salection chaica of
MO, meaning Net Selected (this is the Faciooy Setting), or YES, meaning Selacted, in the lower
display, Operator installation of the ‘selected' Preset Adjustment occurs by using the Credit button
la ehoose YES and then pressing the ADVANGE swilch. The displays then show the name of the
Adjustmant again, with DONE 1o show that tha installation is now in elfact

Note that, when an cpaerator installs any of the Special Presel Adjusiments, Adjustmenl Nems
using tha automatic adjust feature of the game program resel to the INITIAL auto adjust value
Ested for that Adjusimant ftem,

MOTE
A gama in which the CPU has FOMs instafied for German {Dautsch) or Franch (Francais) anguage
and play adjustiments automatically has cerlain Adjustment ltams preset. Tha loflowing tables
ghaw these Praset Adjustment ltams for each of the spacial language games.
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GAME ADJUSTMENT PROCEDURE (Continued)

53 through 58 For German/European Games Only: Install German 1, 2, 3, 4, 5 or &
The oparator can use these Adjustmant lems o modily the game pricing selection of Standard
Seting named "Garman 2 or Garman 1" in the Pricing Table to permit the slyle of play for the
parficular price shown in the POLICE FORCE Preset Game Adjustments Table for

German/European Games.
POLIEE POREE
Preset Game Adjustments Table for Garmaan_u ropean Gﬂas
Adio|  AdDescriion | BTet 5 [ Oeper | Cerpen 00| Gepan D7 | Gepan B9 [ Semman B
06 | Replay Award Credit Call Audit Credit Caoil Avsdit
a7 | Specal Award Cradil Hal Seon Cradit Ball Score
08 | Match Feature 10 % 10 % Off 10 % 10 % ot
09| Maich Feature 10 % 10 % ot 10 % 10 % o
14 | Backup High Score 1] 7.000.000 7.000.000 0o 7.000.000 7.000.000 oo
16 | Backup Hagh Scora 2 E_E0D, 000 8 E00,000 {i7H] B 5D0.000 5 500.000 Qg
16 | Backup High Scora 3]  €.000.000 £.000.000 oo 6.000.000 §.000.000 0o
17 | Baskup Hi';h Soare 4 5. EOD,000 & 600,000 [u}] 5.&00,000 5.500.000 18]
k| High Seora 1 Cradits 03 03 00 o3 03 09
19 | High Score 2 Credits 0o 00 {0 00 oo 00
| 20| High Score 3 Cradils 90 L 0 00 00 o0
21 | High Score 4 Credite a0 00 00 0o a0 o0
24 | Coinage Satiing & spisless DM |6 spleled DM |6 spisleds DM | 7 spieleS OM | 7 spisle'S DM | 7 spisla/S DM

53 through 57 For French Games Only: Install French 1, 2, 3, 4, or §
The operalor can use these Adjstment items 1o modify the style of play for the particular
selling shown in the POLICE FORCE Preset Game Adjustments Table for French
Games. MOTE: Noprasel Game Adjustrment is applicable for Ad 58,

POLIGE FPORGE
Preset Game Adjustments Table for French Games

: ; Franch Ad Franch  Ad Franch  Ad Franch  Ad | Franch Ad

Ag J Adj Deseription 1 53 2 54 3 55 4 54 5 57

45 | Extra Ball ! Gama 25% 20% 33% 25% 2%

51 | Consol. Ball Time R0 gsan 40 sec 70 sac 50 sec B zec
53 ADVERTISEMENT? (For USA / Canadian Games only)

The operatar can choose (via the Cradil button) whether 1o display an adverdisement provided
by the manufacturer. The choices are:

Yes - Display the advertisement message.

No

Do MOT display the message,

&4 through 58 (For USA / Canadian Games only) _
The operalar can use these Adjustment ltems to modify the game prcing selection and select

either the 3-ball or

S-ball style of play.
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GAME ADJUSTMENT PROCEDURE (Continued

POLIGE PORGE
Preset Game Adjustments Table for US / Canadian Games

ad  Adbesopton | 3500 40 IVEN B | oe | o E | fiem e
02 | Replay Start . 3500000 | 3.500.000 3,500,000 5,000,000
03 | Balls / Garna . a 3 3 5
14 | Backup High Scora 1 - 5,000,000 5.000,000 5,000,000 6,000,000
15 B.a_l;.k.up Hlli_h Seora E - 4 500,000 & 500,000 4 500 000 5,500,000
168 | Backup High Score 3 - 4,000,000 4,000,000 4,000,000 4,000,000
17 | Backup High Score 4 - 3,500 000 3,500,000 2,500,000 3,500,000
24 Colnage Sating Usa 3 - UsA 2 usa 1 Lish 2
31 | Half Price Buyin Yas Mo No Mo Mo
B4 | Install Medium Mo i Yas hi= Mo
6% | Install Hard Mo Mo Mo Mo Y

59 Insiall Add-A-Ball The operator can utilize this oplion to delete all Free Play awards and
replace them with Extra Ball awards. Individual Adjustments are alected, as follows:

Ad Mame MNew Setting Ad Name Mew Setting
06 Replay Award Ball 18 HiScriCredits 00
07 Special Award Ball 19 HiScr2Credits 00
08 Malch Feature o 20 HiScraCredis 0D
11 Ex. Ball 4/BIP 21 HiScrd4Credis 00

60 Install 5 Ball
The cperator can change the game to 5-ball play, including the changing of cerain fealuras to
the recommended 5-ball difficulty lavel. NOTE: Ad B5 (Install HARD) seitings are also sel when
the game is changed o '5-ball Play’. Other Adjustments are affected, as lollows:

Ad Mame Mew Seting Ad Mame Mew Setting
02 Replay Stant 5,000,000 09 Balls/Game 05

61 Install Novelty
The oparalor can remave all Free Play and Extra Ball awards. Individoal Adjustmeants ang
affected, as follows:

Ad Mame Mew Setting Ad HMame Mew Setling
01 Fixed Replay SCORES 07 Special Award Score

02 Replay Levael 1 Off 08 Malch Feature ot

03 Replay Leval 2 CHt 11 Mo Extra Ball i

04 Replay Level 3 ot 18 Hiser 1 Credits 0o

05 Replay Level 4 ot 18 HiScr2Credits 00

06 Replay Award Audit 20 HiScr3 Credils 00

21 HiScr 4 Credits a0

B2 Install Extra Easy
The gperator can change the game play difficulty adjustments to a combination that is extremely
gasy (sometimes called “liberal”). The Game Difficulty Setting Table, which precedes these 70
individual Adjustments descriptions, lists the Adjustments and the seltings that comprise the
'‘Exira Easy’ group.

63 Install Easy
The operator can change the game play difficulty adjustments to a combination that is slightly
easler than the Faclory Settings. The Game Difliculty Setting Table, which precedes these 70
individual Adjustments descriptions, lists the Adjustments and the sellings that comprise the
'‘Easy group.
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GAME ADJUSTMENT PROCEDURE (Continued)

Install Medium

The operator can change the game play difficulty adjustments to a combination that matches the
Factory Seltings. The Game Difficulty Setting Table, which precedes these 70 individual
Adjustments descriptions, lists the Adjustments and the setlings that comprise the 'Medium’
Qroup.

Install Hard
The operator can change the game play difficulty adjustments to a combination that is more
difficult than the Factory Settings. The Game Difficully Setting Table, which precedes lhese 70
individual Adjustments descriptions, lisis the Adjustments and the settings that comprise the
'Hard' group.

Install Extra Hard

The operator can change the game play difficulty adjusiments to a combination that is much
more difficult than the Factory Settings. The Game Difficully Setting Table, which precedes
these 70 individual Adjustments descriptions, lists the Adjustments and the settings thal
comprise the "Extra Hard® group.

Aute Burn-inm

The operator can choose the YES oplion for this Special Presel Adjustment lo perorm certain
automatic testing of the game, as used in the factory. It does not affect the game operation, but
merely provides for a cyclic testing of most of the game's mechanisms.

Clear Colns

The operator can request the clearing of the coinage audits (Au 01 through 04) by selecting (via
the Credit button) the YES oplion, as shown in the lower display. This adjustment zeroes the
counters 1allying the number of coins through each slot, the Paid Credits counter, and the
Gredis display. After the YES option is displayed, the operator must press the ADVAMNCE
button. The game then displays DONE to show that the coinage audits were reset 1o zero.

Clear Audits

The operafor can request the clearing of the non-coinage audils (Au 05 through 55) by
selecting (via the Credit button) the YES option, as shown in the lower display. This Adjustment
zeroes the counlars lallying the remaining Audit factors. Please note that this does NOT alfect
the Automatic Replay Percentaging data nor the automatic High Score Reset counter. Afier the
YES option is displayed, the operator must press the ADVANCE button. The game then
displays DONE 1o show that the non-coinage audils were resel 1o Zero.

Install Factory

The operalor can request the game (via the Credit button) lo provide the normal Factory
Setlings, essentially restoring the game to its Taclory condition’. The operator must select the
"YES' option for this adjustment. This Adjustment clears all Audits, resets all Game Adjustments
1o the respective Factory Settings, and provides a restart of the Auto Replay (Ad 01). After
selecting the YES option, the operator must press the ADVANCE button. The game then
displays FACTORY SETTING.

Closing of the coin door before appearance of the FACTORY SETTING message or a probiam
in the Memory Protect circuit will cause the game to display ADJUST FAILURE. A loss of battery
power of improper treatment of the Game Adjustments will cause the game 10 atlempt to restong
Factory Settings. The game announces the results of this reset process with the appropriate
message, FACTORY SETTING or ADJUST FAILURE.
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GAME ADJUSTMENT PROCEDURE (Continued)
RESETTING THE HIGH SCORES

The challenge of exceeding the High Score {either the factory setting or a higher score by anather
player) is the goal of many pinball game players. To keep a pinball gama challenging requires a
method of resetting the High Scora value for those occasions when a skilied player regisiers a inuly
excellent score. Other players note this score and may decide not o play simply because their skill is
not adequate 1o exceed an extremely high score.

For POLIGE FORGE, in fact, three methods of resetting the High Score values are avallable. The
simplest method invelves allowing Game Adjustment ltem Ad 22 to reset the High Scorg values
automatically alter the specified number of plays designated by the operater, The gecond method
requires pressing the High Score Reset switch on the inside of the coin door in the Attract Mode This
action simply erases the previous high score values and replaces them with the Backup High Score
values. The third melhod establishes new values replacing the factory sefting values or previous
operator setling values; it requires performing the lollowing steps:

1. Using AUTO-UP or MANUAL-DOWN, reach item Ad 14 (and items Ad 15, 16, and 17, it
desired). The High Score value of the factory selling (or previous operator-adjusted setting)
appears in the upper display. W this value is satisfactory, go 1o step 4 below.

2. I you wish 1o increase the High Score value from that displayed in the upper display. use
AUTO-UP, and press the Credit button, until the desired value shows in the upper display.

3. i you wish to decrease the High Score value, use MANUAL-DOWN, and press the Credit
button, until the desired value shows In the upper display.

4. Using AUTO-UP, press and hold down ADVANCE, untll the lower display shows Ad TD
Press ADVANCE once, to return to Game- Over Mode.

5. Press the High Score Resel switch (on coin door), and listen for the sound signifying that the

score reset action is complele. Observe player score displays 10 verify thal the new High
Score values are displayed,
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GAME PRICING

PRICING MADE EASY. Game Adjustment ltem Ad 24 aliows the operalor an easy meathod of
sefting the pricing functions. Pressing the Credil bution allows the operator a choice of one of the 16
“Standard” Seftings, with associaled automalic pricing (the upper display shows the Country
[dantifiar, with a number for a country having maore than one "Standard” Setling, the lower displaye
show the games per coin{s) information ). Inthe Pricing Table, each "Standard” Setling is denoted
by a Country Identifier. Aulomatic Pricing causes each of the other pricing lems (columns 25 through
30) to change 1o the value shown in the table for that selected "Standard” Selting. In the table where
the word “CUSTOM" appears, the ownerioperator must enter the values shown (columns 25 through
30) to cbtain the games per coin factor shown In the Games/Coin column of tha lable. To make these
selting adjustments, the ownerloperator must press the Credil button uniil the words "CUSTOM
COMNAGE" appedr in the player score displays.

CUSTOM PRICING. Adjustment item 24 must be sel to the Custom Colnage Selting {upper
display showing CUSTOM COINAGE) 1o enable the operalor lo enter desired custom pricing
salections for ltems 25 through 30, based on the Pricing Table. Wem 25 is the lelt coin chule
multiplier. ltem 26 Is the center coin chute multiplier, llem 27 is the right coin chule multiplier. Nem 28
is the number of coin units equal to one Credil. (A Credit is usually equal to one game.}

Tha calculation of the ratio of Games - Price uses the ratio equationof X : VG , whera:

X = Coln Chute Multipher (tem 25, 26, or 27 in Pricing Table),

V = Value of coin;

C = Coin units equivatent to one Cradit (ltem 28).
For example, for 25¢ chutes al the factory setting, subsfituling values in the Games : Price ratio
calculation gives 1 : 25x 1, or one gam fior 25¢.

UNITS REQUIRED FOR BONUS CREDIT. Iem 29 is the number of coin unils that must pass
through the coln chule{s) before an addillonal Credit (game) is posted (displayed). Al the factory
safting, the number in this item is 00. (This 00 means thal NO bonus credil (free game) is awarded,
although purchasa of mare than one game at a time ocours.)

MINIMUM COIN UNITS. llam 30 delarmines the number of coin units that must pass through the

coin chute(s) before play may begin. The Eaclory Selting for this lemis 00. (This 00 means that the
Minimum Coin Units feature (tem 30) is disabled; a 01 sefting also means that this feature ks shll
disabled, yet the Credits message display should display fractional goin units.)

POLIGE IRBRGE Pricing Table

Coln Chuta & C Ad 24 Pricing Functions

i Laft Cantar Right oln Display |35 26 27 28 20 30
USA and o5 . 25¢ | 1250, a1 12 USA1 |or o4 o1 o1 o0 o0
Canada 1/50¢, 2/75¢, a%1 ¢ USA 2 |oa 12 03 04 00 OO
11502, 251 2 UsAa s |01 D4 01 02 00 O
1/25¢, 3% 2 uUsAd4 |00 00 o 02 04 00
1/25¢, 350¢, 6/51 CUSTOM |01 04 01 01 02 00
1/25¢, 551 cusToM |o1 o0 o1 o1 04 00
_ li!-ﬂ: Add] game: 258 CUSTOM |58 00 58 9% 00 OO
Austia  |8Sch 105ch 105ch| 1/2x5 Sch, mnmi‘ AUSTRIA |0 &2 o2 &2 o4 O
58h - ”ﬁ’@?m ) CUSTOM |02 00 05 01 00 00
|iSch  58ch 1085ch| M&Emmm CUSTOM |62 10 25 05 00 00
Austrakia 20¢ . £ 1.".3:20: 251 2 AUSTRAL.|02 00 10 05 00 00
% Jiop. S0P e 0P, THE £ WK 0315 30 05 @0 00
|Kingdoms  hop S0P 920Penca |CUSTOM {3 15 30 05 30 00
Switzeriand |1 F 2F EF 1:1F a2 F, ?ﬁFm? SWISS 01 03 OF 1 00 00
iF . 2F |1MF anF CUSTOM |03 00 08 02 00 00
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GAME PRICING (Continued)

POLKCE FOMCE Pricing Table (Confinuad)
. Ad 24 Pricing Funcilons
Displsy | 25 26 27 28 28 30
et Mt UM | ';iﬁ i -'mi..w
ST o4 02 00 o1
F. ST o402 00 M
. 1 STOM | 6f 01 o4 02 06 D
= Wast iDM 20M SDM |11 DM 22 DM, 75 OMark 27 |GERMANI| 08 12 30 06 30 0O
Garmany 11 DM, 22 DM, &% DM 2 GERMANZ| 68 12 30 05 00 0O
11 DM, W2 DM, 0% DM CUSTOM |08 18 45 o5 00 0O
1721 DM, 1/2 DM, 25 DM CUSTOM |03 06 15 o 00 00
. 13 26 66 05 & 00
|06 15 15 05 L0 00
jo! oo o8 o1 00 0O
‘BT B0 0T o) 00 00
0l o o o o0 00
of o4 o1 02 O0 O
. ; ‘o2 10 20 08 20 00
e = | Frane ! loa 15 36 & %0 o
EEa o F 1H*F.¥tﬁF.T 0 Friing i 03 15 30 10 BO 15
o 6F | 25 F, 4/10 F, 82410 Franc CUST 02 10 20 C5 40 10
Fl29F SM0F 11/210Frane  |CUSTOM |01 5 10 @@ 20 o5
Il 500 L mu. BOOL | 1/500 Lira @ ITALY 1 @ 01 07 00 ol
“Spain P - 100P | 1/25 P, £/100 Pesuta 2 SPAIN |08 o0 20 04 00 OO
- 100F |1 Pﬂ#iﬂw#ﬁu cusToMm |01 00 04 o o0 o0
AP - 1008 | 1/2x2 i i 01 00 04 02 00 00
=P = 00R 200 LS 03 00 12 04 0D 0B
Japan 3 100 W 3 muu*rn 3 JAPAMN gi 0D Df 01 OO OO
. Jaeox - 100w| 2n00% cusToM |o1 o4 o1 62 00 o
Mﬂcﬂm §%" R |anmiies o1 o1 08 o1 o0 oo
Chila ‘I'ni;m . T;uﬁn 11 Tokan CHILE o1 04 of o1 o0 o0
Donmak  [1Kr  SKr 10K 17201 Kr, 366 Kr, 710 Hrone * |OENMARK] 03 18 30 05 30 00
Finland a| 1/2x1 Mia, 25 Markka 7 FiNLAND | 03 oo 15 ©5 0D 00
Haw ﬁm *ﬁ-ﬁ_‘%"&’ﬂ‘ﬁ T H_“r_ ola Ww&mﬁrm ol
Enakatd = s -@a@ﬁ'&igxié' ) i R
Morway 1#r | w21 Kr, ASnt Krona 2 MORWAY | 01 00 01 02 D5 0O
Lﬁnﬂl‘nhf%'ﬁ é%%ﬁh : S AR o1 Of Of 01 00 0O
Gireaca 00 200 800 | /210D, 1200, 60 Dmchma 2 |GAEECE (03 06 15 04 00 00
Moles:
1. Fadtory Delaull. 2 Stareiard Sefling - Changs by preasing Credil bution, 3 Oiher lunclions are &lso afecied,

s the axplanations for Adustmont lems 53 through 58,
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TEST/DIAGNOSTIC PROCEDURES

WILLIAMS ELECTRONICS GAMES also provides a senes of diagnostic tests to aid the operator in
determining game condition (that is, whether the game's féatures and highlights are operating
salisfactorly). These tesls activale virually all the electrenic and electromechanical devices
comprising the game, so that the operator can readily locate a malfunctioning device or simply verify
that all devices are working propedy. In order, these tests deal with the music, the displays, the game
sounds, the lamps, the solencids, and the switcheas,

In addition 1o the diagnostic testing, a feature called the Auto Bum-in Mode is available. Activating this
mode enables the operator 1o observe the game while all of the diagnostic lesls, excapt the swifch
tests, ocour. This can be very helpful in Iocating inMermitent’ problemes.

Activating either the entire test series or eng of the individual tests requires use of the Game
Adjustment/ Diagnostic swilches. Open the coin door for access to these swilches. To proceed to
the Diagnostic Tests, the operator must simply switch the game On, sot the AUTO-UP/MANLIAL-
DOWN switch 1o MANUAL-DOWN, and press the ADVANGE button.,

SaUTIDHN
The System-118 game program graatly aids tha operator and service parsanngl: At the baginning of
the TestDruagnostic Procedures (and also at gamae Turn-Onj, the player score dispiays now signal,
wilh 3 message ("Prass ADVANCE far Rapon”) thal tho gama program has detected a problem that
affacts game play. Messages for POLIGE FORGE include "Adjust Switch #47, "Pinball Missing®,
“Car Up Error”, “Car Down Error”, "Divartar In Erroe”, "Diverier Out Error”, and Musk: Failure”. Refer 1o
ihe texi on Problam Analysis Messages at the end of the TestDiagnostc Proceduras for more

details concerning the messages’ maaning. To proceed with the TestDiagnostic Procedures, use
AUTO-UP, and press ADVANCE.

MUSIC TEST.

1. In the Music Test, observe that the upper displays show the message, MUSIC TEST, Swilching
fo AUTO-UP, chserve that the message now reads MUSIC OFF, and that the lower display
shows 00 00 Press the Cradit button to select the desired music selection: 01 - 'Main Thama'
through 05 - "Hi. Score Theme' (the selections repeat). Adjust the volume control for proper
sound level for the gama locaflion.

2. Use the AUTO-UP posilion.

DISPLAY TEST.

1. To initiale the Display Test, press ADVANCE. Observe that upper display briefly shows the
massage, DISPLAY TEST, and that the lower display shows 01 (the Display Test idantitiar).

2. Usa AUTO-UP. Observe that all displays begin a display cycle of all 0s through all 95, one digit at
a fima. Verify thal tha proper comma segments light during display of the odd-numberad digits
Mext, 8 special "all segmeants” character walks’ from It to Aght across each player score display.

3. To hah the display cycle, use MANUAL-DOWN. Then, press ADVANCE to step through the
sequantial digit display, digit by digit, and the subsequent “all segments” characters display
test. Use AUTO-UP fo resume cycling, and to proceed to the next fest.

SOUND TEST.
1. (From Display Test) To initiate the Sound Test, press ADVANCE, Observe thal the upper
displays show the message, SOUND TEST, and that the lower display shows 02 {the Sound
Test identifier). The lower display shows a series of lest sleps from 00 through 07, Verify that a
different sound is heard each time the number in the display changes.

2. To repeatedly pulse a single sound, use MANUAL-DOWN, WVerify that one particular sound

repeats. Press ADVANCE to step to the next sound, which repeals until ADVANCE is pressaed
again. Use AUTC-UP to resume cycling the sounds, and to proceed 1o the nex! lest.
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TEST/DIAGNOSTIC PROCEDURES (Continued)

LAMP TESTS.
1. All Lamps.
(From Sound Test) To initiate the first Lamps Tesl, press ADVANMCE. Obsene that the upper
displays show the message, ALL LAMPS, and that the lower display shows 03 (All Lamps Test
identifier) and that all feature lamps (playfield and backbox) blink on and off. (MNote, however,
tha! the General lllumination lamps remain kghted steadily.) To locate the wiring associated with
a particular feature lamp, reler to the Lamp=Matrix Table. CPU Board connections at jacks
1J8 [columns) and 1J7 (rows) are also listed in the table,

. SBlngle Lamps.

From the All Lamps test, using AUTO-UP, press ADVANCE to indtiate the Single Lamps Test
The upper displays infially show the message, SINGLE LAMPS, and the lower display shows
04. Then, the lower display shows 04 01, and the upper displays change o show “HOT
SCORE", the name of the lamp currently blinking. Press the Credil bution fo proceed through
an ascending seres of designator numbers {01 through 84), with the upper displays showing
the individual lamp's name. (To proceed through a descending series of lamp idenliliers, use
MANUAL-DOWM.) Press and hold the Credit bution to proceed rapidly 10 the desired lamp

POLIGE FORCSE Lamp-Matrix Table

EOLUNH 1 CE8 § o4 | T oW PR PR P | e
YEL-BAM YEL-AED VEL-Oof YEL-BLK YEL-GAM YEL-BLU YEL-VID YEL-GAY
ROW 171 172 1473 174 1474 1477 178 1478
460 RED- Hat Sheet ik Jackpat Righl L 3-Fuark
1 BAN ot scom 5 P L g Outane | Snun Ta
Aje- 1 17 a3 i1 ggl gl 57
081 RED- Hiot 5 hasat ax T o i Crose E:Jl. 10K Laf ;LBI;I:
i BK [l Fiarrp [Frima Cutane P T
I Wikt 10 18] 34] Ranpa) 42 6| (md) 58
iz RED- | ot Shesl S0k Sl 25, La#i L 3-8ark
1 OAN 5 Fres ax L il Flamg Deg Fat iFiing el Stndup Tt
1J6-3 Games 3| 1 18 77 35 Pegsl a3 g1f e 54 |
GE1 HED- | Mol Sest 75k e kil 50K Right Scope
O ous 5X | Ml Rlamg} Fuing [Backgiasa]
182 ol 20 20 28] Parge aa] PFVT o 80
OB fED. | Mol Sheet 100 Ehark Skil 78K T L dachpat
$ GAM | Spot &X c Mt Flamp) fraing [Backglass)
1088 | POLCE B i ™ e 7] Highast | Fackalias) o
Qhs WED- . 150m Taih 100K A Jachpes
| Cmc
o B | PR i (Ml Ramg) et iFig G ackglass)
187 1 v 3p] Fanpei  gel 54
e RED- Top Unlimitad Car L Domao
Ladk 1 Heeshaal Drug Ral u
A Euxtra Flal Mikon WiL, Headight iHackgimne]
1458 | Mt gi| P o PN o 5 ]
COF RED- My, Toa Cop Waaisl Car A Do
' GRY oo Harscll oot Agein | Bonus inJall Headight N (Rachglass)
168 B B 18 24| 1) A 48] is
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TEST/DIAGNOSTIC PROCEDURES (Continued)

SOLENOID TEST.

1. (From Lamp Test) Using AUTO-UP, press ADVANCE. Observe that Ihe upper display shows
the message, COIL TEST, the lower display shows 05 (Sclenocid Test identifier). MNext, the lower
display shows a series of lest steps from 01 through 22, while the upper display shows the
solencidicircuit name. During each of these steps, pulsing of the respective solencidicircuil
accurs. The test cycles repeatedly, unless halted via the MANLUAL-DOWN swilch. Rafer 1o the
Solenold Table for solencid numbers and wiring information. CPLU Board connections at
1P11, 1P12, and 1P19 are also listed in the tabla.

To continuously pulse a single solencid/circuit, use MANUAL-DOWN. Press ADVANCE to
sequence through the switched, controfied, and special selengids. Use AUTO-UP o resume

test cycling, and to proceed to the next lest,

POLICE EOECHE Solenoid Table
1 Connebiony Sctanold Part Number
Sican Solsnold Wilra =t Dirtwnr Rl Tom
Type o ﬁ‘ml Tty | w Irisar Bl :'nuu = Doma
Catheds Kickar Swilched | Vie-Brm []1P 111 CAESTETT a3 | AE-23-B00
Shark Flashars Switched | B&-Bm J] ( 5J5-9{C) A7 | e90aAS Bashlargs 19
A Tep Latt Ejeet Switchod | Vie-Pad mn.al B1-7- Ble-3 [A) Qe | AE-23-800
Croe Flashams Switchad | Blk-Fad J | [Gry- BJE8(C) 0F5 | Po0s8i#a0 faghlamgs 18,71
Bl Dbl Switched | Vie-Om ([ 1P11-4 | 8018 5347 (A Caz | AE-2E-1200
Aal Flashers Switchad | Bk-om [ | [Grpom) BJS-7(5] a3z | #o06#as lashlamps 1)
Aight 3-Bank Drop Tgi Resel | Swiched | Vie-Yal || 1P11-5 | 5J01-5 SJ4-6(A) oo | AE-2B-1200
‘Woasel Flashars Gwitchod | B-Yal J| (GryYed 555 () 24 | eg06 R84 llashlamps a1
Lwr Right Ejact Swiched | VieGm || 1P11-8 | SJ9-4:504-5 () Qo1 | AE-23-B00
JatkpotSeopa Flashers Switchad Bis4 () | Q31 | #906/088 llashiamps 12,24
hict 3-Bank Drop Tgl Resst Sreinchwid BJ1-3: Bd-4 (i) o3 | AE-2E-1200
Milion Flasher Switchad Bsa(c) | 23 |#906 Kashlamp 18
Hnocker Seachad BJ1-2: B4-2 | Qa0 | AE-23-800
L Doms Flaskars Switchud BJE-2 |0 30 | #5306 Nlashlamps 2
Top Right Eject Swichad S1-1! SJd-1 () Q2 | AE-Z3-800
A Doma Fashers Swilchid EJE1 (G} Q22 | #5086 flashlamps 2d
Taka Highes! Flashars Contolied| BBl 19421 | S22 Se 02043 | ©17 | E80 Nasklamps 1
Gl Mum Folay Contrabed| Br-Rod |1P12-2 | S8 8058 208 | 0f | ssepposssop S8
mmmw Controlied | Bm-Orn | 1P12-4 BIAE RIR-T- 2048 Q16 | EEER-0R555-01 &
AT Saloct Fobyy Convolied | Ben-Yal |1P12-5 525 of | ssso-passsar O
Ll Flashae Contralied | Br-Gm |1812.8 BZ-4: Bi6-8 Q18 | #6806 Rashlamp o
Top Cop Flashars Controfied | Bm-Biu | 1P12-7 513-4: 518-3 OF | #2306 Rashlamgos =
Car On'CH Motor Conlolied | Bm-Vie |1P12-8 522 E)R-2 Qid | 14-7853
Car Lip/eram Relay Contoled| Bri-Gry 19129 121 BB O | 8EB0-0o8ss0q @
17 | Lai Jal Bumper Spocial #1] Bw.Bm |1P18-7 5137 5177 OFs | AE-23-B00
10 || Laft Kiduar {"skng™) Spocial #2] Bu-Red |1P10-4 B13-6 BT Q71 | AE-28-1500
19 | Bight Jat Bumpar M'ﬂl Bis-Orn | 1P18-3 &i1-3: K73 Ol | AE-23-m00
20 | Right Kicker [ling™ Spocial Bls-Yal |1P98-8 B13-4- BI7-5 o566 | AE-2E-1500
21 | Leowar Jot Spocial #5) Bly-Gm |1P19-8 5325472 QFF |AE-23-E00
22 | Ball Roloasa (Shir Lane Feeder) | Specal 86| Blu-Bik | 1P19-9 5131 5471 o7 |AE-23-B00
Hight Flipger Om-Wig | 1P 2I5-5: 2N0-T
Lowar Right Fippar [Blu-iaj 2 {2080-1: 248-18) FL11SI0VE0VDE
Lok Fipoer OmeGary _| 1P18-2 24 2FN0-8
Levwar Lot Flippar [Blu-Gey] 2 [0 2-2.08-4) FL11630450V D0

Bigigs 1. Wine colam, sxcepd Mippe Oon-Yie and Orely, e ground conneciions [lo coil lenmicel wif unbanded erd of dicge). Fipper Sm-Vio psd
Cirni-Ciry wingd cennac) bom CPU Bosrd o fipper swnich. 2. Pipper connechons shown in braces are fromn fppor seach o Bopar cod, 3 "A7

circults ore pulsed, whan Sol. 12 s da-aneigizad; "0 Greuns ine pulked, wih Sal 13 aneegited Wink calors @ eechali ane hage Bom maiecive A
and C mrminats g W0 i ST -leeminal connection Giled lof the Aux Powsr Deiver Bd, which conbols T devics pulting by Sal 12
4. Ralay is raunied o Feliy B, (4a) g C-11908-1; k) C-17002-1. & Faslay s rounisd oo & Power Driver Bd, D-12247 in ke Backbon
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TEST/DIAGNOSTIC PROCEDURES (Continued)

"On" State Loglc - Speclal Solenoid

"On" State Loglc - Controlled Solenold

5V Saol. B 5V 5 ESol. B+
From /407 i +25Y 42 b 5 +25V
Fla From
1J18
Spl Saol, FIA
Trgger 1J18 ? ACAREING -
Low, with 4401 Special Cnirld
I'Jippu!. enahlad Lolenoid Solenoid
= = IIIDHII 122 "“N"

"Off" State - Speclal Solenold:

Tha Spactal Switch Trigger Inpul goes low, Mean-
whita, the PIA [ina remains high. The remaining sig-
nals revarse thelr states,

"0if" Siate - Conirolled Soclencid:

The Enable Inpul (rom the PIA) goes low, Mean-
whila, tha BLANKIMG signal remains high. The resl
ol the signals reversa their stales,

NOTE

Az directed by the game program, the Solenoid A'C Select Felay (solenoid 12) swiichas
the solenoid B+ powar batween two powar bussas fo permit actuating two groups of
solenolds al the proper times. In its de-snergized state, the Relay connects tha "cincuit &
power' to 16 “controlled® and “switched® solanoids (iontified i the table with no suffix
lattar or thae letter A, after the solenoid number). Individual solenoid operation than
depands on the gama program enabling the ground path for solenoid acluation via tha
driver transisior associaled with each solanoid circuit.  For example, the gama peogram
can acluate the Outhole Kicker solencid (sol, D1A), via the driver transistor Q33,

Whan the gama program determines that the Sclenoid A'C Select Ralay (sal. 12) must be
energized, the relay connects 'circult C power” to algh! group C solencids (01C through
DBC), Mow, driver transistor 033 can actuate the Shark Flashers circuit (sol. 01C), which
has two lamp circuits, one to tha Insert Board and one 1o the playliald. Using this
"multiplexing” techniqua, the same driver transistor can control actuation of two separate
(A sda and C side) solancid circudts.

part of part of Master Intercennect Bd
AuxPwr  TEOTER B-12313-573
Driver B4 I/(':“' AT

ggo [ Sol.
Bulb) @1C

D-11883
1J11=1

1
CFU Board I
I
I

H306

Shark
Bull | Flashers
(Backglass
& Playfield)

m
Sol.01A

Dri
ighint Outhoie Kicker

Sel. 12)

Flgure 4. Typical Solenoid A/C Select Relay Circult, showing the
function of Solenold 12, the Solencld A/C Select Relay.

POLICE POREE 31




TEST/DIAGNOSTIC PROCEDURES (Continued)

SWITCH TESTS.
1. Swiich Levals.

(From Solencid Test) To initiate the Switch Leveis Test, press ADVANCE. Observe that the
upper display shows the message, SWITCH LEVELS, and the lower display shows 08 (Swilch
Levels Test identifier). Mormally, the right portion of the lower display remains blank, indicating
that no switch is actuated.

If, howeaver, a switch is acluated (possibly stuck closed), the lower display shows that switch's
numier, whila the upper displays indicate the switch’s name. A sound also accompanies tha
displays. (This is another facet of the POLIGE FOREE System-118's switch lasting capability.)
If more than ong Switch is closad, a seres of displays show each actuated swilch's name and
number.

(In addition, either of these problams could result in the reporiing of a swilch problem (or
problems) at game Turn-On or al the beginning of Diagnostic Tests.)

As soon as the operator opens a closad switch, its nama and number are eliminaled from the
Switch Levels display serdes. For POLME FORGE, switch numbers can range from 01 through
64. Rafer o the Switch-Matrix Table for switch numbers and wiring information. CPLU Board
connections at jacks 1J8 (columns) and 1J10 {rows) are also Ested in the table.

FOLICH FOMOCE Switch-Matrix Tabla
LIMN 1 45 P | CICT I B D47 T e COET
GAN-DAN GAN-RED GRN-OAN RN YEL GRN-BLK GEN-BLL GAN-VI QRN-OAY
maw 141 1B 1481 1 145 BT ikl 18-
WHT- | Piumb Bob L 3-Banw Wi 3-Bank SkitSwilch Fright Flinmar
R Til P SmdupTygl D Tasgal [Spinnar) Oudana m
110:8 1 L ] I T 1 a1 57
WHT- | ¢ Side Pawer L J-Bank Wd 3-Bank | Enjer Right Lall Fli
T RED | uc ety Outhslo SndupTgl | On Targed nmm Ouane Lﬁf'
e L 2 0] i) am] (mid 36 3 42 50 -]
WHT- L 1-Bari Wed 3-Bank
3 oAn | Swdl o dgantreugh | oot | orTwge TF;,"?_-I,:;F ekt
10107 3] "R 4y 1w ey @7 as qa) e gy 53
WHT= A 3-Bask Lalt Jal
4 YEL H%Jh"?‘w Bal Trowgh | 1y Targat Divirtiee ool B
1198 e R | wen e 26 5 aq) LG go
WHT- | Canbar Goin F 3-Bank R Ramp Entar Md Fiight it
Is GRH Chube O Targst I Car Ramp Bumper
14108 5 13 il 3 2% a7 a5 53 E1
WHT- | [ aft Coin Ball Shogser | F3-Bamk B Ramp M Farmg Lowr Jerf
| BLu D Targat G
1183 Chute [ 1] e ] 50 I Wik 5% Soam 4 54 Bumpar
;[ [rane | e o o e
1182 pi Eed 4 o] 2 R 47 55
& 'j_’!'l‘f High Scaa Top Lalt st Dievwy N Bm:"ﬂ:r
| 10981 bl w| E o a2 40 W 56 B4

BL = Bolwom Lalt  BR = Boakom Righl

Row Problems. Il a display of two (or more) swilch numbers gf 2 row occurs, although only
one switch is closed, check for a short circuit between the column wires.

Multiple Switch Number Indications. Check the associated column wire for a short Gircuit
1o ground.

Column Problems. |f display of two (or more) switch numbers jn 8 column occurs (while only
one switch is actuated), check for a short circuil betweean the row wines.

Usa AUTO-UP to proceed to the next test,
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TEST/DIAGNOSTIC PROCEDURES (Continued)

SWITCH TESTS (Continued).

. 2. Switch Edges.

From the Switch Levels Test, press ADVANCE. Observe that the upper display shows the
message, SWITCH EDGES; the lower display shows 07 (Swilch Edges Tesl identifier). Thia right
portion of the lower display is blank, indicating thal no switch is actuated.

This test permils the operator to tes! whether actuating a switch provides the proper signal to the
System-11B8 swilch testing program. When actuating a switch, the operalor should see the
switch's name and number in the displays. It no indication appears at the lime the switch is
actuated, the operator then knows that there is a malfunction associated with that switch.

Using this technique, the operator can test each switch appearing in the POLIGE POADE
switch problem reporting displays (either at game Turn-On or al the beginning of the Diagnostic
Tests) to determine whether the swilch can be actualed. If the swilch’s name and number are
displayed while the operalor checks its operation, the operator then knows that the reporied
problem with that switch is NOT currently caused by a swiich malfuncion. The operator can
then seek other causes for the reported problem, being almost certain now that the switch did
not fail. This test is also useful when the operator is adjusting the sensitivity of a parficular
switch’s actuation mechanism.

Among the possibilities is the fact that the players have not actuated that switch because of
some other problem; the operator should try to analyze what could cause the swilch to be
mizsed during game play, and remedy thal problem cause. With these new lests, swilch
problems are, therefora, more easily isolated.

3. Playfield or CPU Board? To determine whether a switch problem is in the playlield or the GPU
. Board, remove connectors 1P8 and 1P10 from the CPU Board. Begin the Switch Test. Use a
jumper wire 1o simulate switch actuation. For example, placing a jumper between 1J10-9 and
1J8-2 should (based on the Switch-Matrix Table)} should produce an indicaion ol switch 09
being acluated.

C-SIDE TEST
From the Swilch Test, press ADVANCE, Observe that the upper display shows a message, C-SIDE
TEST, and that the lower display shows 08 (C-Side Test identilier). This test confirms that Solencid
A/C Select Relay (Sol. 12) does alternate between the “A” and "C" sides of the circuitry.

The upper display then changes lo show the ‘side’ of the circuit being tested, alternating the refay
between "SELECTED A-SIDE" and "SELECTED C-SIDE", whila the lower display shows the state
of tha C-Side Switch. While the "SELECTED C-SIDE" test is occurring, when the C-Side Switch
closes, the lower display shows "C-SIDE". When the "SELECTED A-SIDE" message appears, the
word *Err" appears in the lower display 1o indicale that there is no electrical connnection from the C-
side fo the A-side. The message Err" also appears whenever the C-Side Swilch is not oparating
propery. Causes of improper oparation can be blown fuses (F8 or F2C} or a faulty relay on the Aux
Power Driver Board: failure of the 12 or 24 volt power circuits; a switch matrix failure; or faulty
connections between the circult boards in the game's backbox (CPU Board, Aux Power Driver
Board, Backbox Interconnect Beard). To hal the AC Relay's operalion, press MANUAL-DUWN
and press ADVANCE o activate the A/C Relay manually.

CAR TEST
From tha Switch Test, in AUTO-UP, press ADVANCE. Observe that the upper display shows the
message, CAR TEST, and that the lower display shows 08 (Car Test identifier). This test confirms
. thal the Police Car's lamps operate and that the program has proper control of the car's operation.
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TEST/DIAGNOSTIC PROCEDURES (Continued)
CAR TEST (Continued)

Indtially, the car lamps ight to indicate thai the Car Tesl is operating. i a lamp problem is evident .
(lamp(s) off, or any blinking during operation of the test), examine the lamp cable for problems
(faulty lamps, broken wiras, etc.), and repair.

In AUTO-UP, the entire Car Up-Down Tesl automatically repeats. In MANUAL-DOWN, press
ADVANCE to operate the car. A lower display showing “U” indicates that the ‘Car Up' switch (#31) is
acluated; a "D" display appears, upon actuation of the 'Car Down' switch (#32). A lower display
of*Er” occurs when the car does NOT reach its destination on its FIRSTtry. When the car NEVER
reaches ils destination, the message "CAR 7 PRESS START™ appears to notify the oparator that
the Game Start bution must be pressed to confinue the Car Tesl. "

ENDING THE DIAGHOSTIC TESTS.
To end the Diagnostic Tests, reach the Car Test (09 in the Player 3 display), use AUTO-UP and
press ADVANCE. The backbox displays should show the POLIBE POFRCE game's Identification
Iniormation {the Id 00 screen). Use MANUAL-DOWN, and press ADVANCE o reach Adpustmant
ltem 70 {INSTALL FACTORY). Use AUTO-UP, and press ADVANCE to go to the Aftract Mode.

AUTO BURN-IN MODE.
The Aule Burn-in Mode permits the operator to check intermittent (or nonrecurring) problems
associated with most portions of the game's circuitry, Repeatedly cycling through a group of tasis
can somelimes bring a problem, which occurs only randomly or occasionally, to exhibit itself more
trequently, thereby aiding in the isclation of the problem. To activate the Ayto Burn-in Mads:

1. While in the Game Adjustments, reach Ad 67 and change the Factory Setling of NO to YES, via
the Credit button. Sel the AUTO-UP/MANUAL-DOWN switch te AUTO-UP, .

2. Prass ADVANCE fo start the Auto Bum-in Mode. This mode repeatedly sequences through the
Music Test, the Display Test, the Sound Test, the All Lamps portion of the Lamp Test, and the
Sokenoid Test,

3. To halt the Auto Burn-in Modda, swilch the game Off and then On. BOLIGE FORGE now stans in

the Attract Mode, (I a switch problem is now repored by the displays, perform the Swilch Tesls
again lo determine the nature of the problem; then, perform necessary repairs.)

SYSTEM-11B MEMORY CHIP TEST.
A new fealure is now included in the Memory Chip Test for System 11B. During power-up, the CPU
perorms a self-lesting routine.  When all tests are satistactory, the game proceeds to the Altract
Mode, allowing players to use the game. Whenever a portion of the testing does not produce
satisfactory results, the game displays a message, before proceeding lo the next portion of the
testing. ONLY afier all tests are satistaclory does the game allow play to begin,

In addition to the displayed message, when any pan of the sali-test routine fails, LED2
(‘DIAGNCSTICY), mounted on the CPU Board, can be observed to determine the probable cause of
the problem. This LED blinks, or tlashes, a cerain number of times to identify the probable cause, .
as described in the CPU LED Indicator Codes Table. The operalor can also star the self-test

routine by pressing the CPU Diagnostic Switch (SW 2) on the edge of the CPU Board.
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CPU LED Indlcator Codes Table

Diagnosile LELD
Blinks/
Filashes| Pi5play Moessage Explanation

1 25 RAM FAILURE 2% AAM could not ba used propaery [NO othor tests are parlormoed;
tha garme s loched here, unlil the game s urmed off),

. MEKM. PROT. FAILLAE | This message moans that (A} the Soin Door may be shut: {8) tho Mam-
ary Frotect Switch may ba stuck in the ON poaition; (G) Tha mdamory
protect logic s protacling the mermary; or (D) a U225 BAM failure is
ocourring. {Seoo Mote 1)

3 Us1 Fla FAILURE US1 hias & maflunction. (Ses Mote 2)

4 L3 PLA FAILURE U338 hes o madunction. [(Saa Mota 2)

5 U41 PlA FAILURE U411 has a maluncion, (See Mota 2)

o L4 PIA FAILURE UaZ has a mafunction. [(See Mole 2)

7 US4 PlA FAILURE US4 has & mallundion, [(Ses Nota 2)

B U1o PLA FAILURE LMD has n mafunction. (See Mowa 2)

o RO FAILURE 1R hiai & maluncion. B may bae miasing of 100 fast or 100 slow,

10 uzy AOM FAILURE Uz s inemal chaeoksums do not matche & may 0o o RO Eallure, or its
assrcialad conneclions and connect ingdevices nre causing i to ap-
paar 1o have a problam. [The fallowing U206 tosl @ ekippesd, |

11 Li26 AOM FAILLIRE LiZ26's imemal checksume do not malch.

Motes: 1. This test assumes that the Coin Door is OFEN, it is inidaed ONLY by pressing the CPU
Diagnostc Swich (5W2).
2, Altematively, ilz associated connections or conmecting devices are causing the IC to ap-
pear to have problems.

SYSTEM-11B SOUND CIRCUITRY TESTS.

Tesis of the System-118B Sound circuitry, including the Audio Board, are possible only after
successiul complation of the System-118 Memory Chip Test.

1. Audio Board Test. A brief check of the Audio Board (D-11581) circuitry occurs at game Tum-
on; the game raports the test results by brief sounds, as follows: No sound = Audio Board is
not operating, or a failure is allecting the sound circullry (broken cable; dead amplifier; ete); 1
sound = system OK; 2 sounds = RAM problem; 3 sounds = U4 problem; 4 sounds = U189
problem,

2, General System-11B Sound Test. Press the Sound Diagnostic Switch (SW 1) on left
edga of the CPU Board. Listen for the two test sounds, showlng that both the CVSD (Continu-
ocusly Variable Slope Delta) Modulator, which provides the voices loer POLICE FORCE, and
the DAC {Digital-to-Analog Converter) sound circuils are lunciioning properly.

H no sound is heard, refer to the text entitled "NO SOUND _.° If gng "ring" iz heard, this
indicates a malunction of the U23 ARAM Chip. If either lwg or [our "rings” is heard, this indicales a
problem associated with the U21 ROM Chip. If either three or five "rings” is heard, this indicates
a problem with tha L22 ROM Chip.

NO SOUND DURING THIS TEST (but sound can be heard during the Diagnostic Tests).
Check the sound-select inputs (pins 2 through 9 of U9) to see if they pulse during Sound Tes!
(1. Algo, check the -12 V supply voltage on the CPU Board. M this vollage is low [or AC ripple
seems too high). perform the following checks:

1. The gray and gray-green transformer secondary wires for 19.4 VAC,

2. The CPU Board fiter capacitor C26 for -12 VDC.,
3. The filter capacitor C26 lor excessive AC ripple (over 0.75VAC).
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TEST/DIAGNOSTIC PROCEDURES (Continued)
SYSTEM-11B SOUND CIRCUITRY TESTS (Confinued)

If the previous checks did net isolate the problem, tumn the Volume Control for maximum output.
Momentarily touch a powered-up AC soldering pencil on the center fap of the Volume Contral.

CAUTHIM
D0 NOT usa a soldaring ron over 40 watts. Mote also that cordless soldaring
ironis will MOT worlk for this 1ast.

Hearing a low hum or a ‘click’ indicates that the power amplifier (U1, TDA2002), the Volume Con-
trol, and the speaker are operating satisfactorlly, as is the sound circuit cabling. Mol hearing a
sound requires repaating the 1est with the Volume Control turned part way down, to determine
whether the Volume Control is faulty. Also, check the cable connectors for proper mating, and
that no broken wires affect this circuit |

PROBLEM AMNALYSIS MESSAGES.
The SYSTEM 11B game program has a great capability to aid the operator and service
personnel: Al Game Tum-on (and also at the beginning of the ITest/Diagnostic Procedures)
after the game has been operating for an extendad period, the playar score displays now may
signal with a massaga. "Press ADVANCE lor Report®, that the game program has delected a
possible problem with the game,

To obtain details of the problem, open the coin door and press the AUTO-UP/MANUAL-DOWN
switch to MANUAL-DOWN. Press the ADVANCE button to begin displaying the message(s).
The following messages apply 1o your POLIEE PORSE game.

Adjust Switch ##. This message indicates that at least one switch was sluck "On" at game
turn-on or has NOT been acluated during ball play (for 90 balis or =30 games) by displaying the
message "Adjust Swilch ##°, listing each problem switch by number. (The gams program
compensates the game play requirements aflected by each disabled switch to allow ‘nearly
normal’ play. This helps keep POLIGE FDRAGE eaming good profis!)

To verily the problem, refer 1o the Test Diagnostic Procedures lext describing Switch Tesling,
and check each reported switch using applicable Swifch Levels and Swilch Edges tests. Always
check swilch operation using a ball to simulate game conditions. (Switch problems may often be
rasolved by adjusting the wire switch actuators, fixing electric switch problems, securing loose
connectors, etc. Meachanisms using 'oplo switches' (drop targets, etc.) need to be checked for
proper power connections {12V de and ground).

Pinball Missing. PDLIGE FOREE nomally uses two balls; however, i will operate with only

one ball. This message announces that one Is missing or stuck somewhere. When the ball is
located, relurn it to the game via the Outhole. Other possibilities for this problem could be
malunctions of the Ball Trough switches (#11 and 12}, the Ball Shooter switch (#14), or the
‘Ramp to Wire' lock swilch (£38).

Car Up Error / Car Down Error. This message indcates thal the car pesition is improper.
Perform the Car Taest portion of the Test/Diagnostic Procedures to check several cycles of
operation, which should be eror-free. Problem causes can include switch operation [("Car Up®,
#31: or "Car Down™, £32): slipping car belt, which requires cleaning or adjusiment; intermittent or
incansistent “Car Up/Down™ relay (Solenoid 16), etc.

Diverter In Err. / Diverter Out Err. This message means that the diverter is not
positioning itseff properly. Perorm the Cofl Test to verify that the diverter is functional; repar, if
necessary. If the divener is functional, go to the Switch Edges Test to check the "Diverter In’
swilch (#36). Animproperly attached spring can also resull ina diverer error message, as can
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TEST/DIAGNOSTIC PROCEDURES (Continued)
PROBLEM ANALYSIS MESSAGES (Continued)

imerderence by wires in the machanism. Cheack complete diverter operation: (1) A1 game turm-
on, the diverar oparales o the “In" position. (2) Start @ game, and slowly operate the Right
Ramp's ‘Ramgp fo Car switch (#37) twice (simulating Muli-Bali™ Start) to operate the diverter 1o its
“Out" position,

Music Error. This message means that no signals ara comeng from the Audio Board. Check
Audio Board for presence of POLICE FORTE ROMs. Also, Check that the cable connecting
the Audio and CPLU Boards is firmly seated. Tum game Off, then On, 1o be sure only 1 ‘Bing’
sounds. More than one "Bing’ or no 'Bing' indicates an Audio Board problem. Refer fo the text
abaoul the System-11B Sound Circuitry tests for more information.

MAINTENANCE INFORMATION

Figura 5 ghows the two main lubrication peints of the Shooter Lane Feeder. The shaded arrows show
fhe directions in which the Shooter Lane Feeder and other parts of fis related assemblies can be
adjusted for proper operation. Nole that the mechanisms of the Top Left, Top Right, and Bottom Right
Eject Hole Arm Assemblies are quite similar to the Shooter Lane Feeder; they have the same
lubrication requirements and adjustment capabilities as the Shooter Lane Feeder.

- 8EE TOR
& - YIEW

LUBE
PCINTS

l

Figure 5. Adjustments and Lubrication Polints, Shooter Lane Feeder.

TOP VIEW

Because of the functional design (arm-actuated via solenoid plunger operation), the pivet paints of tha
Lelt and Right Kickers ("Slingshols®) all require lubricalion as a reguiar servicing procedure,
Mechanical adjustments are simple and somewhat similar to the Shooter Lane Feeder. These
mechanisms should also be checked for proper fit (snugly tight) where they altach to the playfieid.
Lubrication to ensure proper operation also apples to the target blades of the twa 3-Bank Drop
Targets. Regular maintenance Is esseniial 1o a game's continuing contribution 1o the operalors
eamings.
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Fuse Locations Diagram & Listing

D-12247-566
Aux Pwr
Drvr Bd

—

D-12313-573 Backbox

Interconnect Bd

lteam Part Numbar

.1

LA B3 R PR R R o

av31-12326-00
5731-12327-00
5731-09432-00
5731-09128-00
5731-08651-00
5731-08665-00
5731-06314-00
5731-09432-00
5730-02071-00
5731-08651-00
5730-09252-00

Fuse Listing

Descriptlon
Fuse, 3/8A,, 5-8, 250V

Fusa, 1/8A,, 5-B, 250V
Fusze, 7A 5-B, 250v
Fusa, 2-1/2A., 5-B, 250v
Fuse, 5A., 5-8, 250v
Fuse, 2A,, 5-8, 250v
Fuse, 4A,, 5-B, 250v
Fusa, TA., 5-B, 250v
Fuse, BA., 5-B, 32v
Fuse, 5A., 5-B, 250v

Circult/Location
F1; D-12248 Power Supply Board

Fa, F3; D-12246 Power Supply Board

F4, F5; D-12245 Power Supply Board

F1, F2A, F3, F4; D-12247 Aux Pwr Driver Board
F2C: D-12247 Aux Pwr Driver Board

F5, FB; D-12247 Aux Pwr Driver Board

F7: D-12247 Aux Pwr Driver Board

F&: D-12247T Aux Pwr Driver Board

+18 Vdec Lamp Ck Lwr Rt Backbox fuseholder (1)
F1 - F4; Gen. lluminaion®'box Interconnedst Board

Fuse, BA. Slow-Blow (S-8), 125v Input ("high voltage”) Power Line/Cabinet Box®

* One 4A., S-B, 250v fuse (5731-06314-00) is provided for an overseas (220v) game installation. .

POLICE FORGE 38




Section 2
& Gialin®@
Parts
Informaiiomn

» Parts Lists & Diagrams

Locations:
Game Circuit Boards and Major Mechanisms

Power Supply Board (D-12246)

Aux Power Driver Board (D-12247-566)
Backbox Interconnect Board (D-12313-573)
Audio Board (D-111581-573)

System 11-B CPU Board (D-11883-573)
Master Display Board (D-12232-2)
7-Segment Display & Lamp Boards

All Major Mechanism Assemblies of PGLICE PFPORCE

Solenoids/Flashers & Rubber Parts
Switches

Lamps
. Playfield Parts
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|I| Bumpars
Top L
TopR
Eieg Ejati':.t
.-:: ::.':-::: lel &j'
Sol, Im
—J/ Car Motor Drive

Assambly

Top Light - Laft

peaker
Top Light - Right

@

|

D- 12313 E?E

[ Imterconnect 1

Backbox

C-8384-1 4

'.___'_““'r"ﬂ‘
==

T-seg Display
[auter sida)

Under side of Playfield,
Viewed in Raised FPositom

LOCATIONS
Circuit Boards
] Lamp Boards
] Major Mechanisms

i
Riy Bd
Sal, 11

[ ]
II D-12232-2

Insert Board, Inner Side View

Locatlons Dlagram - Game Circult Boards and Major Mechanisms

G-11826-L-1 Lowar Lett Flipper

C-11626-R-1 Lower Rlight Flippar

C-0530 Ball Shoctar Lana Faedar
B-9382-R-1  Coil & Brackel Assembly

c-12112 Larmp Board ("6-C17)

B-12665 Lalt & Right Kickar Arm Assambly
B-11203-A-1  Coil & Brackel Assembsly

C-12713 Lamp Board ["6-C2°)

B-9361-R-8 Lwr Right Eject Hode Arm Assy
B-3362-A-1  Coil & Bracksl Assambly

B-12224 Lamp Board (*17)

C-12703 Lamp Board ("3-L7)

1122039 Middla & Right 3-Bank Drop Targets
C-12550 3-Bank Opio Board

C-11998-1 Relay Board (Car Motar)

C-12711 Lamp Board ("8-L")

12710 Lamp Boasd ("3-R%}

B-0414-1 Jet Bumpar {Lwr, R, L)
B-9415-1 Burmpar Coll & Brackel Assy

POLIGE

B-0361-R-1 Top Aight Eject Hole Arm Assy
B-9362-A-1 Coil & Bracket Assambly

B-9381-R-8 TL Eject Hala Arm Assambly
B-6362-H-1 Cail & Bracket Assambly

B-12B08 Car Molor Assambly

C-12000 Lamp Board {3-G")

C-11998-1 Falay Board (5ol 10 Gan. llum)

C-12T17 Top Light Lamp Board {Loh & Right)

B8-10686-1 Knocker Assambly

D-11581-573 Audio Board

D-12246 Power Board

D-11883-573 Systomn 118 CGPU Board

D-12247-566 Aux Powar Dyiver Board

D-12313-573 Backbox Infarconnact Board

C-83641 7-Sagment Display Board

C-11998-1 Relay Board (Sol. 11 Gan, Hum)

D-12232-2 Master Display Board
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57E5-1207-00
STE-12060-07
57 3-0raq02-00
STH1-12026-00
57 a0-12027-00
STe1-10862-15
57e 10862-06
a7re1-10862-03
51 00-08650-00
S164-12154-00
579412315500
S194-05055-00
5164-08056-00
S162-0e425-00
R0 -De652-00
4006-01003-06
4006-01003-08
20-ME9

£406-011197-00
S0 0-0B 5300
47030000700
5F08-12330-00
ST05-05199-00
507 0-09054-00
E075-0e058-00
507 E-DE0H0-00

i h o
LR = Doy~ e b L RS =2

HUEBREESELIAGE

E

|ransisiars.

Part Humber  Chi Deslgnatar

Fi-F5
Fi, F5
Fi

Fz. Fa
1

42

43
BR1
o

feaes

S

o1, [3-DE
IR, TAS
ZF2, R4

POWER SUPPLY

D-12246
Description Eem Part Humbar
Powar Supply PCE 27 S4a0-09424-00
Fitsa Haldar 28 S010-09068-00
Fuga, T4, 5.8, 280w 28 B0-1063-00
Fusa, MAA,, 5B, 250 a0 5010-D9536-00
Fusa 178 A, 250v 3t A3-09426-00
Connector, 18-pin Hdr, g Pin 156 3z SM30o82T-00
Connector, G-pn Hdr, Sg Pin 166 33 S0M0-Crat49-00
Connoctor, 9. Hie, 5 Pin 156 24 S0Y0-090ES-00
Bridge RecFiar, 384, 200V 35 500-0R425-00
Tranmsior, MUJE1 5], MPH S5 50A0-08508-00
Transshor, MUE15031, PMNP ar  Eo2-08429-00
Transistar, MPSDE52, PNP a8 EO480-12%04.00
Transsior, MPSDO2, KN 38 S043-08073-00
Transistar, 2NGHET, HPN 40 5040008 D0
Theemad Fad T0-3 41 S040-09422-00
Mach, Scrow, 6-32 x 38 42 G00-0eE20-D0
Mach. Scrow, 8-32 % 12 Ea40-0aasd oo
Theamal Campeind 431 50400941500
Mok, B-32 .
Riasisior, (1 44 S040-00d23-00
Leshwashor, 85 Exi.
Haaisink 4° 45 O43-084485-00
FHealsink G0308 46  BO43.05055.00
Do, TNAD0 47 BE24.05248-00
Zareer, THSA00, 3.0, 129 48 03-To47

Zorar, 1RATEL, 100y, 1w

1. Hieanl wink compaund must bo applied bebwesn (ranaistor and bont sink. )
2 Dhsorve indea mark &n nlegralod cieouil, polarity ol capaciens and diodes, and position o

A Tha viaw of ©F ard iz relaled hest sink s hardwars is from (ke Bsllem el tha haatsink, o

clarily insfalalion
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Ckt Designmer

KA
A3, RS
Az AS
Al R4
A7

A

A=
R10
R11
Rtz
Ri3
C1, .3
C2, C4
c?

ce

co

Gin
ciz
G4

G15
TP1-TF4

Dascription

IC, Volt. g, MGT 72305
Fesistor, 330#. 5%, 12w, C.F
Rasistor, 1,26, 5%, 12«
Resisior, J8E 5% 1w
Hesistor, 2 15K, 1%, 104w, G F.
Resbsior, 4 59K, 1%, 154w, 5. F.
Foestigion, 2 7H, 29% 14w, C. F.
Fession, 1.5K, 5% 14w, G F.
Resisior, 1.5K, 2%, 14w, C. F
Rosistor, 2000, 2%, 104w, & F
Resisiar, 01241, 5% 5w
Capacitor, 150 mid, 160w, radial
oF, 0.1 mid, B00w, disc
Capaciter, 100 mid, 25, rmdial
Capaciior, 47 mid, 50v, radia
Capacitar, 1000 mid, ek,
25v, axial or mdial
Capackor, 16 000 méd, sloctr,
20wy, il
Capacitor, 330 mid. elecy,
10, radial
Capacitor, &1 mid, 50v, dise
Cagachor, 470 pld
Tareminal, #1502-1 (Test Post)
Tia Wrap, B Lang
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AUX POWER DRIVER UNIT BOARD

Part Humber

5763-12184-00
5040-09537-00
5040-12181-00
£043-09072-00
S010-09180-00
B012-12538-00
E010-09534-00
S017-12180-00
£100-098%0-00
B070-08785-00
S070-09045-00
§191-12178-00
ES5A0-09555-01
6733-12060-01
5731-08665-00
S731-09128-00
§731-09651-00
E731-06314-00
B731-00432-00
S791-10882-049
5791-10862-07
5791-10862-12
5701-10882-04
16-8850-215

D-12247-566
Ckt Designator Description
Bare P.C. Board
C1,C3 Capaciior, 100 ufd., 100v, Radial
5, Ch Capacior, 10 pid., 100v, Radial
C2.C4 Capacies, 0.1 pid., 500v
F1- A3 Raaistor, 22000, 104w G.F., 5%
3 Rasistor, 3.3, &w, 10%
W1, W3, W, WE Rasistor, 001, 154w
VR1, VR2 Varistor, 100w
BR1, BR2 Eridge Rectilker, 354, 200v
D1 -D23 Diods, 1N4403
D3t - Dde Dioda, MRS01
o1 - 08 Transistar, TIP3SC
K1 Ralay, DFOT, 134
Fusa Holdes
FE&, F& Fusa, 28, 5.8, 250
F1, F2A, F3, F4 Fusa, 2-1/2A, 5-B, 250v
F2C Fuza, 5A, 5-B, 250v
F7 Fusa, 44, 5-B, 250v
Fa Fuse, TA, 5-B, 250y
J1, 02, J4 - JE, J8 Connecior, 9-pin Hdr, Sg Pin
J3, J7, 48 Connector, T-pin Hdr, Sg Pin
J11, J12 Connectar, 12-pin Hdr, Sgq Pin
Jio Connacior, 4-pin Hdr, Sg Fin

PGB Labsl
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Part Mumbar Cki Deslgnedor

TES-12130-00

3T1-11087-00 ]

&) ST00-09005-00
S370-11086-00 U3

&} 5700-0a004-00
5400 10220-00 us

a) STO0-LERRS-00
A-5343.573-5 L4
A-5343.573-5 Ui

) ETO0-10476-00

531001 E2-00 LF1
S430- 1032200 g
53400901 39-D0 us

5201 -D4T-00 Ui
E281- 10043-00 Uiz
Gaa1-0aeas-00 21
5470-09321-00 L3, U, L7
BoEn- 052 15-00 Lz

a1 -[o24E-00 U4
S207-CeT4E-00 uts
SA70-061 56-00 L2z, Uz

. 4 SPE-05155.00

b 4DM-01003-06

t} 4406-01117-00

) AT0I-00007-00

i S160- 1025500 o

S060-10398-00 5™
5010-09781-00 R4, R4g
S010-091 61 -00 R, Ras
S010-0a3E1-00 R43, A48, Ra7
S010-0a38a-00 R41, R4z
HOTES:

. 17 copactors [sheamn on disgram with ‘B symbol) provida +SVDE Biarng ke 05,
All capacdiarg e carmic, 50y, axial, unless olherwise notpd,
All reaketors ane 5%, Tiw, Carbon Film, urdess ofh rates noled.

AUDIO BOARD ASSEMBLY
D-11581-573

Deucription Fart Mumber Chi Deslgnatar
Bare P. C. Board S010-08B28.00 F2 A3, A1z
I, DA Cony, YMa01E 5010-08063-00  AT-AS
Sacked, IC, 16pin (U1) 5010-02991-00 A1, R4 A5, A1,
W2, Bound Prooesser, YRI2151 R25 - A28, A:x3,
Saoche, |G, 24-pin (U3 Ra3s, BT, R4e, ASO
Bocket, 1, £0-pin [L§) S010-0832400  AB, AlB
I, Audio ROM 1 S0-05162-00 2Ban
I, Audia ROM 2 S010-10858-00  R4D
Socked, K2, 28-pim (L4, 184 B0 TR0 RID
IS, DA Convir, MGCTd08 EO10-09554-00  Wa
IC, PLA, MCEAE21 SO40-00343-00  C1,C3,C4, CR
IC, AAMYS 5516-2 2Kxe SO40-108T4-00 G2, C18, C24
IG5, Dual O Flipliop, T4L574 S40-097TE-DO0 ©2E, Cab
IS, T4LE175 401200600  CEa, CaZ
1 Triplo WAND, T4L510 5041-00243-00 G285, G328
1G. Op Amp, MC1455 5042-08980-00 CE BT}
1C, Mo iree, T4LS04 S043-D0s-00  ©31, IO
IC, 24 Do, T4LS130 20430806500 13 -G8
I, Dual Mux, 74L5128 50830945200 C2, Cag
IS, Audis Amp, TOAZO02 BOM3.CaB44-00 &
Haalsink, #E0308 SO3-0R04E-00  ©16, C16, C20.
Mach, Scopn, 532 x 39 C23, c27
Mg, 632 FHex. SE0-00020.00 X1
Lockanghar, 36 Ex Sot-0e 00 CRY
Teanaiston, 2MNIB04, NPH 5551-0662200 Li-Lla
SIP4TH & 470pld, BREC EP-0a437-00 J4
Fesalar, 1001, 12w, 5% 57911086204  J1, 43 J5
Fassior, 2.80), 148w, 5% 711086206  J3
Resisior, 200, 12w, 5% 18050250
Resistor, 1k, 14w, 5% 208209

POLICE FORGE &3

Deseriation

Resislon, 2.2H, 14w, 5%
Riesislor, 33K, 14w, 5%
Resisler, 4. 7H, 1/4w, 5%

Plesistor, 108, 144w, 5%
Fasistor, 27K, 14w, 5%

Peasistar, 100K, 14w, 5%
Rosistor, 1M, 154w, 5%

Fassion, 3.9M, 154w, 5%
Riecsdsien, Ok, 104w, E%
Capacitar, 10, 20v, +30%
Gapacior, 100uId, 35y
Capacior, £70wld, 16v; «50, -10%
Capacitor, 1000uld, 18y, 20%
Capactor, 10pkd, 10v.210%
Capadier, 001, Bdv +80, -20%
Capadilor, 0.1pd, 50w, 220%
Capacilor, 470 pld, 50w, 220%
Capacitor, 100 pld, Biw, £10%
Capachar, 47 pld, 53v, +2094
Gapacior, 1000 pid, 500, 2208%

Cryaial, 3.53 MHz
Owoillator, & biHz

Induclor, 4.7 pH, 14
Cannsctar, 20 pin, (Hdr), B, G
Ciannacter_ & pin (Hdn
Cennecior, & pin [Hdy)

PCE LD Lobed

Themal Compound




Tgim Pard Mum basr

- L TS0
SRPO-08G0 100
ooy -3
B2 -DEMEE-D0
S00EETI00

o

& E340-10138.00
T EEM-R00-00
B G2EY00246-00
3 EGPL-FEOGS0
il Sigd-10858-00
1 S -0eAT-00
12 S35 -0
11 S50 500
14 529 1-0ER-00
ve ERE CERETD0
[E = B LY
T EREQ-Ca0HR
ah SR CMORe0
TH  EEEE-100N-00
M SRR
Pl T-pEERa0

a6 SET-0E019-40
e e R R ]
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M S -0ETe00
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E
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SO0REE D0
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EE
C
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Qr, 0P8, Dan-0ay

208, Qheaey Q1

s, Coe-0oh, Ol
O3, 44, 0T, D68,

0fe, O, 07, CTE, 078

o, Odo
0are, Q50
51-58
Daona
oz

i

I

CR3

P, FeaT, RO,
A3, 7106, A0S
58

W1, T WA, WL W,

SYSTEM 11B CPU BOARD
D-11883-573

Peacriptizn

Hars . L floass

K, CVED Mod., GG

K7 Dhial O Sing, 1453

KC, i) Bl Mowi, MLESRS
G, PLA, MCBERDERZY

I, 29 00 B ICMILS St Pl

B A G Cheecngtai, 74954

IC. 24 Daonder. TALS130
Clioda, ane, 6.2, 05w
Traramior, WO, BHASS0, TO-02

I, Trigi 3-Inpiat NAND, TS 10
IC. Heim It TADA
I, Ohwadl 2-nga NAND, 7dL500

IC, 3-8 Decoder, MLS 1340
¥, 2% 1 B Snashe AAM, 3096

Tisa
Timnuiat, PNF, TP T0:020

Trasaked, HPH, TIR122 TO-220
Transioe, NN, R0, TO-RE

Tiewieh Biie, MPH, 2h004, T0-02
Traneiion PRP, 4400, TO-02
BCR, M0y, CUEA, P00

Dlode, 12011

Do, 1844943, 180md

Criodm, 1RE5ETT, 1,08

Dioda, Zener. 1455004, v, 0.5

Daxfa, Tatat, 1WG90, 10w, 5w
FAedglor, SE0CE 5%, 14w, C.F.

Rsainice, 1000, 5%, 1w, T F
Feiigine, DML, 5%, L, G F,

WWEL W1, W WTE. W T, IR

A2 A=, A, A&

RES, P, A, Aide
AsE, AST, AR, A6,

A, A3s-A145

AT
AT, A, WS, APG, kB0

Aih-A1a, R, A6,
A0, RS, AR5, R0
RES
i
R23, A, FA1, PRl

Fatians, 4.7HQ, 856 14w G F.
Fai ki, 1.0H0 5%, 1w O F,

Fladiitgi, S50 6%, 1w, ©,F,
Rasigion, 3K, 5%, 14w, CF.
Fladisnor, 100 6%, 10w, O, F.

Astimor, BB B, Lidw, C.F,
Asaiwor, SEHIL E%, 1w, C.F.
Aesisior, 2 THIL 8%, 1w, G.F.

Tiad, R, Rv0E, A1CE. R, e, AT,
RINA, B2, AL, A127. R190, A13

Ft13, A1LE AT19,

Rudiior, L 5%, T, Wire-Wrd.

AitE2, 25 Fi2E, A1, R

Fe3E-RE1, R@S, RGE

Fnan, Ridsk, A0T, A1 40
(1]

Rz

AR

L BROL % 1w, B F.
Aetsior. Z70. 5% dm, G F.

Masaimind, SEHEL 084, tdw O F

1. For Schematic, relar io dawing #1E-B019,

7 Pams 56 snd 58 |rmsslos) Mmust b mourbed UE akdvs PCH surlace.

ms pEespeEd sdagsgdzd pas peeds §

Par ML

B00- 1000300
SHA0-10471-08
£0°10- 101 F0-08
D01 60-20
010063k 16-00

S0-Dg 7900
Mol Used
SOI0- 1063100

il Lmedd

Mol Used

a0t O-EEYRAc-00
S0 D003 00
BAO-0R324-00
S0900ama8-00
B0 008 X50-00)
S019-D)TE300
-0 00

011 - DEn0a 00
5 e 0T B D
5115104 T2000
50 1 DIDEES 00
SONE-CETRG-08
501100078800
501808 THE-00
S0 103600

500087700

é

FP O SO-DEEG00

100 Mot Lisad
1T S0 300 62 00
1EQ bt Liamed
) - G B: 1 08aE-00

[}
£ B4 10RI3E2-00)

113 - 135 WotLised
156 20-5229

197 (SEED-0E35 -0
IR STR-poiEd -0

198 S - v DBES 04
120 5T - DEER- 12
1FL Hot Lhsd

122 5191 - 1ES0-00
7 ST S04 AT00

3 Srandard Jumpen W1, W2, WAL WS, WTLIWE W1 WL WIE WIT, WD

POLIEE PORGE 44

ki Dawlgraior

T, FED

AEy

R

Tisgy, AEY, WAL Wi
Fex, Ao, -,
RkERIT

=]

A1, A s, AT,

A0, RIFL A26. inge, A1

T

AlE, A1, e
R0, R

B0, B2V

AT, A&

BRER

SR, SRAE BRAT.
SR\, SA0

8R4, BRE, 9R11
541

EF14

AR

SR, BAG
5A1.5h2

SRS, AT

BRCT - GRS,

SR ERCE

Rz

Gind, GIT020, C31,
CXE CAL-CHE, CBE,

+ Bl flynaii, Marked 5

CE G, G35, G2,
2R
£, CP0-75 CT.

cm
Ca Cab

[#r}
C2d, M8, 0
[ =2+ T
X040, CEE,
LM, CHOLCH2
==

(=111]

Ci8. CE7

o1

513

i, EwE
i1-E3

Wi, Wie

L2
e
Lz
L&

Uis
Lzt
TR, TF2

K
1, 152, 18108,

1J10-1452 10171478

1T, 114,145
k]

R
29

Dwgriptioe

Ry, 00, 5% 1w, T F.
Fshnoy, SR 0%, MM CF,
Plaalseai, 4762 S, tum, O.F.
Fealgior, T200), 3%, 1w, CF
Raahior, 47001, 5%, 14w, © F.

Hesdgior. 3L 0, Tidw, T F.

Aapipior, | 2RI, 5% 12w, & F.

Fesiint, 20RO, 8%, 144, T F.
Faikti, 10 59%. 10w & F
Feaisior, FTW, S5, e, C.F.
Rashinar, 12800 B ibw, G, F,
Faaleior, DROCL, 5%, 10w, C.F.

P, 87, Wleph, BEKCL IR, R
S GH, Wph, 4 HE T35, B

S BN, 10-pin, S8 12SWA, B
87, BR, 10-pin 2000, 125, %
510, QA 10pin, 3 300 126R, BN
iR, @R, 10-pin. 100, 135w, 5%
S, AP pis, THEL 5%

BIF, EF, Bpdn, 4. THDL 125, 5%

S, 5, 10-pin, 2R, LESWRL S
EF, BA, BC,10rpin. 4. 7RO & AT0pld

Flesisier, Z2W0, 6%, 1w, & F
Capachon, G017 pid, S 83,200 dxlal
Capasiod, 15 ph, 5042041, Aval
Capaciyr, 0,1 uid, S0eix20%), Aalal
Comgrasciic, 801 b, Elascty, mﬂ B

CRpari, 47 phd, S L0,
uﬂ-lpnhnf. 100 g, Eleatr., 25w 51004,

Capiior, 470 pid, S0wr A%, Axial
Capadioe. 22 pid, Eledr,, 50w 50,10%),
Hrial

Capachor. | pid, Tarl, 2Sqi20m), Al
Cazardod, D047 ahfd. BIsTL2P, Azl

Capaciof, 100 g, caramic, Ve (171
Capaningd, 4 TO0 pfd, carmmic, S0 109%)

irdductns, & F pH, T4
Swich, , OPOT, 100, 54
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MASTER DISPLAY BOARD
D-12232-2
Part Number Cit Dasignator Description
5TEQ-12308-00 Bare P.C. Board
EET0-12308-00 DsPL1, DSPL2 Diaplay, 16-Charactar, AT
5310-0aBE2-00 Lit, L2, L5, L LG, 4001
5310-08875-00 ur-us2 LC. ak49
5680-08968-00 U3, Lg, U4, LT, na I.C. 6184, Ancda Deiver
S5E0-08969-00 s, Uie, Uia, U2h 1.G. 7180, Cathode Drivar
5040-0%9343-00 c1 Adal Cap, 10 pid, 20v, $20%
5043.08580-00 Bypass Axial Gap, 0,01p4d, 50w, +80, -20%
5075-09135-00 Di, D2 Zoner, 1N4ATA0A, 10w, Iw
5781 -10663-08 J1, 402, J5 S-pin Header, At. Angle
5781-10668-06 S &-pin Headar, AL Angle
STo1-00438-00 J4 20-pen Header, R Angla
E701-10851-00 J3 26-pin Header, BL Angle
S010-09534-00 W1, W2 Rasisior, 0L
6010-08773-00 A1-A8, A19-A35, Resigtor, 1860, 14w, 5%

50r10-1 025800
501 0-1 02700

S078-08ER1-00

03-B0EE-1
16-BB50-232
23-6634

F41, A43, R45, AT1
3, A38, ASZ2, RE2
Ha6, R29, R40, Rd42,
R47, R48, RS0, AGT,
RS9, A=A

Ri10-R13, R15-A18,
R3T, R44, A46, R48
R&53, RSS, RER, AET,
AE3, REE

Suppon

Resistor, 1861, 14w, 5%
Reskstor, B.2KLE, 12w, 5%

Resistor, 10K, 112w, 5%

Suppon, Disglay
PGHE Labal
Cover, Display

POLICE PFORGE 48
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DISPLAY CHARACTERS
SEGMENT DESIGNATIONS

16-CHARACTER DISPLAY GLASS
pim 5670-12308-00

fisnnans
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2 ik nea

ams "-" 1 'I""""'t."-";'}
e (=0

e o
L meanm s B me
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BACKBOX INTERCONNECT BOARD

Part Mumbar

STEE-12332-00
L010-09534-00
5012-12238-00
S012-12337-00
5012-12456-00
S480-10892-00
5731-04651-00
5733-12060-01
5791-10862-03
5T51-10862-07
ETO1-10862-00
ST91-10862-10
ST1-10862-12
5791-10862-15
B -10882-18
S7-10862-18
16-8850-25T

D-12313-573

Ckt Designater  Descriplion

Master Interconnect Board
Wiz, wia Rasislor, 00
R14, R15 Resistor, 3.3KL), 5w, 10%
R13 Resigior, 1.5KL, 5w, 10%
R1-RA11 Hesisior, 1.50, 5w, 10%
ui-ua Opto Isclator 4N25
F1-F4 Fusa, 5A.5.B., 250v

Fuse Holder, F1-F4
J2,J16 Cannectar, 3-pin Hdr Sq Pin 156
8 Connactar, T-pin Hdr Sq P 156
J6 Cennectar, Spin Hdr Sg Pmn 158
47, 410, J20 Connectar, 10-pin Hdr Sg Pin .156
J5, 413, 18 Connector, 12-pin Hdr Sq Pin 156
Ja Connector, 15-pin Hdr Sg Pin 156
J4,J11, 012, 119 Conneclor, 16-pin Hdr Sq Pin (158
J1, 03, Jid Conneclor, 18-pin Hdr Sg Pin 156

PCE Labal
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LAMP BOARD ("3-L"}

C-12709

Part Mumber Description
576R-12409-00 PC Board
24-8787 Twist Lamp Socket
24-B768 Bulb, #5556 (B.3v, .25 A.)
5070-00054-00 Diode, 1H4004, 1.0 A,
6791-10871-05 Header, S4pin sq post

LAMP BOARD ("1")

B-12224

Part Numbar Dascription
S768-12312-00 FC Board
24487ET Twist Lamp Sockat
24-8768 Bulb, #555 (6.3v, 25A.)
S070-08054-00 Diodae, 1N4004, 1.0 A,

LAMP BOARD ("6-C1")

C-127112

Part Mumber Dascription
ETEE-12412-00 PC Board
24-8B7E7 Twist Lamp Sockal
24-8768 Bulb, #555 (6.3v, 25A)
S070-09054-00 Diiode, 1H4004, 1.0 A

S5791-10871-08

Haader, B-pin 5g post

RELAY BOARD
(SOL. 10 & 11 GEN. ILLUM)
C-11998-1

Part Numbaer Dascripticn

£T68-12243-00 PC Board

S070-00054-00 Diode, 1N4004, 1.0 AL (D1)
B5E0-09555-01 Fialay, 24vde, 304 (k1)
5010-08534-00 Resistor, ({1 W1, W2
5791-12273-02 Headar, 2-pin sq post 1)
5791-12273-07 Headar, 7-pin sq post (42)

LAMP BOARD ("3-R")

C-12710
Part Mumbar Description
57E8-12410-00 PC Board
24-8767 Twist Lamp Sockat
24-8TER Bulb, #555 [8.3v, 254}
SO70-09054-00 Digda, TH4004, 1.0 A4,

S791-10871-05

Heaadar, 5-pin 5q post

LAMP BOARD ("6-L")

C-12711
Part Mumbar Descriplicn
ETEE-12411-00 P Board
24-BTET Twist Lamp Socked
24-BT764 Bulb, #555 [6.3v, .254)
50V0-09054-00 Dioda, 1N4004, 1.0 A
E791-10871-08 Header, 8-pin 5 pos
LAMP BOARD ("6-C2")
C-12713
Part Humber Description
5768-12413-00 PG Board
24-87a7 Twist Lamp Sockst
24-8768 Bulb, 555 (5.3v, 25A)
5070-09054-00 Diodo, 1M4004, 1.0 A,

§731-10871-08

Headear, B-pin 5q post

POLIGE FORGE 48
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LAMP BOARD ("3-C")

C-12000
Part Mumbar Dascription
5Y68-12245-00 PC Board
24-B876Y Twist Lamp Socket
24-8768 Bulb, #555 (6.3v, .25 A.)
R0T0-09054-00 Diode, 1N4004, 1.0 A,
6791-1087105  Header, 5-pin sq post
CITY JAIL LAMP BOARD
C-12716
Part Humbar Dascription
5768-12415-00 PC Board
24-8787 Twist Lamp Sockel
24-8768 Bulb, #555 (6.3v, .25 A}
SO70-09054-00 Dhoda, 1M4004, 1.0 A,
ETO1-10871-086  Haader, B-pin sq post

TOP LIGHT LAMP BD
C-12717

{Laft & Right)
Part Numbar Dascription
5768-12414-00 PC Board
24-BB03 Twist Lamp Sockat
24-8802 Bulb, #90& (13w, B3 A}
24-8767 Twist Lamp Socksl
24-8768 Bulb, ¥555 [6.3v, .25 A.)
E791-10871-05  Header, 5-pin 5q post

FIRING RANGE LAMP BD

C-12698
Part Mumbar Daseriptlon
576B-12402-00 PC Board
24-8767 Twist Lamp Socket
24-a768 Bulb, 8555 (6.3v, .25 A}
5070-08054-00 Diode, 1H4004, 1.0 A,
5791-10871-07 Headar, 7-pin 5q post

| BBHBHBHE |
- b 5
o m o
SLAVE DISPLAY ASSEMBLY
C-8364-1
Ham Fart Numbar Cki Designator  Descriplion
i ETE2-10033-00 PCB Slave Display
2 23-E545 Foam Display - Back
3 EET0-09439-00 Display 7-Digit Glass
4 5791-094:38-00 J1 20 HCH 2 x 10 Rt Angle
5 23-B548 Foam Display - Frant
POLICE FORCE 49
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Part Humber

HW-30018-8
0a-7520-2
20-6516
S045-12048-00
RAM-21-06
A010-01 QEE-DS
A701-00004-00
A-12111
FL-11630
A00E-01017-04
01-TES5
10-376
B-10655-R
024179
4010-01088-14
&700-00023-00
4701-00004-00
4410-01132-00
A1 0656
o2-4214
20-8370-1
03-B053-1
B-10657-R
01-BO73-R
17-1037
4010-01066-18
4410-01127-00
4700-00107-00
4701-00004-00
RAM-23-06
238577
o3-7564
4006-01005-06
44080111700
C-11627-R

LOWER RIGHT FLIPPER

LOWER RIGHT FLIPPER

Daseriptlon

Wiire, 18 AWG, Blue

Ty-Wrap, Nylon

Spaadnut, Tinnesman

Capacitor, 2.2 pFd, 250V, 20%
Sleave, Vingl (Cap. leads)

Cap Screw, 10-32 ¥ 38, SH
Lockwashar, #10 Split

Flippar Stop Assemily

Flippar Cail (Rad), {* - Refer 1o Note 3}
Mach. Scraw, B-32 x 14, P-RH-5
Solanoid Brackat

Coll Plungar Spring

Grank Link Assemibly, Right

Link Spacar Bushing

Cap Screw, 10-32 1 778, 5H
Washer, 58 o.d x1364 i.d.x16ga,
Lockwasher, #10 Split

Mut, 10-32 ESNA

Flippar Link Assambly

Coil Plungar

Spring Pin, 5732 dia, x 7/18

Flippar Link

Flippar Crank Assambly, Right
Flippar Crank, Right

Crank Washar

Cap Screw, 10-32 x 1-1/8, HCS
Mut, 10-32 Hax Hd,

Washer, 58 o.d.x13/64 Ld. x 12ga,
Lockwasher, #10 Spiit

Tubing, H. 5. 14 DWP

Bumpar Plug
Flippar Bushing

Mach, Screw, 6-32 x 38, P-PH

MNut, 6-32 Hax.

Flippar Basa Assembly, .

POLIEE PFORCE

C-11626-R-3

fHem Parl Numbaer

Descriplion

Insulating Blade

Sh. Matal Scraw, #5258
Lockwasher, #8 Split
Tapa, Double-sided

19 06-14G

20 4105-010N8-10
21 4701-00002-00
22  23-8622

23 03-78N1

** . Aleo Sea Ssparate Diagram

Flipper Assembly Noles:

Each Flippar Assambly on M Lowsr Playfiold = mounted
henaath tne playfield, @ conjunciion with the plastc Figoar
Padde and Shah {20-6250-6) ard Nipper Aubbor (Z3-46518-4)
on thi upper sde of the playTesd.

Thi tip of the EOS Swieh musi raved 0.0150 [+ 010, - 00
inch, bedare ®a cantacis Tuly open, with te lipper in e aciy-
ated posficn. The BOS Switch oontacts must kave & gap ol
0062 {+ 015) imeh. Adjustmend of tha EOS Swibch must bo
Faade af & mnimum gistencs of 028 inch rom the swiich body.

1. A meving elemants of o assembly must spsai ey, with

no awdenios ol BEnding.

The lurge snd al v Coil Plungar Spring (e 12) must it within
thie fzair luga of tha Solonoid Brstkel

Fer col raplagamant, ramove the Sclanced Bracket (sem 11} o
it seraw damoga

Ui LOCES™ 243 when reatinching schéws 10 i Flippar Siop
Assemnbly, Tio Solonaid Bracket, and the Fipper Bushing,
Wirn replacing the Busiger Plug (sem 14) o resions prope
flippar aparabion, nesdiust e Nipeed paddie and shaft positan,

Solid ooior bius Wins connecs 10 e barded end af sach disde,

mauntsd & 1he connacior end of the Fligper Coil (wem ).
Trasew eola wors conNActs 0 e unbanded #nd of he Soda

End of Stroke (EDS) Switch




LOWER LEFT FLIPPER

LOWER LEFT FLIPPER
p/n C-11626-L-3
(Parts listed replace same iiems of C-11626-R-3)

Hem  Part Numbar Dascription

13 B-10655-L Crank Link Assambly, Laft
@l B-10657-L Flipper Crank Assembly, Left
1)  01-Bo73-L Flipper Crank, Laf

18 C-11827-L Flipper Base Assombly, Left

1301 (130%)

FLIPPER LINK ASSEMBLY

FLIPPER LINK ASSEMBLY
A-10656

em Part Number Description

13 11.) 024219 Cail Plunger
13 1j2.) 20.8370-1 Spring Pin, 532 dia, x 7/16
13 1)3) 03-8050-1 Flippar Link

POLCE FORGE &1




KICEER ARM (SLINGSHOT) ASSY

KICKER ARM (SLINGSHOT) ASSEMBLY

B-12665
(Left & Right Kickers)
Item  Part Number Description
1 12-6227 Clip, Hairgin
2 A-12664 Kicker Crank Assembly
| A-5103 Coil Plunger Assamibly
g 02-2364 Coil Plungar
b} 20-B716-5 Roll Pin, 1/8 2 7118
¢} 03-8085 Armaturs Link
4 4700-00030-00 Flarwashar,

5 A-5653

ASSOCIATED PARTS FOR RIGHT KICKER

Part Number

B-11203-L1
B-7572-1
01-8-508-5
4008-01017-08
44068-01113-00
AE-26-1500
037066

Description

Coil & Bracket Assambly
Brackel & Siop Assambly
Coil Rataining Brackat
Mach. Screw, 8-32 x 3/8
Mul, 8-32 ESN

Coil Assembly

Coil Tubing

17/64 o.d, x 1/2 id. x 15ga.
Mounting Bracke] Assy

ASSOCIATED PARTS FOR LEFT KICKER
Part Number Description
B-11203-R-1 Cail & Brackal Assambly

B-7572-1 Bracket & Slop Assembly
01-8-508-5 Coll Retaining Bracket

4008-01017-06  Mach, Screw, 6-32 x 3/8
4408-01118-00  MNuf, 6-32 ESN
AE-26-1500 Caoil Assembly

03-7068 Cail Tubing

POLMEE FORDE B2




Itam

00 o~ & W = 0D P

o

BOTO-0E258-00
Do

SOAT-12073-08
IS RCEWITCH

A-BEA5-A5
SW WIFE & BAKT

A5544.44 —
SW WIRE & BRET

SEAT-0FU5T-00
MECROSWITCH

A-G

WML TING FLATE
Fivt-21-03

TUB!ING

BALL TROUGH SWITCHES

BALL TROUGH SWITCHES
(Viewed from underside of playfield to show locations)
Part Number Dascription
B-B642-1 Ball Trough Switch Plate Assy
A-SB44-44 Switch Wire & Bracket Assy
A-BEd1-1 Bracket & Mounling Plate Assy
SE47-00957-00 pswitch; Cntr & L Ball Trough
4004-01060-08 Mach. Screw, 4-40x 1/2
4005-01005-04 Mach. Screw, 5-40 x 14
&070-06258-00 Dipde, 1N4001, 1.0A,
SB25-08373-00 Solder Lug-Flat, #4
RM-21-03 Insulating Tubing, #10 x 1.75
A-11680 Ball Trowgh Switch, Right
S5847-12073-08 Submin. Switch
5070-06258-00 Diode, 1M4001, 1.04
A-BE4S Bwiich Wire & Bracket Asay
KNOCKER ASSEMBLY
B-10686-1
Part Humbar Description
A-5387 Cofl Plunger Assembly
02-2653 Coil Plunger
03-68013 Ball Arm Exl.
B-7409-2 Kitg. Brackal Assembly
AE-23-800 Coil Sub-Assembly
01-B-50B8-T Coil Rataining Bracka!
23.8420 Rubber Grommal
4008-01017-06  Mach, Screw, 8732 x 38
H-11835 Knocker Cable
03-706T-5 Coiil Tubing KNOCKER ASSEMBLY

POLICE FORGE S3



BALL SHOOTER LANE FEEDER

C-9638-3
ltem Part Humber Dascription

1 126227 Clip, Hairpin
2 A-B247 Eject Cam Assy BALL SHOOTER LANE FEEDER ASSY 3
3  10-362 Ejector Spring (Plain)
4  A-B045-L Spring Plate Assy ASSOCIATED PARTS
5  A-BO5O-1 Coll Plunger Assy, 2-1/8

a 02-3407-2 Coil Plunger, 2-1/8 B-9362-R-1 Coll & Bracket Assy

b} 20-8T18-5 Roll Pin, 1/8 x 716 B-7572-1 Bracket & Stop Assy

¢y 03-8085 Armature Link (1-B-508-5 Coll Astaining Brackat
&  4700-00030-00 Flat Washer, 17/64 x 1/2x 15 ga A006-01017-06  Mach, Screw, 6-32 1 38
7 4700-00103-00  Flat Washer, 17/84x 1/2x 28 ga.  4406-01119-00 Mut, 8-32 ESN
8 A-8268-2 Eject Cam Bracket Assembly AE-23-800 il Assembly

03-7066 Coil Tubing
OUTHOLE KICKER ASSEMBLY
B-8039-2
Item Part Number Description
1 A-B378 Mounting Plate Assy
A-B335 Coil Plunger Assy

3 02-2364 Coil Plungar - (5)

b} 20-8716-5 Roll Pin, 1/8 x 7/18

¢} 01-4231 Ball Return Link
3 03-7086 Coil Tubing
4 A-BBB9 Kicker Lever Assy
5 A-BO33 Coil Stop Assembly
6 AE-23-B00 Coll Azsambly ¥
7 03-n7eA Striker Ring QOUTHOLE KICKER ASSEMBLY
B 10-101-4 Spring-Resat
5 20-aM2-25 "E™ Ring, 174" Shaft b
10 4006-01003-03  Mach. Screw, 6-32 x 316

FPOLICE FORGE g4




BR EJECT HOLE ARM ASSEMBLY
B-9361-R-8

Item Part Humbear

A-GE49-R
A-B2EE
A-74T1-R
#-B050-1
10-362
12-a227
4700-00030-00
#700-00103-00

'W"-\Imm_hmm_

Description

Epting Plate Assambly
Mounting Bracket Assy

Ejoct Cam Assembly

Plunger Assembly, 2-1/8
Eject-Spring

Hairpin Clip

Flawashar, 17/84 x 1/2 x 15ga.

Flatwasher, 17/84 x 1/2 x 28ga.

TL EJECT HOLE ARM ASSY

B-9361-R-6
llem Part Number Description
1 A-B948-R Bpring Plale Assembly
2 A-B28B Mounling Bracket Assy
3 A-T4T1-R Eject Cam Assambly
4 A-BOSD Plunger Assembly, 2-1/8
5 10-320 Eject-Spring {Rad)
6 12-6227 Hairpin Clip
7 4700-00030-00  Flatwasher, 17/64 & 1/2 x 15ga.
B 4700-00103-00 Flatwasher, 17/64 x 1/2 x 28ga.
TTe4x1/2x280a.
ASSQCIATED PARTS
B-9362-R-1 Coll & Bracke! Assembly
B-7572-1 Brackel & S1op Assamily
01-8-508.-5 Cod Retaining Bracket
4006-01017-06  Mach. Scrow, 8-32 x /8
4406-01118-00 N1, 6-32 ESN
AE-23-B00 Coil Azsambly
03-7086 Coil Tubing

POLIGE

EJECT HOLE ARM ASSEMBLY

ASSOCIATED PARTS
B-8362-R-1 Coil & Bracket Assembly
B-75721 Bracket & Stop Assembly

01-8-508-5 Coil Aetaining Brackel
4006-01017-06  Mach, Screw, 6-32 x 3/8
4406-011189-00 Nul, 6-32 EEN
AE-23-800 Coil Assembly

03-7T06H Coll Tubing

TR EJECT HOLE ARM ASSY
B-9361-R-1

Item Part Mumber Description

1 A-B949-R Spring Plate Asay

2  A-12880 Ejact Cam Brki. Assambly

3 A-7471-R Eject Cam Assambly

4  A-B050-1 Plunger Assembly, 2-1/8

5 10382 Eject-Spring

€ 12-8227 Hairpin Clip

7 4700-00030-00 Flatwasher, 17/64x1/2x150a

8  4700-00103-00 Flatwasher,

ASSQCIATED PARTS

B-8362-L-1 Coil & Bracket Assambly
B-T572-1 Bracket & Slop Assembly
01-8.508-5 Coil Relaining Bradkeat
4006-01017-06  Mach. Screw, 6-32 x 38
A408-01118-00 Mut, 8-32 ESN
AE-23-800 Codl Assembly
03-70e6 Cotl Tubing

FORTE @28




JET BUMPER ASSEMBLY

B-9414-1
item Part Number Description
1 A-4754 Bumper Ring Assy
2 03-6009-A5 Bumper Basa-Whi
3  03-60351 Bumper Waler-Blue
4  03.7443-5 Bumper Bady-¥Whi
5 107 Spring-Jet Bumper
B A-11199 Sockel & Bulb Assy
a) 24-8768 Bulb #8555, (6.3V, .25A.)
b} 24-8776 Weadge Base Socket
7 03-8254-6 Jet Cap - Yeliow
JET BUMPER COIL ASSY
B-9415-1
item Part Number Description
1 BTaT7 Brackel & Stop Assy
2  D1-1747 Coil Refaining Bracket
3 01-5492 Armatura Link, Steal
4 01-5493 Armature Link, Bakelite
5  D2-3406-1 Coll Plunger
& 10-326 Armature Spring
7 AE-23-800 Coll Assembly
B  4006-01017-04 Mach. Screw, 6-32 x 1/4
9 03-7066 Caill Tubing
ASSOCIATED PARTS
B-12030-2 Jet Bumper Sw & Diode Assy
B-12029-2 Jet Bumper Sw & Brki. Assy
SW-11A-37 Jet Bumper Swilch Assy
01-1168 Mounting Brikt., Bumper Sw
01-3670 Switch Plate - Curved
03-7385 Switch Actuator
4005-01051-12  Mach. Screw, 5-40 x 3/4
4405-01117-00  Mut, 5-40 Hex.
&070-06258-00 Diode, 1N4001, 1.0 A,

POLICE FODRODE 88

JET BUMPER ASSEMBLY

JET BUMPER COIL ASSEMBLY




tem

a
&)
]

&)
f
1

3)
4)

=4 i A & L RS

Part Humbear

B-12301
02-4302
4700-00060-00
A4701-00004-00
4410-01130-00
02-4306
B-12810
02-4304
01-8203
4408-01119-00
02-4369
B-12804
B-12809
03-8030
03-8262
5647-12073-06
AE-26-1200

RIGHT RAMP DIVERTER ASSEMBLY

RIGHT RAMP DIVERTER ASSEMBLY

Dascription

Plunger Assembly
Threaded Plunger

C-12808

hem

8
9

Flatwashar , 7/32 x 1/2 x 16ga. 10

Lockwasher, #10 Split
Mut, 10-32 Hex.

2 P/Target Shatt

Drive Arm Assambly
Actuating Pin

Bracket -Drive Arm

Mut, # 8-32 ESN

Paost - Drive

Lane Bracket Assembly
Pivol Post Brackel Assy
Flat Cam - 2P Target
Cam - Lane Change
Mini-Switch wiRoller
Coil Assambly

1
12
13
14
15
16
17
18
19
20
21
22
23

Part Mumber

10-293
20:-8712-25
20-8780-7
4700-00103-00
01-8413
10-392
4002-01005-06
10-401
5070-06258-00
20-8712-18
4701 -00004-00
4010-01008-08
03-7088
O1-8600
47071-00024-00
4008-01003-05

PDLICE FORBE 87

Description

Compression Spring

"E" Spring, 1/4" Shalt
MNylined Bearing
Flatwasher,17/64x1/2:28ga.
Brackat Coil Mounting
Compression Spring
Mach. Screw, 2-56 x 38
Extension Spring

Diode, 1WN4001, 1.0A

"E* Ring, 3/16" Shat
Lockwasher, #10 Sphl
Mach. Screw, 10-32 x 3/8
Cail Tubing, 1-3/4
Switch Insulator
Lockwashar, #2 Split
Mach. Screw, 8-32 x 5715




IDLER PULLEY ASSEMBLY
B-12803
Part Number Description
B-12802 Pulley Bracket Assembly
01-9200 Pulley Bracket
02-4370 Post - Idler Puliey
03-8281 Pulley- Car
4700-00103-00 Flatwasher, 17/64 x 1/2 x 28ga.
20-8712-25 "E" Ring, 1/4" Shaft

TRAVERSE BRACKET ASSEMBLY

Item

&

4 L3 B

B-12800
Part Humber Descrption
B-12801 Traverse Bracket / Nut Assy
01-9198 Bracket - Traverse
20-9497 PEM Mui, B-32
01-9199 Clamp Beling
4008-01003-12 Mach. Screw, 8-32 x 3/4 P-PHS
4308-01128-00 Mut, 8-32 KEPS

Part Humber

B-12788
B-12941
B-12791
31-1510-573
C-12948-1
C-12946
H-129688
01-9147
03-8280
12-68656
20-8712-12
A008-01003-04

SPINNING TARGET ASSEMBLY
B-12785

Description

Spinning Tgt. Bril. Flap Assy
Spinning Target & Decal Assy
Shaft Target Assembly

Spin Targat Decal

Switch & Cable Assambly
Single Oplo Sw. Assy

Opto - Switch Cabla

Brackel - Oplo Swilch Mig.
Intermipler - Oplo

Clip - Target Shaft

“E" Ring, 1/8~ Shafl

Mach. Screw, 6-32x 1/4

POLICE FORGE 38
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POLICE CAR ASSEMBLY

B-12805
. ftem Part Number Description
1 21-6685 Car - Polica ,
2 C-1267B1 Police Car LED- Cabla Assy g,
g} C-12678 Police Car LED-Cable Assy '——__-z__"i,-‘.';"-.
b} H-12971 Polica Car Cabie A ._}
3 20-8587 Spring Grip FRetaimer | /By LTk 5
. 4  B-12047 Car Chassis Assambly s
ay  -9190 Brachat, Car Chassis
b} 208496 PEM Nut, 8-32
: 5 4104-0101204  Sh. Melal Screw, #4 x 1/4 P-PH
B 03-8303 Ball Stop Guide
7 4006-01003-14 Mach. Screw, ¥6-32 x T8
g8  31-1498-573-H  Decal - Car
9 31-1408-573-J Decal - Car
10 31-1498-573-K  Decal - Car
. MAIMEST  Desl-ta POLICE CAR ASSEMBLY
12 01-9298 Gar Window Shield
POLICE CAR LED ASSEMBLY
C-12678
ltam Part Numbar Cki Designater  Description

oM LD PO o=

STER-12400-00
S0 0-08530-00
567 1-12403-00
03-B284-1

5671-12404-00

Rt - R4
LED 3, LELy 4

LED 1, LED 2

Palice Car Led PCB

Resistar, 4700, 142w, 5%

LED, 1-24 Super Bright
Spacer, LED' (LED 3. LED 4}
LED Yallow, 1-3/4 Supar Bright

CAR MOTOR BRACKET ASSEMBLY

B-12806
fem  Part Humber Descriplion
1 14-7953 Motar - Police Car
2 o1-820 Brackal - Car Maotor
3 20-BT718-2 Aol Pin, 3-32 x 58
4 20-9606-1 Spring Gep Fastener
] 03-8281 Pullay - Car
L] A00E-01003-05 Mach. Scraw, #8-32 x 5716
T C-13054 Motor EMI Filter Assy
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BACHK PANEL ASSEMBLY @
BACK PANEL ASSEMBLY
D-12822

tem  Part Number Description

1 C-12a08 RAt. Ramp Divarter Assy

2 01-9273 Small Bracket - Station

3 01-9280 Lasge Brackel - Station

4 11-831-573 Wood Back Panel

5 03-8047-10 Spacer, 3/4”

i 4006-01005-20 Mach. Screw, 6-32 x 1-1/4

7 4406-01128-00 Mut, 6-32 KEPS

B 31-1006A-573-1 Flayfield Piaslic

8 4106-01114-08 Sh. Metal Screw, 86 x 172

10 4008-01003-08 Mach. Screw, 8-32 x 1/2

11 4008-01003-05 Mach. Scrow, B-32 x 516

12 C-12716 4-Lamp Back Panel PCB Assy
13 A-123361 Sockat & Bulb Assy

14 31-1006-573-11 Playfield Piastic

15 H-12970 Jail House Cabie

16 03-7655-4 Harness Chp, 147

17 03-7655-16 Hamess Clip, 17

&0




. Itemn  Part Humbaer

A-12239
A1 2558
A-12783
A-12876
B-12156
H-12867
01-8774
01-8785
01-9187
03-7520-2
03-8022-3
03-B022-4
03-B022-5
3-8148-5
03-8263

ol = EE. O & - P LT

-
ik ks b = —h
N e L3 B3 =k 3

5
3

Part Mumber

A-t2782
A-T438-1
C-12689
H-12069
H-12972
018541
01-8a710
01-2947
01-9188
10 01-2189
11 01-5196
12 01-8284
13 03-7520-2
14 03-8022-4
15  D03-8069-2
16 03-B264
17 03-B285-1
18 O7-66B8-16M

1o SR T T O L

INNER RAMP ASSEMBLY

D-12786

Dascription ltarn  Parl Mumbar
Sub-Mini Switch Assy 16 O7-6683-16M
Switch Gate Assembly 17 07-6688-20M
Switch Gate Assy-lnnar 18 31-1006-573-12
PiPlas Brackel Assy 19 31-1006-573-13
Single Flash Lamp Assy g0 31-1488-573-D
Flasher, Switch Cabla 21 31-1408-573-E
Switch Brachat 22  3A-1498-573-G
Rarmp Flap 23 4002-01005-08
Bracket - Ball Dedlect 24  400E-01005-08
Mylon, Ty - Wrap 26  4008-01005-28
Spacar, 1-11/64 Lg 26  4106-01022-12
Spacer, 1/4 Lg 27 4108-01033-08
Spacer, 11732 Lg 28 4408-01128-00
Mini Dome - Trans, Fed 29  4700-00003-00
Ramg - Inner 30 4701-00024-00

OUTER RAMP ASSEMBLY

R-12787

Dascription Item  Part Numbar
Switch Gate Assy- Outer 19 O7-GEEE-18N
Tarminal Strip Assambly 20 O7-6688-20M
5-Pos Lite Socke! Assy 21  31-1006-573-21
Skill Shot Cable 22 M-100BA-573-2
Fun Car Cabile 23 31-1497-573-A
Microswitch Mig. Brackst 24 31-1487-573-B
Hamp Flap 25  31-1487-573-C
W/Hamp Holding Bracket 26  31-1498-573-F
Bracket - Mid Ramp 27 31-1498-573-L
Bracke! - End Ramp 28  4004-01003-10
Light Shield Socket 29  4006-01005-08
Brackal Car Guide 30 4106-01022-12
Mylon, Ty-Wirap 31 4108-01001-20
Spacer, 14" Lg. 32 4406-01128-00
Light Shield - Doubla 33  4700-00003-00
HRamp - Oular 34 SOT70-0E258-00
Plastic Grommat 35 5B47-12133-04
Hivat, 1/8 x 18

POLIGE FORGCE &1

Description

Rivat - Mickel Plaia, 1/8x 178
Rivat - Mickel Plata, 1/8 x 1/4
Playllald Plestic

Playlield Plastic

Decal - Ramp

Cracal - Hamp

Drecal - Ramp

Mach. Scraw, 2-56 1 378
Mach, Serew, 6-32x 12
Mach. Screw, 6-32 x 1-34
Sh. Metal Screw, #56 x 34
Eh, Matal Screw, #6 1 12
Wut, £-32 KEPS

Flatwasher, 1/8x332x21ga.
Lockwasher, #2 Splil

Crascriplion

Fived, 178 & 318

Rivet Nickal Plate, 1/8 x 1/4
Playfield Plastic

Piayfield Plastic

Discal - Ramp

Decal - Ramp

Decal - Ramp

Diecal - Ramp

Decal - Ramp

Mach. Screw, 4-40 x 58
Mach., Screw, 6-32 = 1/2
Sh. Matal Scrow, #6 x 344
Sh. Matal Scraw, #8 x 1-1/4
Wut, 8-32 KEPS
Flatwashar, 1/8x 832x21ga.
Dicda, 1N4001, 1.0 A
Whcroswitch




-----------

-BANK DROP TARGET ASSEMBLY

C-11223-1
ltetn  Part Mumber Description

1 03-8036 Plain Target
2 B-11224 3-Bank Tgt Sub-Assy
3 10-364 Target Retractor Spring
4 C-12559 3-Drop Tgt Oplo Assembly
8 20-8712-18 "E” Ring, 316" Shait
3] 20-8712-25 "E* Ring, 1/4" Shafl
7 10-352 Spring - Comprassion
8 4408-01112-00 Nut, 8-32 ESN
* A-11397 Stop Bracket Assemibly
10 AE-26-1200 Coil Assemily
11 01-8413 Bracket Coil Mounting
12 A-11389 Plunger & Resel Plate Assy

a 02-3972-1 Plunger

B 01-8408 Reset Plate, 3-Bank

¢ @410-01132-00 Mut, 10-32 ESN
13 03-T066-4 Coill Tubing
14 4700-00016-00 Flatwasher, 3116 x 76 % 17 ga.
15 4008-01018-10 Mach. Screw, 8-32 x 5/8 P-RH
16  4700-00072-00 Flatwasher, 17/64 x 1/2 x 21 ga.
17  23-6626 Rubbar Grommef

POLIEE FODRCE B2

3-BANK DROP TARGET
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3- EAHI{ DROP TARGET OPTO BOARD

C-12559
Part Humbar Chkt Deslgnation Description
5768-12368-00 3-Bank Opto Board
5490-10159-00 Opto 1- Opto3 Opto Interruplor, MDL, S/G
5010-08930-00 R1, R3, RS Resistor, C.F., 470 2, 172w, 5%
5010-09162-00 R& Fesislor, C.F., 100K, 174w, 5%
5010-09324-00 Rz, R4, RE Resistor, G.F., 27KQ, Trdw, 53
E010-08774-00 RY Resistor, C.F., 22K101, 10w, 5%
5043-08980-00 B Capacitor, .01uld., +80 -20%
5370-12272-00 L LC., Quad. Comp., LM333
5791-10871-04 J2 Connactor, 4-pin Hdr, Sq Pin _156
5791-10871-07 J1 Connecior, 7-pin Hdr, Sg Pin 156
S070-08054-00 D1-03 Diode, 14004, 1.0A

STANDUP TARGET ASSEMBLIES

l Hat

Installed

(INCLUDING DIODE)
tem  Part Number Description
1 B-11696-15 Standup Target (Orange)
1 B-11696-6 Standup Target (Yeliow)
STANDUP TARGET
POLIGE FORGE 63




COIN DOOR ASSEMBLY

2-Chute Door - 00-1T7002-x
3-Chute Door - 08-1T003-2
("x" s the country designator)

tam Part Humbar

1 21038
2 27-1041-1=49
3 27-1026-1=15
4 271018
5 27-1081
& 27-1082
T 271021
27-1022
a8 27111
9 27-1008
27=-1007
1Wm 271005
11 271003
12 271008
13 211
14 271102
15 271047
16 271078
17 21039
18 271079
19 2F-1077
20 2F-1088
21 271067
22 17
23 271012
24 2F1011
25 271020
26 271018
27 271018
28  27-1088
29 27-1083
30 271081
31 27=-1088
a2 27-1025
I 27-1088
34 2T-107a
27-1078
35 2T-10T9
38 271084
27-1085
a7 271096
38 271087
ag  27-1082
40 271007
41 271081
42 271075
27-1083
43 27-1084
44 271087
45 27-1086
45  27-1085
47 271076
48 271078
49 271082

Deacription

Bution Covar

Price Panal

Coin Entry Plais

Lock Assemibly

Coin Rsturn - Bazal
Coin Rstum Flap
Button Housing - 2-slot
Button Housing - 3-slat
Interiock Switch

Coin Doar , 2-5iot

Coin Door , 3-Slot

Cain Door Frama

M/C Scraw, 8-32 x 316
Criagnostic Switch

MG Screw, 4-40x 1/4
Brackat, Diagnastic Switch
Buttan

M'C Screw, 6-32 = 378
Cankcal Spring

Saf-tapping Scraw, 06 x 14

Cainbax Covar

Slam Swich

MG Seraw, 4-40 % 1,2
Hut (ko)

Locking Cam

Locking Arm

Washer

Star Washar

MG Screw

R-Ring

Ratainar

Coin Inkat Chuta

Wire Clamg

Key Hook

Washar, #6

M'C Screw, 6-32 x 34
MG Screw, 6-32 x 778

Sef4apping Scraw, #6 ¥ 1/4

Lamp Sockal
Lamp

Sel-1apping Scraw, #5x 3/8

MIC Scraw, 6-32 x /8
Lewver Arm

Swilch Cower

Coin Accapt Chute
Wira Form

Wira Form

WMC Scraw, 640 x T/B
WC Scraw, B-32 x /B
VWasahar, #6

Nut, 4-40

Coin Return Box

WIC Scraw, 6-32 x A/B
Mictoswitch

POLIGE FOMGE 84

Quantity

2or3
2ord
2ord
1

1
1
1
1
1
i
1
4
1
2
1
2

ard
2or3

]
a
-
L]

ik ok ool o b B == s Bl == == B3

2or3
2or3
2ord
2ard
2or3
2ord
2ord
2ard
2ord
cord
2ofd
2or3d
sord
2ord
2ord
2ord
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CASIBOK COVER
011-7173

CN BOX
[y

CASHBOX HANDLE
12-65K7

(& = Doy Diaar Desigraior)

FINBALL FRONT BOX

FOLICE EOREE 5




POSTS

o ©

e © i
02-3505 IEE-4E?I-1I

of— @ | B ©
02-4002-1]

=]

02-4271-2

a2 © | 1 ©

02-4003 ' ﬂE—-ﬂ-EH-EI
—F'"_I-_f_l Sreemmm— ¥
w3 — &
02-4008 ! 02-4014 I
= ]—— (O = o
2-4036 02-4020
m::j @ > = L ©
02-4058 D2-4269 |
il ——>
02-4254 | bo2-4002-3]
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D@ ==

03-8044-9 02-4275-3 |

B ® | CHHO

03-7542-10 02-3408 I

i SE =8 ©

L

02-4369 | 02-4370 |

H® | =0

02-3409 | 02-4368 I

POSTS
Part No. Description Gy, Part No. Description Oy,
02-3408 Playfisld Post 1 p2-2254 Support Post, 8-32 1
02-3400 Spring Post 4 02.4260 AMP Post, 3-716 1
02-3505 Bumpar Posl, #88 W5, 7 02-4271-1  Post 4
02-4002-1  Post Fastening Screw 10 02-4271-2  Post &
02-4002-3  Post Fastaning Screw 2 02-4271-3  Posl 2
Q2-4003 Bumper Post, 8-32 M.5. B 02-4275-3  Mounting Post, 3-116 1
02-4008 Bumper Post - Rubber ] 024368 Post - Pivat 1
02-4014 Support Post 3 02-4369 Drive Post 1
02-4020 Support Post 4 02-4370 Pos! - Idlar Pullay 1
02-4036 Bumpar Post - Fubbaer B 03-7542-10 Bumper Post - Trans, Blue 34
C2-4056 Bumper Post 1 03-8044-9  Mini Post - Trans, Red 3

RUBBER PARTS

Part No. Description Oty. Part No. Description Oy,
238300 Rubbar Ring, 5/16° 7 23-6308 RAubbar Ring, 4° 1
23830 Rubber Ring, 34" 3 23-6313-1  Rubber Grommal 1
238302 Rubbsar Ring, 1" 3 23-8327 Ball Shootar Tip 1
23-6303 Rubber Ring, 1-1/4" 4 23-8420 Rubbar Grommat 1
23-8304 Rubber Ring, 1-1/2° 2 23.6518-4  Rubbar Ring, Red 2
23-6305 Rubbear Ring, 2° 1 23-6535 Rubber Grommaedl 4
23-6308 Rubbar Ring, 2-1/2° 2 #3-6552 Rubber Bumper Sivg - Yel 5
23-6307 Rubbar Ring, 3" 1 Z3-8628 Rubber Grommet L
23-6308 Rubbar Ring, 3-1/2° 1

POLICE FDRGE &7




BACKBOX PARTS LIST

MISCELLANEOUS POLICE FORCE PARTS

ltem  Parl Number Description
i 01-6645 Vanting Screen
2  B-10e88-1° Knocker & Brackel Assy
3 A-12407 Ups Inserl Bd Hinge Assy
4 D-12184-1 FCB Plate Assemibly
5 A-12408 Lwr Inser Bd Hinge Assy
@ D-11883-573" Systemn 118 CPL Board
s 5100-053418-00 Bridge Ractifiar, 100y, 35A
8  5040-09051-00  Capacitor, 30,000 pFd, 25v
4 A-11-014 FOLICE FORCE, Backbox
10 D-12247-566* Aux, Pwr Driver Board
11 01-8047F Insart Slop Bracket
12 D-12248° Power Supply Assambly
13 20-85449 Cam Lock, 340 x 2732
14 -11581-573° Audio Board Assembly
15 D-12313-573° Backbox Interconmect Baard
16  C-12897 Speaker Hood Assy
a  31-1422.573 Speaker Grill (Screaned)
b} 03-B261 Speaker Hood
¢) 5565.12068-00 Speaker4” Piazo, 50w
17 B-13035-L Lite Hood Assy - Lef
18 B-13035-R Lite Hood Assy - Right
01-0011-L* Left Backbox Hinga
01-0011-A* Righi Backbax Hinge
* Aefar io Indhvideal Unit's Parts List
" Mot Shown
Part Number Daescription
A-B552-573 Backglass Assembly
31-1357-673 POLICE FORCE, Backglass
(3-THE0-573 Flayfield Mylar
08-T028-T Glass-Flayfiekd
31-1008-573 Playtield Plastics
31-1002-573 Playfield (Screened)
31-1463-573 Drop Target Decal Set
31-1487-573  Decal Sheet, Ramps
31-1488-573  Decal Sheet, Ramps
31-1422-573  Speaker Grille (Screenad)
0B-T456-2 Backbox Glass, 27 ¢ 26-1/2 x 1/8

Part Numbaer

B7a-IN

01-8571

01-6E655

01-66562
31-1510-573
A1-1006A-573
31-1008-573
31-1009-673
31-1504-572
E795-10937-09
hT95-10838-27
E795-10703-24

POLIGE FORCE 82

Description

POLICE FORCE, Inserl

Hinge Kty Bracket, Inser Board
Latch-Insen Board

Siop Bracket

Decal - Spin Target

Playfield Plastic (Screenad)
Bottom Arch {Screened)

Shoater Plale (Screenad)

Decat - Police Damestic

Ritban Cable, 20-Conductor, 9°
Ribbon Cable, 26-Conductar, 27"
Ribban Cable, 20-Conductar, 247




Solenoids/Flashers

Item Part No. Description
1A  AE-23-800 Quihole Kicker
1C #906/89 Flashlamps Shark Flashers
2A  AE-23-800 Top Left Eject @
2C  #20&/89 Flashlamps Croc Flashers
dA  AE-2B-1200 Ball Divertar g
aC #9060 Flashlamps Rat Flashers
4A  AE-26-1200 Rt 3-Bank Drop Target Reset
4C  #906/89 Flashlamps Weasel Flashers
EA  AE-23-800 Lower Right Eject (m
5C #906/89 Flashlamps JackpolScope Flashers
6A  AE-26-1200 Mdi 3-Bank Drop Targel Ressat
60 #2068 Flashlamp Millian Flashear
fA AE-23-800 Knocker
7C  #906 Flashlamps  Left Dome Flashers
8A AE-23-800 Top Right Eject (W)
8C #2906 Flashlamps  Right Dome Flashers @_
9 #89 Flashlamps Take Highes! Flashers
10 5580-09555-01 Flayfield Gen Ibumin Helay *
11 5580-09555-01 Backbox Gen liumin Relay *
12 5580-08555-01 Solencid AVC Select Relay™™
13 #0906 Flashiamp Skill (Firing Range)Flasher
14 #3206 Flashlamps  Top Cop Flashers
16 14-7953 Car On - Off Molor
16 5580-09555-01 Car Up - Down Relay *
17 AE-23-800 Lett Jet Bumper
18 AE-26-1500 Left Kicker {(*Sing™)
19 AE-23-800 Right Jet Bumper
20 AE-28-1500 Right Kicker (“Sling")
21 AE-23-800 Lower Jat Bumpar
AE-23-800 Ball Shooter Lane Feeder

22

FL 11630/50VDC  Lower Left and Right Flipper

* « O ARelay Board, C-11988-1, on Playfield and sert Board
** - In backbox on Aux Power Driver Bd, D-12247

POLICE FORCE &9
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ltem

[T - JCS e R T R

Part MHo.

{See Figura 2)
5580-09555-01
SW-1A-126
27-1082

Mot Lsed (USA)
27-10492
27-1068
27-1008
B-8308-1
BG4T7-12133-12
RE4T-12073-08
B647-09957-00
Mol Usad
EG47-12073-04
5647-12133-11
Mot Used
B-11898-15
B-11696-15
B-11696-15
pio C-12559
pio G-12559
p/o C-12559
5647-12133-11
5647-12133-11
pfo C-12559
o G-12559
pio C-12559
Mol Used

Mot Used

Mol Used
BE47-12133-12
EG47-12133-12
Mot Used
S647-12133-08
B-118968-6
5647-12073-06
BE4T-12133-04
5B47-12073-21
Mot Lised

Mot Used

p'o G-12946
Mot Lised

Mot Uised

Mot Used
EG4T-12133-08
BEE4T7-12073-11
Mot Usad

Mot Used
564T-12073-19
EGdT-12073-18
5647-12073-18
5647-12073-18
Mot Used

Switches

Description

Flumb Bob Tilt

C Side Power'A-C Relay
Cradil Button

R Coin Chute (LUSA)
Center Coin Chute
L Coin Chula (USA)
Slam Tilt

High Score Reset’
Playfield Til
Outhole

Ball Trough 1 {right)
Ball Trough 2 (left)

Ball Shootar Lana
Top Right Eject

Laft Standup Target (top)
Left Standup Target (mdl)
Left Standup Target (wr) [
Rt 3-Bank Dr Tgt (top) -
Rt 3-Bank Dr Tgt (mdl) -
Rt 3-Bank Dr Tgt (hat)
Bottom Right Eject
Top Left Eject

Mdl 3-Bank Dr Tgt (top)
htdl 3-Bank Dr Tgt (mdi
Mdi 3-Bank Dr Tgt (hwr)

CarUp
Car Down

Enter Right Ramp

Top Left Target (TOP COP)
Divarter In

Right Ramp to Car

Right Ramgp to Wira

Skill Switch {spinner)  Item
B
55
hE
57
58
59
&l
&1
62
63
B4

Enter Mdl Ramp
Middle Ramp Score

Right Qutlane (drain)
Left Qutlane {drain)
Left Return Lane
Right Return Lang

O® @

®

(=)

- m

00

®©

‘I,EE

Part Ho.

EE47-12073-19
EE47-12073-19
5647-12073-19

Mot Used

B-12030-2
B-12030-2
B-12030-2

SW-10A-48

Dascription

(G (im G-U-M) 1
LI {in G-LI-N)

M (i G-U-N)

R Flipper Lang Change™ ¥
L Flipper Lang Change®*

Left Jai Bumper

Right Jet Bumper

Lower Jet Bumper

BL Kicker***

BR Kicker™*

Flippar Button (Cabinel sides)

Motes: * Part Mumbar is for entire Diagnostic Swilch Assambdy, including H 5 Raset Switch;

** Oplotransistor on Backbox Imanconnect Bd,

POLICE FDRCE 7O
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Lamps

H@H_
s

; I| _@
o ! : >
= o
d (&
o lr' ,___ d (W)

I:|:
| Fg oyt
OE® @E)

® ® @

Lamp

55
13
&7
58
59
6
61
62
63
64

Location/Description

LI {in GLIN)

N (in GUN)

L 3-bank Standup Target (top)
L 3-bank Standup Targe! (mdl)
L 3-bank Standup Target (hr)
Scope

Lalt Jackpot

Right Jackpot

Left Dome

Right Domiz

POLICE PORGE

Lamp Location/Description

DD~ &M=

HOT SCORE {Hot Sheat -B'box)
EXTRA BALL (Hot Sheet -B'box)
5 Free Games (Hol Sheel -B'hox)
Mutti-ball (Hot Sheet -B'box)
Spot P-0-L-1-C-E (Hot Sheel -Bbox)
SPOT POLICE WIL

LOCK 1

LOCK 2

24

3x

4x

5X

BX

SPECIAL

HOT SHEET

ADV. HANDCUFF BONUS
P (in POLICE)

O {In POLICE)

L {in FOLICE)

| (in POLICE)

C {in POLICE)

E (in POLICE)

Top EXTRA BALL
SHOOT AGAIN

10K (Mdl Ramp)

20K (Mdi Ramp)

50K (Mdl Ramp)

75K (Mdl Rarmp)

100K (Mdl Ramgp)

150K (Mdl Bamp)
LMLIBITED MILLION WL
TOP COP

Shark

Croc

Drug Ral

Weasel

Loan Shark (in Jail)
Machine Gun Croc (In Jail)
Dirug Rat {in Jail)

Diamand Weasel (in Jail)
JACKPOT

Skill 10K (Firing Ranga}
Skill 25K (Firing Range)
Skill 50K (Firing Range)
Skill 75K (Firing Range)
Skill 100K (Firing Range)
Car Headéghl

Car Headhight

R Cutlana

L Cutlane

L Return Lans

R Return Lana

Take Highest

(G {in GLIN]




Itam Part No.

1

2

3
a)

4

e e R I R E
a® 2

11

12
13
14

b}
15
16
17
i@

)
19
pdi
21
22
23
24

25
&)

26
27

28
&)
£3
a0
aj
31

az

b)
a3
34
35

a)

12-6842
12-6468
C-116268-1-3
20-9250-5
B-12363-L
B-12665
B-11203-R-1
B-12807
12-8837
B-11696-15
B-12B05
12-6466-6
A-12783
12-6847
12-6870
B-3414-1
B-9415-1
B-12824
B-12823
B-9361-R-6
B-9362-R-1
03-7351-1-9
A-12121
C-12827
B-11696-5
A-12180
12-6680
R-127a7
C-12808
A-B244-A
B-12826
i12-B466-5
B-12287
12-6802
B-9361-R-1
B-3362-L-1
03-T351-1-9
B-12825
A-12TR2
12-6824
12-6870
A-12558
12-6798
B-12785
C-11223-1
C-12555
A-11760
12-6750
B-9361-R-B
B-9382-R-1
03-7351-1-9
12-6468-7
D-12788
B-12665
B-11203-L-1

Playfield Parts

Description

Botlom Arch Fence
Anti-rebound Wire

Lwr Let Flipper Assy

Lg Flipper Paddle & Shaft
Left Flipper Return Frame
Kicker Arm ("Sling") Assy
Codl & Bracke! Assy

Wira Ramp & Switch Assy

Wire Ramp @}

Orange Standup Target (3) ()

Police Car
Wireform, 1-1/2° @}

Cnir Ramp Ball Gate (Entr)
Gate Wire

Switch Actuating Wira

Jat Bumper Assy (2)

@

Bmpr Coil'Bracket Assy
Ball Guide Assembly
Ball Guide Assembly
Top Left Ejgct Hole
Coil & Bracket Assembly
Tr Red Plastic Ball Seat
Ball Stop Barcket Assy
Ball Guide Azzembly
Yelow Standup Tanget
Ball Gate Assembly
Gata Wire

Right Ramp Assembly
Diverier, Right Ramp

Ot

1-Way Ball Gate Assembly @
Ball Guide Assambly

Wireform, 1-1/4"

TR Eject (Entr/Exif) Ball Gate

Gata Wira G}
Top Right Eject Hole =
Coll & Bracket Assemibly

Tr Aled Plastic Ball Seat (U

Ball Guide Assembly

Ball Gate Assembly

Gate Wirg

Switch Acluating Wire

Ball Gate Assamibly

Gate Wire

Spinning Target Assembly
Mdil & Rt 3-Bank Drop Target
Opto Switch PC Board
Lower Shooter Lana Ball Gate
Gate Wire

Bottiom Right Eject Hole
Coil & Bracket Assembly

Tr Red Plastic Bal! Seat
Wireform, 1-3/4"

Center Ramp Assembly
Kicker Arm ("SEng") Assy
Coil & Bracket Assy

item Part No. Description
35 B-12363-R  Right Flipper Return Frame
37 C-11628-R-3 Lwr Right Flipper Asgy
ay 20-9250-6 Flipper Arm on Shait
38 C-9638 Ball Shooter Lane Feadsar
a) B-9362-R-1  Coil & Bracket Assembly
39 Parts below are located benaath Bottom Arch:
a B-a6z23 Upr Trough Baftle Assy
b) C-B225 Lwr Trough Baffle Assy
c) 12-B542 Bafile Wire form
d) 01-3569-1 Ball Trough
&) 01-5575 Bottom Arch Mig Bracket
I B-B039-2 Cuthole Kicker Agsy

POLIGE FORCE ¥4
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UNIQUE PoLICE FORCE PARTS LIST

For your information, the pars listed below are parts that are unigue to the POLIGE POASE game. This

data is provided as part of our ongoing program of providing Bs much information as we can about the
products of Williams Elecirenics Games.

(NOTE: In some instances, the pars are not available as individual items, because they are integral parls
of assembles, or they are raw materiats from which other parts are labricated during the manufaciuring
Process.)

Part No. Description Part No. Description
A-12782 Switch Gate Assy - Outer D-12768-573 Botiom Arch Assy
A-12783 Switch Gate Assy - Inner D-12786 Inner Ramg Assy
A-12961-L Micro Sw Assy - Car D-12822 Back Panel Assy

A12981-R Micro Sw Assy - Car
R-12787 Cuter Ramp Assy
B-12785 Tt Cpto Switch Assy

B-12800 Traverse Bracket Assy RM- 27-02 Cable Cover, P Car
B-12803 Idier Pulley Assy
B-12805 Police Car Assy 01-9283 Light Mounting Bracket
B-12806 Car Motor Bracket
B-12B07 Ball CWire Assy 02-4252-29  F-F Spacer, 1-13/18"
B-12823 Ball Guide Assy (2-4252-30  F-F Spacer, 1-7/8"
B-12824 Ball Guide Assy
B-12825 Ball Guide Assy 11-573-PL Waod Playfield
B-12825 Ball Guide Assy 11-831-573  Wood Back Panel
B-12977 Playfieid Plastic Assy 11-888-573 Cabine! - POLICE FORCE
B-12978 Playfield Plastic Assy 11-912-A Waood Rail, 37-7/8
B-2361-R-8  Ball Eject Assy 11-312-B Weood Rail, 37-7/8
11-912-D Wood Rail, 20-1/4
C-12827 Ball Gulde Assembly 11-915 Wood Speaker Box
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Audio Board

Aux Power Driver Board

Backbox Interconnect Board

Controlled, Special, & Switched Solenoids
Power Wiring

Game Circuit Boards Interboards Signals

- Diagnostic Test Flowchart
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I, A T 21 ; : 5414 (@31)
Switched 25V Switched 50V MT._ 054 ™ gel._05C
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WARNINGS & NOTICES

WARNING

FOR SAFETY AND RELIABILITY, WILLIAMS ELECTRONICS GAMES does not recommmeand of
authorize any substitute parts or modifications of WILLIAMS' equipment. Use of Mon-WILLIAMS® parts,
or modifications of game circuitry, may adversely afect game play, or may cause npuries,

SUBSTITUTE PART OR EQUIPMENT MODIFICATIONS may void FCC Type Acceplance.

BECAUSE THIS GAME IS PROTECTED by Federal copyright, trademark, and patent laws,
unauthorized game conversions may be illegal under Federal law.

THIS 'CONVERSION' PRIMCIPLE ALSO APPLIES to unauthorized facsimiles ol WILLIAMS®
equipmant, logos, designs, publications, assemblies, and games (or game features not deemed 1o be
in the public domain), whether manufacturad with WILLIAMS' components or not

( WARNING )

This equipment generales, uses, and can radiate radio irequency energy, and if not ingtalled and used

in accordance with the instructions manual, may cause interderance to radio communications. 11 has baen
tested and found to comply with the limits for a Class A computing device pursuant 10 Subpart J of Part

15 of FGG Rules, which are designed fo provide reasonable protection against such interference when
operated in a commercial envircnment. Operation of this equipment in a residential area is likely to cause
interference in which case the user at his own expense will be required 1o take whatever measuras may
be required to comect the interference.

WARNING

FCC STICKER. Check the back of your POLICE FORCE game to verify that an FCC-cenification
Sticker was attached 10 your game at the factory.

All games that leave WILLIAMS' plarts have been lested and found to comply with FCC Rules. Because
the sticker is proof of this fact, legal repercussions 1o the owner and distributor of the game may result, il
the sticker is missing. If you receive any WILLIAMS game, manufactured after December 1982, that has
no FCC sticker, call WILLIAMS for advice or write us a note on your Game Registration Card. Be sure
that the card bears your game’s seral number.

RF Interference Notice

CABLE HARNESS PLACEMENTS and ground strap routing on this game have been designed 1o keep
RF radiation and conduction within lavels accepted by the FCC Rules.

TO MAINTAIN THESE LEVELS, reposition hamessas and reconnect ground straps to their original
placemeants, if they become disconnacted during maintenance.

Notice
POLICE FORCE, Lane Change, and MULTI-BALL are trademarks of WILLIAMS ELECTRONICS
GAMES, INC.

FOR SERVICE...
WILLIAMS® Distributor.

ELECTRONICS GAMES, INC.

3401 N. California Avenue
Chicago, IL 60618

z Transport this game ONLY
WARNING: with hinged backbox DOWN!




