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RIVERBOAT GAMELER ROM and Jumper Table

. . PMN-UZ7 | PN-U25
Gane CPU Rev zllu:: G ROM1 | G ROM2 Jumpers
5400-00150-00 | A-5343- | A-5343- [W1,2.4,57.8 11,
ROLLERGAMES | "4 5762 | 5761 |14,16,17,ad19
540000 AE343- | A5343 |W1,24,5,7,8 11,
DINER 116 1000 | “emz | 571 |14,16,17,and 19
RIVERBOAT System Joan0 0015000 | A-5343- | A-5343- [W1,24,57.8 11,
GAMBLER 1C l 50007-2 | 50007-1 |14, 16,17, and 19
Riverboat Gambler Solencid Tahble
Sol Wire ) Connections W
No. Function Type | Color | CPUBMd i ool $=/Mmcrt Panel, puPiaybeld
01A 1P11-1 o ©33] AE-23-800
01C SiLeft Kicker [Shog) Finsher oo lioey-pi) = ot | ©33(960/906 fashiempe 101
0248 Shooter Lane Feeder ril-s 531-7: 534-8 (A) g
o2c3 Kicker {Skng) Flasher Blk-Red ~Red) £J5-8 (C) #80/906 flashixmps 111
034 3{LeRt Drop Tyt Reset Vio-Om |1P11-4 L 516 BoeT 932 AE-24-900
osc Drop Tgt Bank Flashwe Bi-Om ~-Orn) [ %X 932 #80/906 fashlaxups 11.1
o Drop Tgt Reset Vio-Ya |IP11-6 | 5J1-5: 5M-6(A) | 924
04C Drop Tgt Bank Flasher Bh-Yed |iGry-Ye) 5B-5 IO $24| #80/906 fashlamps 11.1
05A Vio-Gmn [1P11-6 | SJ1-4 EM4-5 931} AE-23-800
osC Target Flasher -G m) 5I5-4 nW ©31] #20/906 fashlxmpe 11.1p
o6A Kicker fLockes) Vo-Blu |1IP11-7 | 551-3: 5544 (A) Q23] AE-23-800
osC Raxnp Flasher Bix-Fiu 535-3 IO ©23] #80/90€ fiashlmps 111
o7A 3 Vio-Bk |1P13-8 | sn-253-2(A) | ©30]AE-23-800 1w
o7c Reanp Fiasher Bh-Vio |iGry-Vio) 5552 0 00| #80/906 fashisraps 11
O8A 3 Down | vio-Gry [1P21-0 5J1-1: 5361 (A) . 922 SM1-26-800
0o8cC Back Flasher Bl-Gry }(CGry-Bi) 535-1 (C) 9221 #906 fiashlamp Ip
00 |Right Back Flasher Bo-Bk | 1P12-1 : 5J6-9: 234-11 | ©17]#906 flashlamp 1P
10 | PlayReld/Insert GI Reluy Boo-Red | 1P12-2 : 5J6-8:3)4-12| ©OFP |5580-00555-01 ™
11 |Wheel Fiashers (TR + LR) Brn-Omn | 1P12-4 536-7: 334-18 90? mhhhqi lsP
12 {A/C Sclect Reley Bee-Yel |1P12-5 BI2.5 5680-00555-0
18 |Diverter Brn-Gmn 5J3-4: 5J6-5: 2)4-14] ©15]AE-24-000
14 [Roulette Wheel B Bm-Hhu [1P12-7 |5J2-4: BJ6-3: 23-15] 97 |p/o B-12088
15 |Roulettc Wheel A Bm-Vio |1P12-8 |5932-2 636-2: 214-26] ©14|p/o B-12088
16 | Wheel Flaaber (LL + TR) Beo-Gry [1P12-0 |802-1: 636-1: 234-10] 96 | #906 flashlamps 2
17 ;l‘gJetBunpa' pecial #1] Hiu-Brn | 1P18-7 5J8-7: 5J7-7 075 AE-23-800
18 Kicker {Skng) pecial #2| Biu-Red |1P194 | 5J3.6:5J7-6 071 AE-26-1500
10 |Bottom Jet Bumper Bu-Om [|1P19-8 | 5J8-8: 5J7-8 073 AE-23-800
20 |Right Kickey {Sing) pecial #4] Hu-Yed [1P19-6 EJ8-4: 5J7-5 068| AE-26-1500
21 |Right Jet Bumper pecial #5 Eiu-Gm [IP19-8 | gya2:557-2 Q77] AE-23-800
20 |Fot Used BBk [IP19-8 | g33.3:577.) o7
- Lower Right Fhpper - Om-Vh’IPIS—l 2J5-5: 2P10-7 -
Biu-Vio} 12J10-1: 2P8-15] FL11630/50VDC
- Lower Lef Flipper - | Om-Gry,(1P19-2 2J5-4: 2P10-8 -
1 12710-2: 2P8-14] FL11630/50VDC

zqadl:‘Andc

Mwﬁh‘mwm.m
wires comnect

CPU Board to fippes
when Sol. 12 8

“C" circults ave pulsed, with Sol. 12

terminals corresponding o the J1-4ermuinal connection
by Sol. 12. 4. Relay f» moumited on Relay Bd. (4a) p/n C-11006-1: (4d) C-11902-1. 5. Relny is sounted on Auxx Power

connections o cofl terminsl 'with imbended end of
2. Flipper connecticons shown i braces are fram fiipper

Teach e e ol |

energimed. Wire colors in brackets sve thase
hoted for the Jasx Power Driver Bd, which controls the
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witans  RIVERBOAT GAMBLER

PLUNGER SKILL SHOT

Pulling the plunger just
right sends the ball
directly to the Roulette
Table. This awards100
Chips and a chance to
play Roulette.

Skill Shot activates Jet
Bumpers for increased
Chip Value and raises
WIN METER in backbox.
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Williams RIVERBOAT GAMBLER

ROULETTE

> Roulette Table is open
N after the player eams

100 Chips. Piay or

~0 pass, by pressing one

; of four buttons on the

%
N
v front molding. Select
o Red or Black correctly
/ s and tum 100 Chips
o7 ) into 200 Chips. Select
% d ' Green correctly and
turn 100 Chips into 800
Chips. Selecting an
incorrect color loses
100 Chips and
increases the Jackpot
by 100, 000 points.

= (O
-
©
=

Player has 5 seconds
to make a choice.

§ Choosing Red or Black
correctly advances

/ WIN METER.
Choosing Green
correctly tops off WIN
METER for potential

Jackpot.




Williams RIVERBOAT GAMBLER

C —
N 21 or BUST
S >
S Scoring 21 at the
/ 0 Blackjack Table collects:
=) O 75 Chips the first time;
: : 150 Chips the second
time; 300 Chips the third
O time; 600 Chips the fourth
. S time; and finally 1200
B oJd} - Chips.
- @ 5/ (] Warming: Bust Card lights
I 5 d after second 7 is dealt.
— ' < Every time 21 is scored
T WIN METER, in backbox,
N NG, ﬁ advances.
, 00 N O
é &, 00 D
-] =2
NS =0l A #
o1/
) 0 DD = 4
0 D. OJ |
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RIVERBOAT GAMBLER

CHIPS

Spelling C-H-I-P-S awards

a Lit Value of either 10, 20,
or 50 Chips, or 1 Gold Star.
3 Gold Stars equal a Second
Chance (Extra Ball).

Spelling C-H-I-P-S also
increases WIN METER in
backbox.



Williams RIVERBOAT GAMBLER

FIVE CARD POKER

S Completing F-I-V-E or
C-A-R-D Drop Targets
D deals a Flashing Royal
X Flush Card. Flashing

means that the player

: loses a Card when the
ﬁ ball drains. To Hold a

~
0

s Card the player must
: make the Right Ramp
g shot. When all 5 Cards

B are dealt, collect the
o ‘ Royal Flush Value via
the Right Ramp.
Consecutive Ramp
(o) . %
©

= (0

shots continue to award
the Royal Flush Value
(100 or 200 Chips).

" A\ O WIN METER increases
a with every Royal Flush

ﬁé :‘U ’7,9" <>% # Collected.
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Williams RIVERBOAT GAMBLER

SLOT MACHINE

Consecutive shots
under Left Ramp lowers
Ramp to play Slot
Machine.

Making Ramp Shot
awards Slot Machine
Value, locks ball for
Multti-ball, and increases
WIN METER.

Right Return Lane,
when Lit, lowers Left
Ramp for Slot Machine
Values.




RIVERBOAT GAMBLER

Williams

WINNING STREAK

During Multi-ball

Winning Streak Loop
Shot advances WIN

METER. All Targets
and Ramps score

Chips.




witions  RIVERBOAT GAMBLER

_/ RIVERBOAT

GAMBLER {v]Alcik|p|o]T]

CH[1 P[5

Bresk the House
Risk Half Your Chips

WIN METER
(Jackpot)

Win each RIVERBOAT
GAMBLER game (Poker,
Blackjack, Slots, etc.) to
raise WIN METER one
level. When top WIN
METER level is lit, play
Roulette to "Break the
House", risking half your
chips. Win at Roulette
and collect the JACKPOT
as often as you can. Lose
(or drain the ball) and the
JACKPOT value resets.



Williams RIVERBOAT GAMBLER

CASINO

N Spelling C-A-S-I-N-O
by winning every game
in the Casino scores
2,000,000 points.

C-5 Card Royal Flush
A-Making 21

B . ;J S-Slot Shot
B 0O d ;S :q-.wgrﬁ:gtRoulette
o[ °

Lo\dAY & 4

O-Spelling C-H-1-P-S

=
< %
S 2,000,000 Points <>8
@@ [D@ :

— &

vV

1, S
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RIVERBOAT GAMBLER HOUSE RULES

Plunger Skill Shot
A successful Plunger Shot sends the ball directly tc the Roulette Table. This awards 100

Chips and allows you to play Roulette.

Roulette
Earning 100 Chips opens the Roulette Table. Selecting Red or Black correctly earns 200
Chips. Selecting Green correctly earns 800 chips. If the wheel does not stop on the color you

have selected, you lose 100 Chips and build the Jackpot by 100,000 points. The Roulette Table
remains open until you lose. Select a color, or Pass, by using the buttons on the front

molding.

Jackpot
Completing a Game Feature within the preset time period raises the Win Meter one step.

Complete the Win Meter and win at Roulette, to Break the House and collect the Jackpot.
Hint: Correctly selecting Green at Roulette completes the Win Meter automatically.
Once you Break the House, you can continue to collect the Jackpot until you lose. If you
attempt to Break the House and fail, you lose half your Chips and the Win Meter resets.

21 or Bust
Scoring 21 at the Blackjack Table collects: 75 Chips the first time; 1560 Chips the second

time; 300 Chips the third time; 600 Chips the fourth time; and finally 1200 Chips. If you
Bust, the value resets to 75 Chips. The Bust card lights after the second 7 is dealt.

C-H-I-P-8
Spelling C-B-1-P-S awards a lit value of 10, 20, or 50 Chips, or 1 Gold Star. Earning 3 Gold

Stars gives you a Second Chance (Extra Ball).

Five Card Poker
Completing the F-I-V-E or C-A-R-D Drop Targets deals a Flashing Royal Flush Card.

Since the Card is flashing, you lose it if the ball drains. Shooting a ball through the Right
Ramp holds the Card for the next ball. After all five Royal Flush cards are dealt,
completing the Right Ramp shot collects a Royal Flush. Achieving consecutive Right
Ramp shots continues to collect the Royal Flush value.

Slot Machine
Consecutive shots under the Left Ramp lowers the ramp to play the Slot Machine.
Completing the Ramp Shot starts Slot Machine and Locks a ball for a Winning Streak.

Winning Streak
During Multi-ball, Winning Streak Loop Shot advances WIN METER. All Targets and
Ramps score Chips.

C-A-8-1-N-O
Spell C-A-S-I-N-O by winning every game in the Casino and making the Skill Shot for &
value of 2, 000, 000 points.
C= 5 Card Poker
A=21
8 = Slot Machine
1 = Skill Shot
N = Roulette Wheel
O = C-H-I-P-S
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RIVERBOAT GAMBLER (System 11C) ROM Summary

ic DESCRIPTION TYPE IDENTIFIER BOARD PART NUMBER

Game ROM 1 32Kx8ROM 27256 u27 CPU  A-5343-50007-2

Game ROM 2 32Kx8ROM 27256 u2e CPU  A-5343-50007-1

Music/Speech ROM 1 64Kx8 ROM 27512 us Audio  A-5343-50007-3

Music/Speech ROM 2 64K x 8 ROM 27512 u19 Audio  A-5343-50007-4

Music/Speech ROM 3 64Kx 8ROM 27512 U20 Audio  A-5343-50007-5
NOTICE

To order a replacement ROM from your authorized WILLIAMS ELECTRONICS GAMES
distributor, specify: (1) part number (it available}; (2) ROM label color; (3) ROM level (number)

on the label; (4) which game the ROM is used in.

RIVERBOAT GAMBLER 1



CONNECTOR & COMPONENT IDENTIFICATION

WILLIAMS ELECTRONICS GAMES uses a special technique to identify connectors 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 part of a connector. P-designations refer to the female part of &
connector. For example, 1J1 designates jack 1 of board 1 (a CPU Board jack); 3P6 designates plug 6 of
board 3 ( a Power Supply Board piug). Iidentifying the specific pin nhumber of a connector involves a
hyphen, which separates the pin number irom the piug or jack designation. For example, 1J1-3 refers to

pin 3 of jack 1 on board 1.

Other game components may aiso have similar prefixes preceding their designator to ciarify their iocations
or related circuit.

Prefix numbers for the System 11C circult boards and other major assemblies are listed below. A prefix
number may precede a component designator to identify its associated unit (e.g., Backbox fuse 6F1).

1 - CPU § - Aux Power Driver 9 - Insert Board
2 - Master Interconnect 6 - Backbox 10 - Audio

3 - Backbox Power Supply 7 - Cabinet

4 - Alphanumeric Display 8 - Playfield

RIVERBOAT GAMBLER CIRCUIT BOARDS

System 11C Circuit Boards for REVERBOAT GAMBLER are in the backbox. They are accessible by
unlocking the Backbox lock, removing thé Backbox glass, uniatching the Insert Board, and swinging it

open.

The Master Dispiay Board is mounted on the interior side of the Speaker/Display Panel, below the
Backbox giass in the Backbox. To access the Master Display Board, uniock the Backbox, remove the
Backbox glass, Iift the Speaker/Display Panel, and iay it on the game cabinet.

Lamp circult boards are mounted on the Playfieid.

CPU BOARD. The System 11C CPU Board (p/n D-11883-50007) must be equipped with the ROMs
specified in the RIVERBOAT GAMBLER (System 11C) ROM Summary. CPU Board jumpers W1, W2,
W4, W5, W7, W11, W14, and W16 must be connected.

AUDIO BOARD. The Audio Board is p/n D-11581-50007, including ROMs and microprocessor.
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 Masier Interconnect Board is D-12313-50007.
DISPLAY BOARD. The Alphanumeric Display Unit Board is p/n D-12232-3.

SLAVE DISPLAY BOARDS. The Siave Display Boards are p/n C-8364-1.

Figure 1 shows the iocations of these circuit boards, as well as other devices especially located to
make RIVERBOAT GAMBLER a great game.

RIVERBOAT GAMBLER 2



.::.:.. D.-1.,1. LasY -.%
®. Sy 11C0PUB

DR

idllirremes)  B{)
D-122313-50007 Backbox _
L[ _interconnect Bd
Backbox
| D-12232-3 : @
.- Master Dispiay Bd
Sol 11 Display/Speaker Panel, Rear View
Underside of Playfleid i L
Viewed In Raised position
Roulette Wheel 1
ﬂ Relay Bd
LOCATIONS . Sol 10
Circult Boards :
Lamp Boards. ( 3 —
(] Major Mechanisms J insert Board, inner Side View

Figure 1. Locations Diagram - Game Circult Boards and Major Mechanisms
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RIVERBOAT GAMBLER GAME CONTROL LOCATIONS

Figure 2 shows the locations of the following switches, except for the last one (CPU Diagnostic switch,
which Is shown in the Backbox portion of Figure 1, along the left edge of the CPU Board).

The Qn-Off switch is on the bottom of the cabinet near the right front leg.

The Yolume Control is on the left inner wall of the cabinet on the tlit mechanisms board. It is accessible by
opening the coin box door.

The Credit switch (aléo called the START BUTTON) is a pushbutton to the left of the coin door on the
cabinet exterior.

GAME ADJUSTMENT/DIAGNOSTIC SWITCHES. RIVERBOAT GAMBLER allows the operator to
control all game adjustments, obtain bookkeeping Information, and diagnose problems, using only three
swiiches mounted on the inside of the coin door, along with the Start button beside the coin door.

ADVANCE, AUTO-UP/MANUAL-DOWN, and RIGH-SCORE RESET are the switches located on the
inside of the coin door. Refer to the text discussing Game Status Displays and the Test/Diagnostic

Procedures for detalis conceming bution operation.

The Memory Protect switch is on the inside frame of the coin door. This interlock switch must be open to
clear bookkeeping totals and to make game adjustments. It automatically opens, when the coin door

opens.

Figure 1 shows the location of the CPU Board switch (left edge of CPU Board, Backbox View).

The CPU Diagnostic switch (SW 2) Is mounted on the left edge of the CPU Board. This switch inltiates the
Memory Chip Test explained in the Test/Diagnostic Procedures.

_ A-8550-1
\ Volume g 47Q Resistor

27-1111
Memory Protect
Interlock Switch

Control  5010-10170-00

Assembly B-6390 Front Molding

Molding Latch Lever, p/o D-9174-1

/ Plumb Bob Tilt Assembly:
01-3444 Upper Tilt Bracket
v 01-3445 Lower Tilt Bracket
> 12-6231 Wire Hanger
20-6502-A Plumb Bob Weight
4406-01120-00 Wingnut, #6-32

7

v
5640-10932-00 7
On-Off Switch

27-1008
Game Adjustment/
Diagnostic Switches

Figure 2. Pinball Game Controls Locations
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PINBALL GAME ASSEMBLY INSTRUCTIONS

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

2. Place the cabinet on a support and attach rear legs (after installing the rear leg spacers on the shaft of
the leg levellers), using leg boits. Leg levellers and leg bolts are provided among the parts in the
cash box. .

3. Attach the front legs (after installing leg levellers}, using leg bolts. See Figure 3 for details.

Detail View - Leg Leveller

T
ra— Leg
Yo Degrees C-10843
/ Approx Playfield =
Pitch Angle: Le
g Leveller
6 -7 Degrees = 087377 J
= Shaft
J Poatpad }
Locking Nut /
~ 4422-01117-00

-’
Sce Detail View ( 1

Figure 3. Pinball Assembly, Playfleld Pitch Angle, and Leg Leveller Detalis.

4. Reach into the cabinet and backbox and ensure that the interconnecting cables are free to move
(not kinked or pinched). Be careful to avoid damaging wires at any stage of the assembly process.

5. Raise the hinged backbox upright and stabilize it into position. Uniock the backbox, and remove the
backbox glass, storing It carefully to avoid scratches. Remove the shipping block holding the Insert
Board. Unlatch the Insert Board and open it; lift the Speaker/Display Panel and lay it on the playfield
glass. This allows access to the bolt holes used for securing the backbox upright. install the washer-
head mounting bolts through the bottom holes of the backbox into the threaded fagteners in the
cabinet to secure the backbox. Remount the Speaker/Display Panel; close the Insert Board and
latch it in position. Reinstall the backbox glass, and lock the backbox.

WARNING

FAILURE TO INSTALL the backbox mounting hardware properly can cause
personal injury. NEVER TRANSPORT a pinball game with the hinged backbox
erect. Always iower the backbox forward onto the playfield cabinet on a layer of
protective material to prevent marring or damage and possible personal Injury.

6. Extend each leg leveller slightly below the leg bottom, so that all four foot pads are extended about
the same distance. Remove the cabinet from its support and place it on the fioor.
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PINBALL GAME ASSEMBLY INSTRUCTIONS (Continued)

7. Unlock and open the coin door. Locate the Molding Latch Lever (shown in Figure 2), and move the
lever toward the left slde of the game, to release the Front Molding. ‘Lift the Front Moiding off the
playfield cover glass (notice that for each pushbutton on the front moiding, there Is a corresponding
membrane switch on the metal! strip, under the front molding); return the Latch Lever toward the
right, and close the coin door. Carefully slide the glass downward, untll it clears the grooves of the
Left and Right Side Moidings. Lift the glass up and away from the game, storing it carefully to avoid

breakage.

8. Place a level or an inclinometer on the playfield surface. Adjust the leg levellers for proper playfield
level (side-to-side) and playfield pltch angle (incline) of approximately 6-7 degrees. NOTE: |t Is
recommended that these measurements be made ON the playfield, not the cabinet nor the playfleld
cover glass. Tighten the nut on each leg leveller shaft to maintain this setting, as shown In Figure 3.

CAUTION
Playfield pitch angle adjustments can affect the operation of the plumb bob tiit, inside the
cabinet. The plumb bob welght Is among the parts in the cash box; the operator should
install the welght and adjust this tilt mechanism for proper operation, after completion of the

desired playfield pitch angle setting.
9. Move the game into the desired location; recheck the level and pitch angie of the playfield.

10. Verify that the required number of balls are installed in the game. RIVERBOAT GAMBLER
uses 3 balls. ‘

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

GAME OPERATION

WARNING

After assembly and Installation at its site location, this game must be plugged Into a properly
grounded outiet to prevent shock hazard, and to assure proper game operation. DO NOT use a
‘cheater' plug to defeat the ground pin on the line cord. DO NOT cut off the ground pin.

POWERING UP. Perform the following ‘power up’ routine upon completion of the assembly and
Installation procedure, as well as at the beginning of each period of game operation. Initially, it will confirm
that the game is In proper operating condition; later, it wili aid the operator via its messages (refer to later

text entitled “Problem Analysis Messages”).

Procedure. With the coin door closed, plug the game in, and switch it ON, using the On-Off switch. In
nommal operation, the player 1 score display inltially shows 00. Then, the game goes Into the Atiract Mode
(playfield and backbox lamps flashing, sounds being heard, efc., If the operator does not change the

Factory Setting).

Open the coin door and press the AUTO-UP/MANUAL-DOWN switch to MANUAL-DOWN. Press the
ADVANCE button to begin the game test routine. Return to AUTO-UP and perform the gntire test routine
to verify that the game Is operating satistactorily. Successful completion of the tests shows that the game

Is ready to begin eaming your investment retumn.
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GAME OPERATION (Continued)

Atfter the game has been on location for a period of time, the test routine may be preceded by messages
conceming game problems. The text entitlted ‘Problem Analysis Messages’ at the end of the
Text/Diagnostic Procedures contains more details conceming messages displayed at each game tum-on.

ATTRACT MODE®. Playfield and backbox lamps blink. The player score dispiays exhibit a series of
messages Informing the player conceming:

A. Recent highest scores®;

B. A "custom message”
("EARN THE RIGHT TO PLAY ROULETTE, COME RIDE THE RIVERBOAT ")*;

C. The score to achieve to obtain a Replay award®;

These (or similar) displays reappear occasionally, accompanied by sounds and music, untii a player Initiates
game play by inserting a coin or, when credits are avallable, pressing the Start button.

CREDIT POSTING. Insert coin(s). A sound is heard for each coin, and the player score displays show
the number of credits purchased. So iong as the number of maximum aliowabie credits* are NOT

exceeded by coin purchase or high score, credits are posted correctly.

STARTING A GAME. Press the Start button once. A startup sound plays, and the Credit amount
shown In the player score display decreases by one. The upper Player Score Display flashes 00 (untii the
first playfield switch Is actuated), and the lower Player Score Display shows ball 1, except for 4-piayer
games where the ball # shows in the Individual player's display. Additional players may enter the game by
pressing the Start button once for each player, before the end of play on the first bali.

TILT. Actuating the Siam Tiit switch on the coin door inside the cabinet ends the current game;
RVERBOAT GAMBLER then proceeds to the Game Over Mode. With the third closure® of the plumb
bob tiit switch, the player loses the remaining play of that ball, but can complete the game.

END OF GAME. All eamed scores and bonuses are awarded. If a player's final score exceeds the
specified value, the player receives a designated award for achieving the current highest score. A random
digit set" appears in the Match display. Credit” may be awarded, when the last two digits of any player's
score display (1 through 4) match the random digits of the Match display. Match, high score, and game

over sounds are made, as appropriate.

GAME OVER MODE. The GAME OVER display shows in the player score displays. Then, the high
scores fiash on the appropriate player score displays. The game proceeds to the Attract Mode.

* - operator-adjustable feature
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RIVERBOAT GAMBLER GAME STATUS DISPLAYS

RIVERBOAT GAMBLER provides the game owner/operator with a display of information concemning
the game's bookkeeping and game play feature adjustments. Basically, three classes of Information now
become available In this status display mode: |d (ldentification); Au(Audit); Ad (Adjustment). Each of the
underscored two-letter abbreviations for these classes appears in the Player Score Displays, while the
system microprocessor for the RIVERBOAT GAMBLER game Is displaying the items within each class.

identification information--id
With the game tumed on, the coin door open, and the AUT O-UP/MANUAL-DOWN switch in the AUTO-

UP posttion, the operator can press the ADVANCE switch once, briefly. Player displays immediately
change from the Attract Mode to the Game Status Display or Identification (Id) Mode. This Is evident by
the following dispiay, shown in columnar form. The column headings refer to the two backbox displays.

Upper Player Score Display Lower Player Score Display
RIVERBOAT GAMBLER id 00 §0007 L-x*
* x - Indicates ROM revision level; e.g.. 1 is initial issue; 2, 3, etc. for later revisions.

The game Iis 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 Player Score display.

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

Pressing ADVANCE once more causes the Id 02 display to appear. This display describes which of the
*Install” options Is currently In effect. For example, if the YES option of the INSTALL FACTORY
Adjustment tem (Ad 70) was last selected, FACTORY SETTING appears on the player score displays.
Changing the setting of any other game adjustment item, after selecting the YES option for Ad 70 causes
the display to change to FACTORY ALTERED. Similarly, If the operator selects the YES option for
INSTALL HARD (Ad 65), the display indicates HARD SETTING. Changing a game adjustment Item later
then causes the display to show HARD ALTERED.

Audit Information--Au
While the AUTO-UP switch remains in the Up position, the operator can press the ADVANCE switch once,

briefly, to begin the backbox dispiays of Audit (sometimes called "bookkeeping”) information. Fifty-four
audlt entries are now available. Calculation of the various factors is no longer necessary because the
System 11C game program now performs all the mathematical factor computations. This information is
intended to aid the owner/operator in evaluating how the game is performing in each location, by
providing knowledge about which game features are recelving the most piay. With this information, the
owner/operator can determine whether adjusting the game features to other settings will contribute to

increased game eamings.

The operator can press the ADVANCE button once to view each Audit Information display item. To
proceed more rapidly through this information, the operator only has to press and hold the ADVANCE
button. i a desired em is passed, the operator can use the MANUAL-DOWN switch position with the
ADVANCE button to back up to the deslred em.

The RIVERBOAT GAMBLER Audit Table lists the 54 Audit items of the RIVERBOAT GAMBLER
Game Status Dispiays. Presentation of these Audit items again utilizes the player score displays: The
Audit Item entry appears in the lower Player Score Display accompanied by the item's data, while the
upper display shows the Item description. A few exampie entries are shown in the table. Detection of
erroneous data affecting any of the counters used in these audit items causes the message, ERROR, to
be displayed during display of any audit tem associated with that particular counter. (The program does
not analyze the cause of the error; it merely alerts the operator of the error's existence by the message.)
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RIVERBOAT GAMBLER AuditTable

Audit Descriptive Phrases Audit Factor ]
Item Value
Right) (Lett Display) (Right)
AU 01 LEFT COINS (chute next to coln door hinge) 432
CENTER COINS 0

02

03 RIGHT COINS 308
04 PAID CREDITS 830
05 TOTAL PLAYS

06 TOTAL REE (Total Free Plays)

07 PERCENT FREE (% Free Piays)

08 REPLAY AWARDS

o9 PERCENT REPLAY (% Replay Awards)

10 SPECIAL AWARDS

n PERCENT SPECIAL (% Special Awards)

12 MATCH AWARDS

13 HSTD ( High Score to Date) CREDITS

14 PERCENT HSTD (% HSTD Credlts)

15 EXTRA BALLS

16 PERCENT EX. BALL (% Extra Balls)

17 AV.BALLTIME (Average Time in Seconds)
18 MINUTES OF PLAY (Minutes of Play)

19 BALLS PLAYED

20 REPLAY1 AWARDS

21 REPLAY2 AWARDS

22 REPLAY3 AWARDS

23 REPLAY4 AWARDS

24 1 PLAYER GAMES

25 2 PLAYER GAMES

26 3 PLAYER GAMES

27 4 PLAYER GAMES

28 BURN-IN CYCLES

2 JACKPOT AWARDS ( # of times Jackpot wos awarded)

30 ROULETTE WINS (# of times Roulette was won) .
3 ROULETTE PLAYED (# of times Roulette was played )

32 WIN METER AT TOP (# of times Jackpot was qualified)
33 CASINO AWARDS (# of times Casino was awarded)
34 ROYAI FLUSH (# of times Royal Flush was eamed)

35 21 AWARDS (# of times 21 was awarded)
36 SLOT SHOTS (# of times Slot Shot was ployed)
37 SKILL SHOTS (# of times Skl Shot was made)

38 CONSOLATION SECOND CHANCE (# of times Consol. 2nd Chance ayarded)

39 H.S.RESET COUNTER
40 0.0-04 MIL. SCORE (# of games <500K)
41 0.5-0.9 MIL. SCORE (# of games 2500K, <1M)

42 1.0-1.4 MIL. SCORE (# of games 21M., <1.5M)
43 1.5-1.9 MIL SCORE (# of games 21.5M, <2.0M)
a4 2.0-2.9 MIL, SCORE (# of games 22.0M, <2.9M)
45 3.0-3.9 MIL. SCORE (# of games 23.0M. <3.9M)
46 4.0-4.9 MiL, SCORE (# of games 24.0M, <4.9M)
47 5.0-5.9 MIL. SCORE (# of gomaes 25.0M, <5.9M)
48 6.0-7.9 MIL SCORE (# of games 26.0M, <7.9M)
49 8.09.9 MIL SCORE (# of games 28.0M, <9.9M)
50 10-99 MIL. SCORE (# of games 210.0M, <99 M)
5 AV. MIN. GAME TME (Avg Game Time in minutes)
52 | LEFT OUTLANE (Total # of imes ball hit Left Outiane)
53 RIGHT OUTLANE ( Total # of times ball hit Right Outiane)
54 MINUTES ON (How long machine is tured on)
NOTE:

1. The numbers shown In this column for items 1 through 4 are examples.
Entries for ail Herms depend on the amount of play; thus, they will vary
from location to location.
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RIVERBOAT GAMBLER GAME STATUS DISPLAYS (Continued)

Adjustment Information--Ad

At end of the Audit Information presentation, with the. AUTO-UP switch In the Up posiltion, the
operator can press the ADVANCE button to proceed to the Adjustment Information portion of the
RIVERBOAT GAMBLER Game Status Displays, as shown in the Player Score Displays. A list of

the Game Adjustments appears in the RIVERBOAT GAMBLER Game Adjustment Table.

The operator can press the ADVANCE button once to view each Adjustment information display item.
To proceed more rapidly through this information, the operator only has to press gnd hold the
ADVANCE button. If a deslred item is passed, the operator can use the MANUAL-DOWN switch
posltion with the ADVANCE button to back up to the desired item.

The RIVERBOAT GAMBLER Game Adjustment Table lists the 70 ltems of the Adjustment
Information portion of the RIVERBOAT GAMBLER Game Status Displays. Presentation of the
displays is similar to that for the Audit information (that is, the upper display shows a descriptive phrase;
the light type below the column headings names the respective backbox displays where the information

appears, efc.).

The RIVERBOAT GAMBLER Game-speclfic Adjustments Table lists those game-specific

Adjustment items for which settings vary between the major models of pinball products. The Game
Adjustment Table, along with the Game-specific Adjustments Table, provides the Factory Settings for
the three major models of pinball products (defined by country/language designation).

NOTE
in these tables, each Adjustment ltem’'s Factory Setting for each of the three
major models of pinball products Is that shown in the ‘Domestic’ (US / Can.)
.column, unless a superseding entry appears in the French or West German
columns of these tables. A superseding entry takes precedence over the
‘Domestic’ entry for the only the particular model indicated.

RIVERBOAT GAMBLER Game-specific Adjustments Table

Adjustment Factory Setting
ftem Descripti\fe Phrase Domestic (Lower)
(Lower) (Upper Display) (Us/Can.) | French glgepgan

Ad a4 Attract Mode Sounds On On On
32 Special % 3% 3% 3%
45 Jackpot % Normal | Nommal | Normai
46 No Buttons oft off off
47 Redemption Misc. Misc. Misc.
48 Jet Speech Normal | Normal | Normal
51 Buy-in Off Off Off
52 Replay Boost 3 Million | 3 Million | 3 Million
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RIVERBOAT GAMBLER GAME STATUS DISPLAYS (Continued)

RIVERBOAT GAMBLER Game Adjustment Table

Adjustment Descriptive Phrases Factory Setting
ftom Domestis | W.Qer./ Frenoh
(Player 3) {Plaver 1 and 2 Displave) {US/Can.)| Buropesn
Ad 01 AUTOREPLAY ! or 10 (%) ON
FIXED REPLAY ! SCORES1
02 REPLAY START (or REPLAY LEVEL 1) ! 7,000,000 8,000,000] 7, 000, 000
03 REPLAY LEVELS (of REPLAY LEVEL 2) 1 02
04 (REPLAY LEVEL 8) ! (see text)
o5 (REPLAY LEVEL 4) 1 (son text)
06 REPLAY AWARD Credit
07 SPECIAL AWARD Credit
08 MATCH FEATURE [Off,1-50%] 7 (%)
01 BALLS/GAMES 03
10 TILT WARNING 08
11 MAXIMUM EXTRA BALL 02 02
12 MAXMUM CREDITS 10 80
13 HIGHEST SCORES Oon
14 BACKUP HI. SCR.1 8, 500, 000 | 8, 800, 000| & m00, 00O
15 BACKUP HL SCR. 2 8, 000, 000 | 9, 000, 000| 8. 000, 000
18 BACKUP HL. SCR. 8 7, 500, 000 | 8, 500, 000 7, 500, 000
17 BACKUP HL SCR. 4 7, 000, 000 | 8, 000, 000]| 7. 000, 000|
18 Hl. SCR.1 CREDITS 01 03
18 HI. SCR.2 CREDITS 01 00
20 HlL. SCR.3 CREDITS 01 00
21 HI. SCR.4 CREDITS 01 oo
22 H. 8. RESET EVERY 3,000 1,000
23 FREE PLAY 2.3.6 NO
24 U.8.A. 1 CONAGE (1OOIN1PLAY) 3 USA 2 GERMAN 2
25 LEFT UNITS 01 08
28 CENTER UNITS 04 12
27 RIGHT UNITS 01 30
28 UNITS/ CREDIT 01 os
29 UNITS/ BONUS 00 00
380 MINIMUM UNITS 00 00
31-48  Bame-specific Adjustments (detsiled in text and the Game
Adjustment Setting Comparison Table)
49 CUSTOM MESSAGE ON
50 DISPLAY AU 01-04 YES
51 BUY-IN
52 REPLAY BOOST
83 -58 5® | Special Adjustments- See text for 53-58 detalls.
59: INSTALL ADDABALL NO
80, INSTALL 5-BALL NO
81 INSTALL NOVELTY NO
2 : INSTALL EX. EASY NO
3 INSTALL EASY NO
¢4% | NSTALL MEDIUM NO
a5 & INSTALL HARD NO
e6® | NSTALL EX HARD NO
87 AUTO BURN-N NO
€8 INSTALL FACTORY NO
69 , CLEAR AUDITS NO
70 CLEAR CONS NO
NOTES: 1 Amonnlencphypmeornm vaiue range is adjustabie from 5 to 50%, vie the Start Button. Rem 02
permrits changing the factory sefting value for Replay Start Level vafid for the next 500 games played.
hem 03 permits setiing up four replay levels, values as detsiled in text describing ftem 03.
For Fixed R Scores set Auto ay value to 1 less than 5% via the Start Button. Go to leme
Q2, 08, 04, and hlullhclrnphy scores. Tum off any level by setting 00 as its vaiue.
ZPM'uolnpubmin-ullFaaaysuI . Phrase appears in player 2 and 4 dispiays. Press Start
bunonoe!nnpoumnpdﬂ\og. pddngdlbmm
8 To change country OR coinage umng press Start button to obtain 24 Standard settings, followed by
a Custom . The Customn Setting activates homs 25 through 30. When a Standard Setting is
uudnomtzs: h 30 are set autornalically, and cannot be changed.
4 To install Custom Message, press flipper button for alphabet and specisl characters. Press Stan
Button for next message ietter or character.
$ Specisl Preset Adjustment, whose efiects are noted In the Game Adjustment toxt.
¢ Refero priging Teble and text describing thess ltems.
7 Approximmies Ad 84, yet Inciuies all factors ksted In Factory Sefting column, not just Ad 81
thrauph £7provided by Ad 64.
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RIVERBOAT GAMBLER GAME STATUS DISPLAYS (Continued)

One of the following RIVERBOAT GAMBLER Game Difflculty Setting Tables shows the five

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 'difficulty’ Adjustments causes the values shown for each of the included game play Adjustment
Items to be installed as a group, changing the level of play from one difficuity level to another. The
owner/operator can use the information provided by the Audit Table items to determine whether the
'difficulty level' for this game in this location needs to change to obtain a higher level of eamings 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-earnings goal. Sometimes, one (or more) of the Adjustment Iltems needs
further change to keep the number of plays high, while still keeping the earnings level high. "Fine-
tuning” of the game's Adjustment hems is a key feature of Williams Electronic Games products.

RIVERBOAT GAMBLER
Game Difficuity Setting Table for U.S. / Canadian / French Games

Extra ' i

Adj # Adj Description Eat;y 2: Basy :g (h:::::; :2 Hard :g ix::: ::
33 |[Second Chance " 30 % 25 % 15 % 10% 10 %
34 |5-Card Free Card HE 1 0 0 0
35 |[2nd5-CardTimer - || 10Sec | 8Sec 8 Sec 8 Sec 5 Sec
36 | Spot Card Timer (Ramp) ]] 20 Sec 15 Sec 15 Sec 10 Sec 10 Sec
37 | Spot Card Timer (Lane) 10 Sec 10 Sec 8 Sec 8 Sec 5 Sec
38 {No Bust21's ﬁv Never 3 1 1 0
39 |Con. Ramps for Lock 2 2 3 4
40 | Win Streak Timer ]l 15Sec | 15 Sec 15Sec | 10Sec | 5Sec
41 |Slot Timer 10 Sec 10 Sec 8 Sec 8 Sec 5 Sec
42 | Win Meter Start 4 3 2 1
43 | Win Meter Timer 30 Sec 20 Sec 20 Sec 10 Sec
44 | Hold Card Memory On On Off Off
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RIVERBOAT GAMBLER GAME STATUS DISPLAYS (Continued)

NOTE
The ‘difficulty’ Factory Setting for French games is the equivalent of Ad 64 Medium, with
3 balls/game. German/European games also use the equivalent of Ad 64 Medium, with

3 balls/game.

RIVERBOAT GAMBLER
Game Difficulty Setting Table for German / European Games
Adi#|  Adj Description ][ i’:;; . Eesy i (“:::t:;; o erd ot Hard -
33 | Second Chance 30% 20 % 10 % 10 % 10 %
34 | 5-Card Free Card 3 1 0 0 0
35 | 2nd 5-Card Timer 10 Sec 8 Sec 5 Sec 5 Sec 5 Sec
36 | Spot Card Timer (Ramp) 20 Sec 15 Sec 10 Sec 10 sec 10 Sec
37 | Spot Card Timer (Lane) 10 Sec 10 Sec 8 Sec 8 Sec 5 Sec
38 | No Bust 21's Never 2 1 1 0
39 }Con. Ramps for Lock 2 2 3 4 5
40 | Win Streak Timer 15 Sec 15 Sec 15 Sec 10 Sec 5 Sec
41 | Slot Timer 10 Sec 8 Sec 5 Sec 5 Sec 5 Sec
42 | Win Meter Start ' 3 2 1 1
43 | Win Meter Timer i o 20 Sec 158ec | 15Sec | 10 Sec
44 | Hold Card Memory ﬂ On On On Oft Oft
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‘GAME ADJUSTMENT PROCEDURE

Adjustment Items 01 through 70
The coin door must be open to access the Game Adjustment/Diagnostic switches. All readings and

setting changes require operation of these coin door switches. Some setting changes utllize the Start
button; some also use the flipper button(s). Additional text describing the game adjustment tems
foliows this procedurs; the value of the Factory Setting for each Game Adjustment item Is in the
preceding RIVERBOAT GAMBLER Game Adjustment Tabie.

1. Use AUTO-UP and press ADVANCE. The id 00 display initially appears. Press ADVANCE until
the Player 3 display indicates Ad 01. If the factory setting has not changed, the upper Player
Score display Indicates AUTO REPLAY, and the lower display shows 10%, indicating a 10%
replay percentage. (The game program adjusts itself automatically, as discussed In the
following text conceming the 'detalls’ about Adjustment item 01.)

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

3. With the desired Game Adjustment item number showing in the lower dispiay, increase the
setting value (or select another option) shown In the lower dispiay by using AUTO-UP and
pressing the Start button. Repeat this step for each item, until all changes to the factory
settings for the Game Adjustment items have been made. The preceding Game Adjustment
Table consolidates the Factory Settings into one grouping.

(The same procedure can be used for Audit items. To zero Au 01 - 04 (conceming the coin
chutes and the total coins), the operator can proceed to tem 70, Clear Coins, and press the
Start button to obtain the YES option. The operator then presses the ADVANCE button and
notes the "DONE" dispiay, which verifies that the entry values for items 01 through 04 of the
Audtt items are now reset {0 zero.)

For example, the operator may desire to change the degree of game play difficulty from the
Factory Setling (equivalent to the install Medium [Ad 64] difficulty, along with a number of other
automatically instalied settings, as shown in the right column of the Game Adjustment Table) to
- another difficulty more suitable for the players at a particular game site. Four other 'automatic’
play difficulty settings (Ad 62 - Ad 66) are avallable, each of which, if selected, installs all the
adjustments listed for that difficutly in the Game Adjustment Setting Comparison Table, which

precedes the 'detalls’ text.

4. To proceed rapidly through the entire adjustments series, press and hold ADVANCE, untll Ad
7 0 shows In the lower display. From ltem 70, you can return to the Game-Over Mode by using
AUTO-UP and pressing ADVANCE once. RIVERBOAT GAMBLER now goes to the Game-

Over Mode.

5. To restore the Factory Settings for Game Adjustment ltems (as listed In the Game
AdjustmentsTable), and zero all audit (bookkeeping) totals, use AUTO-UP or MANUAL-DOWN
to display Ad 68 in the lower display. Press the Start button to display the YES option in the
lower display. Using AUTO-UP, press ADVANCE once. RIVERBOAT GAMBLER now
zeroes ALL Audit item totals and changes ALL Game Adjustment items back to those originally
selected as Factory Settings. It then shows the operator a message ("FACTORY SETTING")
that this has occurred. (A problem in the Memory Protection circult or closing the coin door will
cause the message "ADJUST FAILURE" to appear.) Press ADVANCE once more to return to
the Game-Over Mode.
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GAME ADJUSTMENT PROCEDURE (Continued)

Detalis of Adjustment Items 01 through 70

01

02

03

Auto Replay (or Fixed Replay)

Of the two options, AUTO REPLAY is the percentage of replays automatically awarded per
game. The game program aids a pinball's initial installation by causing a comparison of the value
of the Replay Level to the value of all ptayers’ scores every 50 games. At each comparison, the
program Increases (or decreases) the Replay Level by an amount necessary to achieve the
replay percentage specified either via the factory setting or later operator selection. Use the
Start button to change the percentage within the range of 5 to 25 (%), with the value increasing
using AUTO-UP (or decreasing using MANUAL-DOWN). The next Start button change below
5%, selects the FIXED REPLAY option.

For AUTO REPLAY, Ad 02 provides the Starting Replay Level (the upper display shows REPLAY
START). Ad 03 provides the number of replay levels (01, 02, 03, or 04). RIVERBOAT

GAMBLER then proceeds to Ad 06 automatically.

For FIXED REPLAY, Ad 02 is the first replay level (REPLAY LEVEL 1). Ad 03, 04, and 05 are the
other replay levels.

Starting Replay Level (or Replay Level 1)

For AUTO REPLAY (refer to Ad 01), the initial Factory Setling is listed in the Game Adjustment
Table. The range of settings is 2,000,000 through 18,600,000 (by increments of 200,000 with
AUTO-UP or decrements of 200,000 with MANUAL- DOWN).

For FIXED REPLAY, the operator can enter the value to be used for the first fixed replay score
level via the Start button. The range of settings is: OFF; 200,000 through 19,800,000 (by
increments of 200,000 with AUTO-UP, or decrements of 200,000 with MANUAL-DOWN).

Replay Levels (or Replay Level 2)

For AUTO REPLAY (refer to Ad 01), this is the number of replay levels in a game. The option
range Is one, two, three, or four replay levei(s). When the operator chooses two replay leveis,
RIVERBOAT GAMBLER automatically adjusts the second replay level to be twice the value
salected for Ad 02, the starting replay level. Choosing three or four replay levels automatically
adjusts their replay levels to three times or four times the Ad 02 value.

For FIXED REPLAY, the technique of value entry and the range of settings are ldentical to those
of Ad 02.

04 (Replay Level 3)

For AUTO REPLAY, this Adjustment Item is not applicable. RIVERBOAT GAMBLER
automatically bypasses this adjustment.

For FIXED REPLAY, the technique of value entry and the range of settingé are identical to those
of Ad 02.

05 (Replay Level 4)

For AUTO REPLAY, this Adjustment Item is not applicable. RIVERBOAT GAMBLER
automatically bypasses this adjustment. ’

For FIXED REPLAY, the technique of value entry and the range of settings are identical to those
of Ad 02,
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07

08

09

10

11

12

13

GAME ADJUSTMENT PROCEDURE (Continued)

Replay Award _
For either AUTO REPLAY or FIXED REPLAY (Ad 01), the operator can select the form of the

award automatically provided when the player exceeds any Replay Level (Automatic or Fixed).
The choices are:

Credit - Reaching each replay level obtains a credit (free game).
Ball - Reaching each replay level obtains an extra ball.
Audit - Reaching each replay level obtains nothing to the player; it does increase the entry

value of the Audit ltem(s) maintaining a tally of these awards (Au 08, and Au 20

through 23, as applicable).
Coil - Reaching each replay level causes the Knocker coil to activate once per free game.

(Possibly dispensing a ticket) (SEE ADJUSTMENT 47)

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 lit, obtains a credit (free game).

Ball - Scoring each Special, when lit, obtains an extra ball.

Score - Scoring each Special, when lit, obtains a score advance of 1,000,000 pts to the
" player.

Match Award .
The operator ¢an select (via the Start button) the desired percentage for the Match action

occurring at the completion of each game. The choices are:

1%-50% - 1% is 'hard'; 50% is 'extremely easy'. During Match action, the game selects at
random two-digit number at end of game and compares each player's score for an
identical two digits in the rightmost two positions. A matching of the two digits
results in the award of a credit.

Off - The MATCH display does not operate at completion of the game; no award is given.

Balls / Game v
The operator can define a “game” by specifying the number of balls to be played. The range of

this setting is 1 through 9.

Tiit Warning
The operator can specify the number of total actuations of the plumb bob mechanism that can

occur before the game is "tilted”. The range of this setting is 1 through 5.

Maximum Second Chance (Extra Ball)
The operator can choose (via the Start button) the number of Second Chances (Extra Balls) to

be awarded to a player. The range of this setting is:

00 - NO extra ball play; displays a message, NO SECOND CHANCE (EX. BALL))
1 -9 Extra Balls - 1 through 9 Second Chances (Extra Balls) per ball.

Maximum Credits
The operator can specify the maximum number of credits the game can accumulate, either

through game play awards or coin purchases. The range of settings is 5 through 10. Reaching
the specified setting prevents the award of any credits.

Highest Scores
The operator can specify (via the Start button) whether the game is to maintain a record of the

four highest scores achieved to date. The choices are:
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GAME ADJUSTMENT PROCEDURE (Continued)

Backup High Score 1

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

15 Backup High Score 2

16

This adjustment is simliar to Ad 14, except that this applies to the Player 2 Score display. The
adjustment technique is identical to Ad 14. Itis also restored as described for Ad 14.

Backup High Score 3
This adjustment is simliar to Ad 14, except that this applies to the Player 3 Score display. The
adjustment technique is identical to Ad 14. It is also restored as described for Ad 14.

17 Backup High Score 4

18

19

20

21

22

23

This adjustment is similar to Ad 14, except that this applies to the Player 4 Score display. The
adjustment technique is identical to Ad 14. It is aiso 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 Start button,
whenever a player exceeds the previous Highest Score. The range of this setting is 00 through

10.

Credits “for Highest Score 2
This adjustment is similar to Ad 18, except that this applies to the player's exceeding the second
highest score. The Start 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 o Ad 18, except that this applies 1o the player's exceeding the third
highest score. The Start button adjustment technique is the same as for Ad 18. The range of
this setting is 00 through 03.

Credits for Highest Score 4

This adjustment Is similar to Ad 18, except that this applies to the player's exceeding the fourth
highest score. The Start bution adjustment technique is the same as for Ad 18. The range of
this setting is 00 through 03.

Automatic High Score Reset

The opsrator can specify (via Start button) that the game will provide an automatic reset of the
displayed "Highest Scores”, and the number of games to be piayed before the reset occurs.
(Audit lem 39 displays the games remaining before the reset.) The values provided upon reset
are those selected by the operator in Ad 14 through 17, the Backup High Scores. The range of
this setting is Off (to disable this adjustment), and 250 to 24,750 games (in increments of 250).

Free Play
The operator can select (via the Start button) whether a player can operate the game without a
coin (free play) or with a coin. The choices are:

No - A coinis necessary for game play.
Yes - Game piay is free; no coin Is required.
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26

27

28

29

30

GAME ADJUSTMENT PROCEDURE (Continued)

Coinage Seiections

The operator can specity (via the Start button) any of the 23 Standard Settings for game pricing,
each of which exhibits a message identifying the country and the number of coins required and
the number of games that the coin requirement purchases. Choosing a Standard Setting
permits the game to omit items Ad 25 through 30, which are adjustments allowing for a special

custom colnage setting.

Foliowing the last Standard Setting is a Custom Coinage Setting, which allows the operator to
utiiize Ad 25 through 30 in establishing a special coinage setting. A message, CUSTOM
COINAQGE, indicates that the operator can enter the appropriate values into the Ad 25 through
30 adjustment items.

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

Left Chute Coin Units
The operator can specify (via the Start button) the number of coin units purchased by a coin

passing through the ieft coin chute.

Center Chute Coin Units
The operator can specify (via the Start button) the number of coin units purchased by a coin

passing through the center coin chute.

Right Chute Coin Units
The operator can specify (via the Start button) the number of coin units purchased by a coin

passing through the right coin chute.

Units Required for Credit

The operator can define (via the Start button) the number of coin units required to obtain 1
Credit. A coin unit counter in the game program totais the number of coin units purchased
through all coin chutes prior to each game. If the fotal of these coin units matches, or exceeds,
the Unlts per Credit value by a multiple (or more, coin units) of the specified Units per Credit
value, the Credits display shows the proper number of Credits. The coin unit counter retains
any remaining coin units, until the start of a game; then, the coin unit counter is cleared (its

contents are zeroed).

Units Required for Bonus
The operator can specify (via the Start button) that 1 additional 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 specify that NO Credits are to be posted (indicated in the Credits dispiay), untii
the credit units counter reaches a particular value, by setting this value to 02 (or more). A
setting of 01 allows the Credits display to show fractional coin units.

The System 11C game program defines the foliowing 28 Adjustment kems as "game-specific”; that is,
they are unique for each game. The Game Designer/Engineer/Programmer team members work
together to use these as controlling factors for game play. By varying the setting of these Adjustment
Rems, it is possible to “fine-tune”™ a game to sult a particular iocation, enabling the owner/operator to
reap maximum earnings, while still providing the players with sufficient chalienge to keep them

playing.
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37

GAME ADJUSTMENT PROCEDURE (Continued)

ATTRACT MODE SOUNDS
The operator can choose (via the Start button) whether sounds may be heard during the Attract Mode. The

choices are:

On - Sounds ARE heard during the Attract Mode.
Off - Sounds are NOT heard during the Attract Mode.

SPECIAL PERCENT v
The operator can choose (via the Start button) the percentage limit for the SPECIAL award. The range of
this adjustment setting is1% (Conservative) through 10% (Extremely Liberal), and OFF.

SECOND CHANCE PERCENT

The operator can specify (via the Start button) the number of Second Chances (Extra Balls) awarded per
game, as determined by the percentage setting selected. The range of this adjustment setting Is 5-11 %
(Conservative) through 20-40 % (Extremely Liberal).

5-CARD FREE CARD
The operator can choose (via the Start button) the number of Free {Always Lit) Cards that the 5-Card
feature starts at and resets to after the feature has been earned. The range of this setting is 0 Cards

(Conservative) through 3 Cards (Liberal).

SECOND 5-CARD TIMER
The operator can specify (via the Start button) the time period for achieving consecutive Royal Flush shots.
The range of the this setting is 5§ seconds (Conservative) through 10 seconds (Liberal) during which time

the Coliect Royal lamp remains iit.

SPOT CARD TIMER (RAMP)

The operator can specify (via the Start button) the time period for the Spot Card Timer when the Spot Card
Lamp is lit by completing Ramp Shots. The range of this setling is 10 seconds (Conservative) through 20
seconds (Liberal), during which time the Card.Lamp remains fit.

SPOT CARD TIMER (LANE)

The operator can specify (via the Starnt button) the time period for the Spot Card Timer when the Spot Card
Lamp is it by getting a ball through the Left Return Lane. The range of this setting is 5 seconds
(Conservative) through 10 seconds (Liberal), during which time the Card Lamp remains fit.
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45

46

GAME ADJUSTMENT PROCEDURE (Continued)

NO 21 BUSTS
The operator can choose (via the Start button) the number of 21 awards the player must eam before the

Bust feature is activated. The range of this setting is 0 awards (Conservative) through 3 awards (Very
Liberal), and Never (Bust Card is never activated).

CONSECUTIVE RAMPS for LOCK
The operator can choose (via the Start button) the number of Ramp Shots that must be successfully

completed to enable iocking a ball for Multi-ball. The range of this setting is 5 successful Ramp Shots
(Conservative) through 2 successful Ramp Shots (Liberal).

WINNING STREAK TIMER
The operator can specify (via the Start button) the time period that the Winning Streak Lamp flashes. The

range of this setting is 5 seconds (Conservative) through 15 seconds (Liberal), during which time the Slot
Lamp remains flashing. Consecutive Winning Streak Shots enables the Slot Machine.

SLOT TIMER
The operator can specify (via the Start button) the time period for achieving the Slot Shot, and winning at

the Slot Machine. The range of this setting is 5 seconds (Conservative) through 10 seconds (Liberal),
during which time the Slot Lamp remains flashing.

WIN METER START
The operator can choose (via the Start button) the postion of the Win Meter at game start for each player.

The range of this setting is position 1 (Conservative) through position 4 (Liberal).

WIN METER TIMER
The operator can specify (via the Start button) the time period--without a win--before the meter moves

down 1 notch. The range of this setting is 10 seconds (Conservative) through 30 seconds (Liberal) , and
OFF (Win Meter never times down). '

HOLD CARD MEMORY
The operator can specify (via the Start button)whether or not held cards are downgraded from ball to ball.

The two choices available are:

On - Once held, cards will stay held until Royal Flush is coliected.
Off - Held cards, downgrade to flashing cards when the ball drains.

JACKPOT PERCENT
The operator can specify (via the Start button) the percentage limit for the Jackpot feature. The range of

this setting is 5 % (Conservative) through 30 % (Liberal), and Normal (Jackpot is awarded nommally random).

FRONT MOLDING BUTTONS are OUT OF ORDER
The operator can choose (via the Start button) whether RIVERBOAT GAMBLER will operate If the front

molding buttons are out of order. The choices are:

On - The front molding buttons are out of order, and RIVERBOAT GAMBLER operates without the
buttons.
ot - The front molding buttons are working.
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GAME ADJUSTMENT PROCEDURE (Continued)

REDEMPTION
The operator can choose (via the Start button) -{If Replay Adjustment 6 Is set to COIL)- Any of the five ticket

Redemption modes (Note: All modes will dispense a ticket in place of any normal awarded credit. The five
choices are:

Miscellaneous -  Set number of tickets awarded per feature (Jackpot = 5, Special =20, Roulette Win = 1,
Casino Letters = 1, 1 Million = 1, and each 20 Million = 10).
Chip Levels (3) -  One ticket awarded for each set number of chips ( choices possible: 100, 500, & 1000)

Jackpots - One ticket awarded for each Jackpot scored.

Features - One ticket awarded for each feature completed.

Credits - One ticket awarded in place of each credit eamed by player.
JET SPEECH

The operator can choose (via the Start button) the frequency of colorful speech from the Bumper Jet area.
The choices are:

Normmal - The frequency of colorful speech from the Bumper Jet area is normal.
Low- ' The frequency of colorful speech from the Bumper Jet area is less frequent.
Off - No Bumper Jet speech.

CUSTOM MESSAGE _
The operator can choose (via the Start button) whether to display a message during the Attract Mode.

(When display of a message is selected, the operator can either utilize 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
ON. The 3-line message provided is:
EARN THE RIGHT TO PLAY ROULETTE, COME RIDE THE RIVERBOAT
2 - Do NOT display a message during the Attract Mode. (Lower display shows OFF.)
3 - The lower display shows this choice as CHANGE. The operator can enter a special
("custom”) message, as follows:

A. Press ADVANCE once. The operator can now enter as many as three
16-character lines for display-during the Attract Mode.

B. Use the flipper button(s) to select each message character (alphabet, numbers, and
special symbols are available). In case of error, enter a "back arrow” (just before "space”)
to correct, followed by correct character. For a period after any letter, use letters with
periods (following the special symbols). The entire character set is the following:

ABCDEFGHIJKLMNOPQRSTUVWXYZ0123456789<>7?-/""'
AB.CDEFGHILJKLMNOPQRSTUVWXY.Z _

C. Move to the next character via the Start button. The game program does not allow

entirely blank lines to be displayed.

DISPLAY AU 01 - 04
The operator can choose (via the Start button) how to display the coinage audit information, Au 01 - 04. No

information is lost; it remains stored in the CPU memory. The information is now available for readout via the
player score displays. Three choices are available:

Yos - Both the audit text (slot identification) and the value is displayed.
Value - Only the numerical value is displayed.
No - NO display occurs.
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GAME ADJUSTMENT PROCEDURE (Continued)

51 1 COIN BUY-IN
The operator can choose (via the Start button) whether the player is allowed to ‘buy-in’ a subsequent game
for 1 coin. The number of games that may be purchased at this cost is determined by the number of players
in the previous game,; that is, if the previous game had three players, 3 Credits can be purchased at the rate

of 1 coin per credit. The choices are:

Yes - The player has 10 seconds to ‘buy-in’ the next game(s) at the 1 coin per game rate.
No - The ‘buy-in feature is disabled.

52 REPLAY BOOST
The operator can choose (via the Start button) whether the Replay Score is boosted (increased) during any
games awarded by reguiar garme piay. This adjustment is disabled whenever a game is set to Free Play (Ad

23 -Yes). The cholices are:

Yes - The Replay Score Is increased by 1 Million each time a game is won (see Rules); it resets to its
normal setting whenever a coin Is inserted.
No - The Replay Score Increase is disabled.

63 - 58 Special Preset Adjustment Settings
SPECIAL PRESET ADJUSTMENTS CAUTION

Adjustments 53 through 66 are Special Preset Adjustments to enable the operator to
perform the setting of muitiple adjustments at once. They permit the operator to: (1)
modify the game for a specific area (for example, coinage settings for a country); (2)
change a group of adjustments to conform 'with laws of certain locallties; and (3)
change the degree of difficulty of game play (Ad 62 through 66). Whenever the
operator chooses to use any Special Preset Adjustment, the operator can later access
any or all of the Individual Adjustments affected by that Special Adjustment for
subsequent changes.

A similar technique is recommended In the event of error or uncertainty conceming
any Special Preset Adjustment, after the operator selects it: The operator can restore
the factory setting of each Individual Adjustment, then select the desired Speclal
Preset Adjustment, and then return to any of the preceding individual adjustments to
determine whether use of the Special Adjustment has had the desired effect.

The Backbox dispiays for each Special Preset Adjustment indicate whether the
operator has selected it, by identifying the Adjustment in the upper displays by name
and the selection choice of NO, meaning Not Selected (this is the Factory Setting), or
YES, meaning Selected, in the iower display. Operator installation of the 'selected’
Preset Adjustment occurs by using the Start button to choose YES and then pressing
the ADVANCE switch. The dispiays then show the name of the Adjustment agalin,
with DONE to show that the installation is now in effect.

Note that, when an operator installs any of the Special Preset Adjustments,

Adjustment ltems using the automatic adjust feature of the game program reset to the
INITIAL auto adjust value listed for that Adjustment em.

RIVERBOAT GAMBLER 22



GAME ADJUSTMENT PROCEDURE (Continued)

NOTE
A game in which the CPU has ROMs installed for German (Deutsch) or French (Francals)
language and play adjustments automatically has certain Adjusiment liems preset. The.
following tables show these Preset Adjusiment ltems for each of the special language games,

53 through 58 For German/European Games Only: Install German 1, 2, 3, 4, 5 or 6
The operator can use these Adjustment ltems to modify the game pricing selection of Standard
Setting named "German 2 or German 1" in the Pricing Table to permit the style of play for the
particular price shown In the RIVERBOAT GAMBLER Preset Game Adjustments Tabie for
German/European Games.

RIVERBOAT GAMBLER
Preset Game Adjustments Table for German/European Games

ad#|  AdDescrpton % T 55 % T b [T s | CT m [T v | T e
06 | Replay Award Crodit Coll Audh Crodit Coll Audit
07 | Special Award Credit Ball Score Credit Bak Score
08 | Match Feature , 7% 7% o 7% 7% oft
14 | Backup High Score 1]  9.500.000 | 6.500.000 00 $.500.000 | $.500.000 00
15 | Backup High Soore 2| 9.000.000 | 8.000.000 00 $.006.000 | 9.000.000 00
16 | Backup High Score 8] 6.500.000 | 8.500.000 00 8.500.000 | 8.500,000 00
17 | Backup High Score 4 | 8.000.000 | 6.000.000 00 8.000.000 |  8.000.000 00
18 | High Score 1 Credits 03 03 00 03 03 00
19 h Score 2 Credits 00 00 00 00 00 00

| 20 | High Score 3 Credits 00 00 00 00 00 00
21 | High Score 4 Credts 00 00 00 00 00 00
24 | Coinage Setting € splele/S DM [ spioie/s DM spleie/S DM |7 spieie/S DM |7 spielo/5 DM |7 spieie/s DM |
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GAME ADJUSTMENT PROCEDURE (Continued)

53 through 58 For French Games Only: install French 1, 2, 3, 4, 5, or 6.
The operator can use these Adjustment ltems to modify the styie of piay for the particular setting shown in
the RIVERBOAT GAMBLER Preset Adjustments Table for French Games.

RIVERBOAT GAMBLER
Preset Game Ad]us_tments Tgble for French Games
— - French Ad| French Ad | French Ad |French Ad| French Ad| French Ad
Ad| #! Adj Description 1 s3| 2 s4| 3 s5| 4 sel s s7| 6 58
31 | Kickback Setting | Medlum Hard Easy Medium Medium Medium
32 | Ex Ball Percent 25 % 20 % 70 % 25 % 25 % 25 %
60 | Install 5 Bell NA NA N/A NA NA Yes

53 through 58 (For USA / Canadian Games only)
The operator can use these Adjustment lfems to modify the game pricing selection and the type of game
play in certain Adjustments.

RIVERBOAT GAMBLER
Preset Garzne Adjustments Table for li?._/ Egs%adlan C%-r:?
- 1T EMCR

Adi#]  Adj Descrption g:m g___umg Y el 2con 8] 10dn 8 | 2Cums 58
| 02_| Replay Start NA 7, 000,000 7,000,000 7,000,000 | 9,000,000
00 | Bals/Game NA 3 3 3 5

14 | Backup High Score 1]] NA 8, 500, 000 8,500,000 8,500,000 9,500,000
15 | Backup High Score 2] NA 8, 000, 000 8,000,000 8,000,000 9,000,000
16 | Backup High Score 3 NA 7, 500, 000 7,500,000 7,500,000 8,500,000 |
17_| Backup High Soore 4 7, 000, 000 7,000,000 | 7,000,000 | 8,000,000
24_| Coinage Setting USA 3 NA USA 1 USA 2 USA 3

82 | Buy-in NA N/A NA NA

64 | Install Hard - N/A N/A NA Yes

85 | instel] Medium Yes WA NA NA
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64

GAME ADJUSTMENT PROCEDURE (Continued)

Instali Add-A-Ball
The operator can utilize this option to delete all Free Play awards and replace them with Extra Bali awards.

individual Adjustments are affected, as follows:

Ad Name NewSetling Ad Name

06 Replay Award Bal 18  HiScr 1 Credits 00
07 Special Award Ball 19  HiScr2 Credits 00
08 Match Feature Off 20  HiScr 3 Credits 00
1 Max. Ex.Ball 6 21 HiScr4 Credits 00

52 Grand Credits 00

Install 5 Ball
The operator can change the game to 5-ball play, Including the changing of certain features to the

recommended 5-ball difficuity level. NOTE: Ad 65 (install HARD) settings are also set when the game Is
changed to ‘5-ball Play’. Other Adjustments are affected, as follows:

Ad Name New Setting Ad Name

02 Repiay Start 8,500,000 16 BupHiScore3 8,500,000
09 Balls / Game 05 17 BupHiScore4 8,000,000
14 B'up Hi Score 1 9,500,000 54 1 Coin Buyin Cancelled
15 B'up Hi Score 2 9,000,000 65 Install Hard Yes

Install Novelty
The operator can remove all Free Play and Extra Ball awards. Individual Adjustments are affected, as

follows:

Ad Name New Sefting Ad Name New Setting
01 Fixed Replay SCORES 08 Match Feature Off
02 Replay Level 1 Ot 11 No Extra Ball oo
03 Replay Level 2 Off 18 HiScr1 Credits 00
04 Replay Level 3 ot 19 HiScr 2 Credits 00
05 Replay Level 4 Off 20 Hi Scr 3 Credits 00
06 Replay Award Audit 21 HiScr 4 Credits 00
07 Special Award Score - 52 Grand Credits 00

Install Extra Easy
The operator can change the game play difficulty adjustments to a combination that Is extremely easy

(sometimes called "liberal”). The Game Ditficulty Setting Table, which precedes these 70 individual
Adjustments descriptions, lists the Adjustments and the settings that comprise the 'Extra Easy' group.

Install Easy
The operator ‘can change the game play difficulty adjustments to a combination that is. slightly easler than

the Factory Settings. The Game Difficulty Setting Table, which precedes these 70 individual Adjustments
descriptions, lists the Adjustments and the settings that comprise the ‘Easy’ group.

install Medium
The operator can change the game play difficulty adjustments to a combination that matches the Factory

Settings. The Game Difficulty Setting Table, which precedes these 70 Individual Adjustments
descriptions, lists the Adjustments and the settings that comprise the 'Medium' group.
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GAME ADJUSTMENT PROCEDURE (Continued)

Install Hard
The operator can change the game piay difficulty adjustments to a combination that is more difficult than the

Factory Settings. The Game Difficulty Setting Table, which precedes these 70 individuai Adjustments
descriptions, lists the Adjustments and the settings that comprise the 'Hard' group.

Install Extra Hard
The operator can change the game play difficulty adjustments to a combination that is much more difficult

than the Factory Settings. The Game Difficulty Setting Table, which precedes these 70 Individual
Adjustments descriptions, lists the Adjustments and the settings that comprise the 'Extra Hard' group.

Auto Burn-in v
The operator can choose the YES option for this Special Preset Adjustment to perform certain automatic

testing of the game, as used in the factory. It does not affect the game operation, but merely provides for a
cydlic testing of most of the game’s mechanisms.

Ingtall Factory

The operator can request the game (via the Start button) to provide the normal Factory Settings, essentiaily
restoring the game to its 'factory condition'. The operator must select the 'YES' option for this adjustment.
This Adjustment clears all Audits, resets ali Game Adjustments to 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.

Ciosing of the coin door before appearance of the FACTORY SETTING message or a problem in the
Memory Protect circult will cause the game to display ADJUST FAILURE. A loss of battery power or
improper treatment of the Game Adjustments will cause the game to attempt to restore Factory Settings.
The game announces the results of this reset process with the appropriate message, FACTORY SETTING
or ADJUST FAILURE.

Clear Audlis .
The operator can request the clearing of the non-coinage audits (Au 05 through 55) by selecting {via the

Start button) the YES option, as shown in the lower dispiay. This Adjustment zeroes the counters tallying
the remaining Audit factors. Please note that this does NOT affect the Automatic Replay Percentaging data
nor the automatic High Score Reset counter.- After the YES option is displayed, the operator must press
the ADVANCE button. The game then displays DONE to show that the non-coinage audits were reset to

zero.

Clear Coins

The operator can request the clearing of the coinage audits (Au 01 through 04) by selecting (via the Start
button) the YES option, as shown In the lower display. This adjustment zeroes the counters tallying the
number of colns through each siot, the Paid Credits counter, and the Credits display. After the YES option
is displayed, the operator must press the ADVANCE button. The game then displays DONE to show that

the coinage audits were reset to zero.
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RESETTING THE HIGH SCORES

The challenge of exceeding the High Score (either the factory setting or & higher score by another player) is the
goal of many pinball game players. To keep a pinball game challenging requires a method of resetting the High
Score value for those occasions when a skilied player registers a truly excellent score. Other players note this
score and may decide not to play simply because their skill is not adequate to exceed an extremely high scors.

For RIVERBOAT GAMBLER, In fact, three methods of resetting the High Score values are avaliable. The
simplest method Involves aliowing Game Adjustment item Ad 22 to reset the High Score values automatically
after the specified number of plays designated by the operator. The second 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 method establishes new
values replacing the factory setting values or previous operator setting values; it requires performing the
following steps: : '

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

2. If you wish to increase the High Score value from that dispiayed in the upper display, use
AUTO-UP, and press the Start button, until the desired value shows in the upper display.

3. If you wish to decrease the High Score value, use MANUAL-DOWN, and press the Start
button, until the desired value shows In the upper dispiay.

4. Using AUTO-UP, press and hold down ADVANCE, until the lower dispiay shows Ad 70
Press ADVANCE once, to retum to Game-Over Mode.

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

the score reset action is complete. Observe player score dispiays to verify that the new
High Score values are displayed.
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GAME PRICING

PRICING MADE EASY. Game Adjustment ltem Ad 24 allows the operator an easy method of
- setting the pricing functions. Pressing the Start button allows the operator a choice of one of the 16
"Standard” Settings, with assoclated automatic pricing (the upper display shows the Country
identifier, with a number for a country having more than one "Standard" Setting; the lower dispiays
show the games per coin(s) information ). in the Pricing Table, each "Standard” Setting Is denoted
by a Country identifier. Automatic Pricing causes each of the other pricing ltems (columns 25 through
30) to change to the vaiue shown in the table for that selected "Standard™ Setting. in the table where
the word "CUSTOM" appears, the owner/operator must enter the values shown (columns 25 through
30) to obtain the games per coin factor shown in the Games/Coin column of the table. To make these
setting adjustments, the owner/operator must press the Start button untii the words "CUSTOM

COINAGE" appear in the player score displays.

CUSTOM PRICING. Adjustment ltem 24 must be set to the Custom Coinage Setting (upper
display showing CUSTOM COINAGE) to enable the operator to enter desired custom pricing
selections for items 25 through 30, based on the Pricing Tabie. item 25 is the left coin chute
multiplier. ltem 26 Is the center coin chute muitiplier. item 27 is the right coin chute muitiplier. tem 28
is the number of coin units equal to one Credit. (A Credit is usually equal to one game.)

The calculation of the ratio of Games : Price uses the ratio equation of X : VC, where:
X = Coin Chute Multiplier (item 25, 26, or 27 in Pricing Table);
V = Value of coin; '
C = Coin units equivaient to one Credit (ltem 28).
For example, for 25¢ chutes at the factory setting, substituting values in the Games : Price ratio

caiculation gives 1 : 25 x 1, or one game for 25¢.

UNITS REQUIRED FOR BONUS CREDIT. Rem 29 is the number of coin units that must pass
through the coin chute(s) before an additionai Credit (game) Is posted (displayed). At the factory
setting, the number in this tem is 00. (This 00 means that NO bonus credit (free game) is awarded,
although purchase of more than one game at a time ocours.)

MINIMUM COIN UNITS. lem 30 determines the number of coin units that must pass through the
coin chute(s) before play may begin. The Factory Setting for this tem is 00. (This 00 means that the
Minimum Coin Units feature (ltem 30) is disabled; a 01 setting also means that this feature is stiil
disabled, yet the Credits message display shouid display fractional coin units.)

RIVERBOAT GAMBLER  Pricing Table

Coln Chute Ad 24 Pricing Functions
COUMY | Lon  Center Right Gemes/Coln Dispiay |28 28 27 28 20 30
USA and | 28¢ - 25¢ | 1/28¢, as$1 2 USA.1 |01 04 01 O1 00 00
Canada 1/50¢, 2/78¢, 3581 12 USA.2 {03 12 03 04 00 00
1/50¢, 2/$1 2 Us.A.3 |o1 04 01 02 00 01
1/28¢, 3/81 2 us.A.4 |o1 00 01 02 04 O1
1/25¢, 3/50¢, €/$1 CUSTOM |01 04 01 01 02 00
1/25¢, 8/%° cusTOM {01 00 01 01 04 00
1/50¢ ; Add't game: 25¢ CUSTOM |98 00 ®8 990 00 00

AUSTRAL.

Switzerland | 1 Fr 2Fr SFr |1/1Fr, 3/2 Fr, 7/5 Franc 2 sSwiss 01 o3
1Fr - 2Fr (11 Fr,32Fr CUSTOM |03 00 08 02

3
2
838
88
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GAME PRICING (Continued)

RIVERBOAT GAMBLER  Pricing Table (Continued)
Coin Chute Ad 24 Pricing Functions
County  Ileft Center Right Games/Coln Display |25 26 27 28 20 30
West 1DM 2DM SDM [1/1 DM, 2/2 DM, 7/5 DMark 28 | GERMAN1{06 12 30 05 30 00
German 1/1 DM, 2/2 DM, 6/5 DM 12 GERMAN 2|08 12 30 05 00 00
11 DM, 3/2 DM, 9/5 DM CUSTOM |09 18 45 05 00 00
1/2x1 DM, 1/2 DM, 3/5 DM CUSTOM |03 06 15 05 00 00
2/1 DM, 5/2 DM, 14/5 DM 13 26 65 05 65 00

Sweden

Japan

SKr
1Kr

S§Kr G5Kr

500L 500L 500L

Token - Token

1 Mka 5 Mika

1Kr

1/5 Krona 2
1/2x1 Krona

1/500 Lire 2
1/100 Yen 2
2/100 ¥

1/1 Token

1/2x1 Mke, 3/5 Markka 2

CUSTOM

SWEDEN
CUSTOM

ITALY

JAPAN
CUSTOM

CHILE

FINLAND

o0

01
01

01
01

88

01 01 ™

01
01

01
01

88
28

01 01

03 15

1Kr 1 Kr ]1/2x1 Kr, 3/5x1 Krone 2 NORWAY 101 00 01 02 05 00
Greece 10D 20D 50D [1/2x10D, 1/20D, 3/50 Drachma“{ GREECE |03 06 15 05 00 00
Notes: 1. Factory Default 2. Standard Setting - Change by pressing Start button. 3. Other functions are also

affected; see the explanations for Adjustment ltems 53 through 58,
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TEST/DIAGNOSTIC PROCEDURES

WILLIAMS ELECTRONICS GAMES also provides a series of diagnostic tests to aid the operator in
determining game condition (that Is, whether the game's features and highlights are operating
satistactorlly). These tests activate virtually ali the electronic and electromechanical devices comprising
the game, so that the operator can readily locate a malfunctioning device or simply verify that all devices
are working properly. In order, these tests deal with the music, the dispiays, the game sounds, the
lamps, the solenoids, and the switches.

in addition to the diagnostic testing, a feature called the Auto Bum-in Mode Is avaiiabie. Activating this
mode enables the operator to observe the game while all of the diagnostic tests, except the switch
tests, occur. This can be very helpful In locating 'intermittent’ problems.

Activating either the entire test series or one of the individual tests requires use of the Game
Adjustment/ Diagnostic switches. Open the coin door for access to these switches. To proceed to
the Diagnostic Tests, the operator must simply switch the game On, set the AUTO-UP/MANUAL-
DOWN switch to MANUAL-DOWN, and press the ADVANCE button.

CAUTION

The System 11C game program greatly aids the operator and service personnel: At the
beginning of the Test/Diagnostic Procedures (and also at game Tum-On), the player score
displays now signal, with a message ("Press ADVANCE for Report”) that the game program
has detected a problem that affects game play. Messages for RIVERBOAT GAMBLER
include “Adjust Switch ##", “Pinball Missing”, and Music Error". Refer to the text on
Problem Analysis Messages at the end of the Test/Diagnostic Procedures for more details
concerning the messages’ meaning. To proceed with the Test Dlagnostic Procedures,
use AUTO-UP, and press ADVANCE.

MUSIC TEST.
1. In the Music Test, observe that the upper displays show the message, MUSIC TEST. Switching

to AUTO-UP, observe that the message now reads MUSIC OFF, and that the lower dispiay
shows 00 00. Press the Start button to select the desired music selection: 01 through 07 (the
selections repeat). Adjust the volume control for proper sound level for the game location.

2. Use the AUTO-UP position.

DISPLAY TEST.
1. To Initiate the Display Test, press ADVANCE. Observe that upper display briefly shows the

message, DISPLAY TEST, and that the iower display shows 01 (the Display Test Identifier).

2. Use AUTO-UP. Observe that all displays begin a display cycle of ali Os through all 9s, one digit at
atime. Verify that the proper comma segments light during display of the odd-numbered digits.
Next, a special "all segments” character ‘walks' from left to right across each player score dispiay.

3. To halt the display cycie, use MANUAL-DOWN. Then, press ADVANCE to step through the
sequential digit display, digit by digit, and the subsequent "all segments” characters display
test. Use AUTO-UP to resume cycling, and to proceed to the next test.

SOUND TEST. ,
1. (From Display Test) To inltiate the Sound Test, press ADVANCE. Observe that 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 test steps from 00 through 07. The same
sound should be heard for each step, from 00 through 07.

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

repeats. Press ADVANCE to step to the next sound, which repeats until ADVANCE is pressed
again. Use AUTO-UP to resume cycling the sounds, and to proceed to the next test.
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TEST/DIAGNOSTIC PROCEDURES (Continued)

LAMP TESTS.
1. All Lamps.
(From Sound Test) To initiate the first Lamps Test, press ADVANCE. Observe 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. (Note, however, that
the General lllumination lamps remain lighted steadily.) To locate the wiring associated with a
particular feature lamp, refer to the Lamp-Matrix Table. CPU Board connections at jacks 1J6
(columns) and 1J7 (rows) are also listed in the table.

2. Single Lamps.
From the All Lamps test, using AUTO-UP, press ADVANCE to initiate the Single Lamps Test. The

upper displays initially show the message, SINGLE LAMPS, and the lower display shows 04.

Then, the lower display shows 04 01, and the upper displays change to show " Green 0", the
name of the lamp currently blinking. Press the Start button to proceed through an ascending
series of designator numbers (01 through 64), with the upper displays showing the individual
lamp's name. (To proceed through a descending series of lamp identifiers, use MANUAL-DOWN.)
Press and hoid the Start button to proceed rapidiy to the desired lamp.

Riverboat Gambler Lamp Matrix
T T S S A A A
Q86 60 056 064 o%
Column Yel-Brn Yel-Red Yel-Om Yel-Blk Yel-Gm Yel-Bhu YelVio  Yel-Gry
Row J7-1 1J7-2 _W7-3 174 76 J7-7 J7-8 1J7-9
(B B [[Red Bottom 21 | C IC;nalno 20 Chips C Stand-up | Ten Left Bank |Win Meter
6.1 1P oY ¢ 25| TaEL g5 a| T ol
B [Green ddic 21 |A Casino |10 Chy H Stand-up | Jack | Left Bank | Win Meter
2 Red-Blk Ps
- Lamps Target arget 2
we2 2 [ 10 18} 26H s B4 w| T 50 58|
o8 Black Top 21 s ﬁlm 50 Chips 1 Stand-up Queen V Left Bank [Win Meter
3 Red-Om Card po Target Target 3
196-3 8 11 19} 2z 35 43 51 50|
o83 o Play Roulette |20 Hit 1 Castno  |SpotStar [P Stand-up }gin, Left Bank |Win Meter
4 hed X afamp o] Lamps o 24 * s aa| T 5ol &0
o84 Gold Star  Jieft Outlane |N Casino | Top Jet S Stand-up | Ace IC Right Bank {Win Meter
51Red—0mm 1 5 13| L= 5and] og] Tamet o 5| Termet  gglS 61
Q85 Gold Star Left Return O Casino Bottom Jet ] Not Used A Right Bank|Win Meter
6 Red-Blu |ig ¢ lLane Lamps and 3 L 200 Chips Target 6
1967 v 14 22| 30 38 46 54 62}
[ Gold Star  [Right Return | Hold Card  |Right Jet Winning 100 Chips [R Right Bank | Win Meter
7 Red-Vio |3 Streak Target
68 7 Lane 15 23 and 2 31 ' ag & 55 7 63
087 Spot Card t Outlane| Collect Royal| Not Used Slot Shoot Again [P Right Bank|Bust Card
8 Red-Gry Shot Target
W69 { 8 16 24 34 40 48 56 64
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TEST/DIAGNOSTIC PROCEDURES (Continued)

SOLENOID TEST.

1. (From Lamp Test) Using AUTO-UP, press ADVANCE. Observe that the upper dispiay shows
the message, COIL TEST, the lower display shows 05 (Solenold Test identifier). Next, the lower
display shows a series of test steps from 01 through 22, while the upper display shows the
solenold/circuit name. During each of these steps, puising of the respective solenoid/circult
occurs. The test cycles repeatedly, unless halted via the MANUAL-DOWN switch. Refer to the
Solenoid Table for solenoid numbers and wiring Information, CPU Board connections at
1P11, 1P12, and 1P19 are also listed in the table.

To continuously puise a single solenold/circult, use MANUAL-DOWN. Press ADVANCE to
sequence through the switched, controlied, and special solenoids. Use AUTO-UP to resume
test cycling, and to proceed to the next test.

Riverboat Gambler Solenoid Table

SolL. Solenoid| Wire ! -onnecons Driver Sovenoid Part Number
o Flsshlamp

No. Function Color CPU Bd Hc.ylbnﬂncz‘tl/ Trmsty i=/tneert Panel, pzmﬂdd
014 3Jouthole Vio-Brm |1P11-1 | su1-8:854-9(a) | €52 |AE-23-800
01iC 3|Left Kicker (Sling) Flasher Blk-Brn |(Gry-Brn)| BJ5-9 (O) ©33 | #89/906 flashlamps 11,1p
024 3 |Ball Shooter Lane Fecder Vio-Red |1P11-3 | B5J1-7: 5J4-8 (A) 925 | AE-23-800
02C 3|Right Kicker (Sling) Flasher Blk-Red JGry-Red) 5J5-8 (C) 25 | #89/906 flashlamps 11.1p
03A 3|Left Drop Tgt Reset Vio-Om |1P11-4 | BJ1-6:5J4-7 (o) | 52 | AE-24-000
03C 3)Left Drop Tgt Bank Flashre Blk-Om }Gry-Om) BJ5-7(C) 032 | #89/906 flashlamps 11,1p
044 3|Right Drop Tgt Reset Vio- Yel LlPl 1-5 | 8J1-5: BJ4-6(a) | ©24 |AE-24-900
04C 3|Right Drop Tgt Bank Flasher Blk-Yel |(Gry-Yel) 5J5-5 (C) g:: #89/906 flashlamps 11,1p
05A 3|Ramp Up Vio-Gm {1P11-6 | BJ1-4: 504-5 (A) AE-23-800
05C 3{Standup Target Flasher Blk-Gm JGry-Gm) BJB-4 (O) ©31 | #89/906 flashlamps 11,1p
06A 3[Ball Ricker (Locker) Vio-Blu {1P11-7 | 8J1.3: 644 (&) ©23 | AE-23-800
06C 3|Left Ramp Flasher Bik-Blu 1|ny-Blu) BJ5-3 (C) 923 | #89/906 flashlamps 11.1p
07A 3[Rnocker Vio-Blk [1P11-8 | BJ12:804-2(a) | O30 |AE-23-800
mcg Right Ramp Flasher Blk-Vio |(Gry-Vio) 8J5-2 (C) ©30 | #89/906 flashlamps 11.1p
08A Down Vio-Gry }1P11-9 5J1-1: BJX4-1 (A) 22 | sSM1-26-600
08C 3|Left Back Flasher Blk-Gry |(Gry-BIK) 8I5-1 (C) ©22 | #9086 flashlarp 1p

® |Right Back Flasher Bm-Blk | 1P12-1 0 5J8.0: 2J4-11 | ©17 [#906 flashlamp 1p

10 |Playfield/Insert GI Relay Brn-Red | 1P12-2 8. 806-8:204-12 | ©9 |B580-08385-01 4e

11 |Wheel Flashers (TR + LR) Bm-Om | 1P12-4 -6: BJ6-7: 204-13 | ©16 | #906 flas 1p

12 |A/C Select Relay Brn-Yel |1P12-5 5J2-5 08 |5580-00856-01 5

13. |Diverter - Brn-Grm | 1P12-6 |5J2-4: 5J8-5: 27¢4-14 | ©15 |AE-24-800

14 |Roulette Whee! B Bm-Blu [1P12-7 |8524:8506-8:204-18 | 97 |p/o B-12088

15 |Roulette Wheel A Bm-Vio |1P12-8 |s02-2: 8J6-2: 204-16 | 914 | p/o B-12088

16 {Wheel Flasher (LL + TR) Bmn-Gry |1P12-8 |552-1:806-1:204-10 | @8 |#906 flashlamps 2

17 |Top Jet Bumper Blu-Bm {1P19-7 5J3-7: 8J7-7 975 | AE-23-800

18 |Left Ricker (Sling) Blu-Red |1P19-4 BJ3-8: 5J7-8 Q71 | AE-26-1500

1o |Bottom Jet Bumper Blu-Om (1P19-3 | &J3-3:807.3 ©73 | AE-23-800

20 |Right Kicker (Sling) Blu-Ye fiP19-6 BJ34: BJ7-5 Q80 | AE-26-1500

21 | Right Jet Bumper Blu-Grm pP19-8 8J3-2: BJ7-2 O77 | AE-23-800

22 |Not Used Blu-Blk IP19-9 | g33.5.857.1 o7

- Lower Right Flipper Om-Vio |1P19-1 2J5-5: 2P10-7 -
|Blu-Vio} 12J10-1: 2P8-15] FL116830/50VDC
- Lower Left Flipper Om-Gry, 1P18-2 2J5-4: 2P10-8 :
' [Blu-Gry] |2J10-2: 2P8-14] FL11630/50VDC
tre colors, except Orn-Vio and Om-Gry, gvund connections (to coll terminal with unbanded end of diode). Om-Vio,
wires connect CPU Board to flipper swit. Flipper connections shown tn braces are from flipper switch to cofl

'Agkvéubmpubed.wthol 12 s de-energized: "C” circufts are pulsed, with Sol. 12
respective A and C terminsls corresponding

Wire colors tn brackets are
to the J1-terminal connection listed for the Aux Power Driver Bd, which controls the
puhtngbysd 12. 4. Relay #s mounted on Relay Bd, (4u) p/n C-11996-1; (4b) C-11902-1. 8. Relay is mounted on Aux Power
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TEST/DIAGNOSTIC PROCEDURES (Continued)

"On" State Logic - Special Solenoid "On" State Logic - Controlled Solenoid
+5V Sol. B+ +5 +5V Sol. B+
From +25 +25
PIA 1J19 Dom 119
Spl Sol. [g__,
Triggef J1 BLANKING 1
99 Special Catrld
flippers enabled Solenoid Solenoid
122 < N~ : 1 "ON"
"Off” State - Special Solenolid: "Off" State - Controlled Solenold:
The Special Switch Trigger Input goes low. Mean- The Enable Input (from the PIA) goes low. Mean-
while, the PIA line remains high. The remaining sig- while, the BLANKING signal remains high. The rest
nals reverse their states. of the signals reverse their states.

NOTE

As directed by the game program, the Solenold A/C Select Relay (solenoid 12) switches the solenoid
B+ power between two power busses to permit actuating two groups of solenocids at the proper times.
In Its de-energized state, the Relay connects the 'circult A power’ to 16 "controlled” and "switched”
solenoids (identified In the table with no suffix letter or the letter A, after the solenoid number).
individual solenoid operation then depends on the game program enabling the ground path for
solenoid actuation via the driver transistor assoclated with each solenoid circuit. For example, the

game program can actuate the Outhole Kicker solenoid (sol. 01A), via the driver transistor Q33.

When the game program determines that the Solenoid A/C Select Relay (sol. 12) must be energized,
the relay connects 'circuit C power’ to eight group C solenoids (01C through 08C). Now, driver
transistor Q33 can actuate the Left Sling Flasher circuit (sol. 01C), which has one lamp circuit, on the
playfield. Using this "multiplexing™ technique, the same driver transistor can control actuation of two

separate (A side and C side) solenoid circuits.

~77y part of part of Master Interconnect Bd
CPU Board | Aux Pwr /[R:i'-'i'ffi\ D-12313
D-11883 | Driver Bd Bik-Brn n

#906| _o01C
Bulb(fFL)

"
(.

y
Orn

b

:

P

| Vie-Brmn “AAS T Brn
DriverT; <+ ! Sol. 01A
Sol. 12 © ] Outhole Kicker

Figure 4. Typical Solenold A/C Select Relay Circuit, showing the
function of Soienoid 12, the Solenoid A/C Select Relay.
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TEST/DIAGNOSTIC PROCEDURES (Continued)

SWITCH TESTS.

1. Switch Levels.
(From Solenoid Test) To initlate the Switch Levels Test, press ADVANCE. Observe that the

upper display shows the message, SWITCH LEVELS, and the lower display shows 06 (Switch
Levels Test identifier). Normally, the right portion of the lower display remains blank, indicating

that no switch Is actuated.

if, however, a switch is actuated (possibly stuck closed), the lower display shows that switch's
number, while the upper displays Indicate the switch's name. A sound also accompanies the
dispiays. (This Is another facet of the RIVERBOAT GAMBLER game program's switch
testing capabliity.) i more than one switch Is closed, a serles of displays show each actuated
switch's name and number.

(In addition, elther of these problems couid resuit In the reporting of a switch probiem (or
problems) at game Turn-On or at the beginning of Diagnostic Tests.)

As soon as the operator opens a closed switch, its name and number are eliminated from the
Switch Levels display serles. For RIVERBOAT GAMBLER, switch numbers can range from
01 through 64. Refer to the Switch-Matrix Table for switch numbers and wiring information.
CPU Board connections at jacks 1J8 (columns) and 1J10 (rows) are also listed in the table.

Riverboat Gambler Switch Matrix

T LB gs: 9:8 RN ¥ " g 1
40
Columm Gxg};m Gm-Red Gm-Om Gm-Yel Gm-Blk G:gf;lu ng‘%lo GI!D:‘B-GT_Y
1084 1J8-5 1J8-7 1J8-8 1J8-9
1/4 SKili C Stand-up * | Not Used Left Drop |Right
Shot on] Temget o4 41 Tuarget 49 Flipper
1/2 Skill H Stand-up |Past Skill [ Leff Drop |Left
Shot 26] Tuxget 34 Shot @ Terget 50 Fliipper 58 4
3 Wht-Om S g{. 4tskﬂl _r‘ana-up 21 Stamd-up [V Left Drop  |Roulette
1J10-7 | utton s 11 Jane 10|32 a9] Terget o5 Target « Turget 51 Wheel
4 WhtYel ]| Right Cotn [Center Id) Shot Left Sling tand-up |1 ocker/ E LeiDrop |Red Button
'Tro d
1J10-6 Switch _ [Trough ,, Made 20 2 Target | Blect M T 6o
% Wht-Grn || Center Cotn |[Right Trough [Not Used Top Jet dup | Pamp C Right Drop |P*ee ‘
Target Down Button
1J10-5 Switch 5 18 21 ST Now . 'n:pt‘ 53 61
6 Whi-Blu J Left Coin Right Ramp t Return |Bottom Jet  |Not Used Not Used Right Drop | Green
1W10-8 Switch  g|Entty 22 30 ss ap| It gy |Button g
7 Wnt-Vio || Slam Top Ramp  [Right Outlane] Right Jet Top Ramp | Not Used Right Drop |Black
w102 T 7[E°%Y 15 23 P b 29 47| ToBt  gg|Button g4
8 Wht-Gry [ High Score [Left Ramp tRamp |Right Skng card |PoDat Right Drop | Rebound
1J10-1 Entry tum Bust Diverter Toaget Switch
8 18 24 40 48 56 64

Row Problems. If a display of two (or more) switch numbers of a row occurs, although only
one switch Is closed, check for a short circult to ground.

Muitipie Switch Number Indications. Check for a bad diode on any of the switches.

Column Probiems. If dispiay of two (or more) switich numbers in a column occurs, although
only one switch Is closed, check for a short to ground or, a bad transistor (Q42-Q48) on the CPU

Board.

Use 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 iower dispiay shows 07 (Switch Edges Test identifier). The right
portion of the lower display is blank, indicating that no switch is actuated.

This test permits the operator to test whether actuating a switch provides the proper signal to the
System 11C switch testing program. When actuating a switch, the operator shouid see the
switch's name and number In the dispiays. If no indication appears at the time 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 RIVERBOAT
GAMBLER switch problem report (elther at game Tum-On or at the beginning of the Dlagnostic
Tests) to determine whether the switch can be actuated. if the switch's name and number are
dispiayed while the operator checks its operation, the operator then knows that the reported
problem with that switch is NOT currently caused by a switch malfunction. The operator can then
seek other causes for the reported problem, being aimost certain now that the switch did not fail.
This test is aiso useful when the operator is adjusting the sensitivity of a particular switch's
actuation mechanism.

Among the possibliities Is the fact that the piayers have not actuated that switch because of
some other probiem; the operator should try to analyze what could cause the switch to be
missed during game play, and remedy that probiem cause With these new tests, switch
problems are, therefore, more easily isolated.

3. Playtieid or CPU Board? To determine whether a switch probiem is In the playfield or the
CPU Board, remove connectors 1P8 and 1P10 from the CPU Board. Begin the Switch Test.
Use a jumper wire to simulate switch actuation. For exampie, placing a jumper between 1J10-9
and 1J8-2 should (based on the Switch-Matrix Table) should produce an indication of switch 09
being actuated.

ROULETTE WHEEL TEST
From the Switch Edges Test, press ADVANCE. Observe that the Player 1 and 2 displays show the
message, WHEEL TEST. The Player 2 display now shows the last known position of the Roulette
Wheel, whiie the Player 4 dispiay is divided to show the ‘state’ of the Home Switch. On the left of
the Player 4 dispiay, an"H" means that the Home Switch is open or the opto Is Interrupted; on the
right, a number shows the count on the stepper wheel (1-200; however, if the Home Switch is not
working, the number can go as high as 256).

Using AUTO-UP this test is automatic: The wheei spins, walts 2 seconds, then spins again. The
Wheel stops next to the counterclockwise position of the wheel, if the Home Switch works. Using
MANUAL-DOWN, press ADVANCE to spin the wheel. The wheel stops next to the
counterclockwise position of the wheel, if the Home Switch works. If the wheel Is not spinning you
can manually step the motor by pressing the Start button.

During this test, the Player 3 display shows O8Em, it an error occurs (the game program did not
detect the Home Switch).

ENDING THE DIAGNOSTIC TESTS.
To end the Diagnostic Tests, reach the C-Side Test (08 in the lower display), use AUTO-UP and
press ADVANCE. The backbox displays should show the RIVERBOAT GAMBLER game's Id
information (the Id 00 screen). Use MANUAL-DOWN, and press ADVANCE to reach Adjustment
“tem 70 (INSTALL FACTORY). Use AUTO-UP, and press ADVANCE to go to the Attract Mode.
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TEST/DIAGNOSTIC PROCEDURES (Continued)

AUTO BURN-IN MODE.
The Auto Burn-in Mode permits the operator to check intermittent (or nonrecurring) probiems
associated with most portions of the game's circuitry. Repeatedly cycling through a group of tests
can sometimes bring a probiem, which occurs only randomiy or occasionally, to exhiblt itself more
frequently, thereby aiding in the isoiation of the problem. To activate the Auto Bum-in Mode:

1. While in the Game Adjustments, reach Ad 67 and change the Factory Setting of NO to YES, via
the Start button. Set the AUTO-UP/MANUAL-DOWN switch to AUTO-UP.

2. Press ADVANCE to 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
Solenoid Test.

3. To halt the Auto Bum-in Mode, switch the game Off and then On. RIVERBOAT GAMBLER

now starts in the Attract Mode. (If a switch problem is now reported by the displays, perform the
Switch Tests again to determine the nature of the problem; then, perform necessary repairs.)

SYSTEM 11C MEMORY CHIP TEST.
A new feature is now included in the Memory Chip Test for System 11C. During power-up, the CPU
performs a self-testing routine. When ali tests are satisfactory, the game proceeds to the Attract
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 to the next portion of the
testing. ONLY after all tests are satisfactory does the game aliow play to begin.

In addition to the displayed message, when any part of the self-test routine fails, LED2
(DIAGNOSTIC’), mounted on the CPU Board, can be observed to determine the probabie cause of
the problem. This LED biinks, or flashes, a certain number of times to identify the probable cause,
as described In the CPU LED Indicator Codes Table. The operator can also siart the self-test
routine by pressing the CPU Diagnostic Switch (SW 2) on the edge of the CPU Board.

CPU LED Indicator Codes Table
Diagnostic LED
Blinks/ .

 Flashes CPU Problem Explanation

R ] U25 RAM FAILURE U25 RAM could not be used properly (NO other tests are performed;
the game is locked here, until the game Is turned off).
2 MEM. PROT. FAILURE | This message means that (A) the Coin Door may be shut; (B) the
Memory Protect Switch may be stuck In the ON position; (C) the
memory protect logic Is protecting the memory; or (D) a U25 RAM

‘ fallure is occurring. (See Note 1)

US1 PIA FAILURE U51 has a malfunction. (See Note 2)

3
4 | u3s PIA FAILURE U38 has a malfunction. (See Note 2)
5 U41 PIA FAILURE U41 has a maltunction. (See Note 2)
6 U42 PIA FAILURE U42 has a maltunction. (See Note 2)
7 US54 PIA FAILURE US4 has a malfunction. (See Note 2)
8 U10 PIA FAILURE U10 has a maifunction. (See Note 2) i
9 | IRQFAILURE IRQ has a malfunction. It may be missing or too fast or too slow.
10 | U27 ROM FAILURE U27's internal checksums do not match. it may be a ROM fallure, or

its assoclated connections and connectingdevices are causing it to
appear to have a problem. (The following U26 test is skipped.)
11 | U26 ROM FAILURE U26's internal checksums do not match.

Notes: 1. This test assumes that the Coin'Door is OPEN; it Is Initlated ONLY by pressing the CPU
Dlagnostic Switch (SW2).
2. Alternatlively, its associated connections or connecting devices are causing the IC to appear
o have problems.
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TEST/DIAGNOSTIC PROCEDURES (Continued)

SYSTEM 11C SOUND CIRCUITRY TESTS.

Testing of the System 11C Sound circuitry; including the Audio Board, is possible only after
successful completion of the System 11C Memory Chip Test.

Audlo Board Test. The game program conducts a brief check of the Audio Board (D-11581)
circuitry at game Turn-on; the game program reports the test results by brief sounds, as follows:
‘No_sound = Audio Board is not operating, or a failure is affecting the sound circuitry (broken
cable; dead amplifier; etc.); 1_sound = system OK; 2_sounds = RAM problem; 3 sounds = U4
problem; 4 _sounds = U189 problem; § sounds = U20 problem.

NO SOUND DURING THIS TEST (but sound can be heard during the Diagnostic Tests).
Check the -12 V supply voltage on the Audio Board. If this -12V dc voltage is low (or AC ripple

seems too high), perform the following checks:

1. The gray and gray-green transformer secondary wires for 19.4 V ac.
2. The CPU Board filter capacitor C26 for -12 V dc.
3. The filter capacitor C26 for excessive AC ripple (over 0.75V ac).

if the previous checks did not isolate the problem, turn the Volume Control for maximum output.
Momentarily touch a powered-up AC soldering pencil on the center tap of the Volume Control.

CAUTION
DO NOT use a soldering iron over 40 watts. Note also that cordless soldering
irons will NOT work for this test.

Hearing a low hum or a ‘click' indicates that the power amplifier (U1, TDA2002), the Volume Con-
trol, and the speaker are operating satisfactorily, as is the sound circuit cabling. Not hearing a
sound requires repeating the test with the Volume Control tumed 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 .
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PROBLEM ANALYSIS MESSAGES

The System 11C game program has a great capability to ald the operator and service personnel:
At Game Tum-on (and also at the beginning of the Test/Diagnostic Procedures) after the game
has been operating for an extended period, the player score displays may signal with a messags,
"Press ADVANCE for Report”, that the game program has detected a possible problem with the

game.

To obtain detalls 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 to your RIVERBOAT GAMBLER game.

Adjust Fallure. This message Indicates a problem with the setting of Game Adjustments. For
example, if the game operator changes Adjustment ltem settings by selecting Yes for AD 68
(install Factory) and then cioses the coin door before the appearance of the FACTORY SETTING
message, the game will display the ADJUST FAILURE message to indicate that the resetting of
the Adjustment items did not occur properiy. As mentioned earlier in the Game Adjustment
Procedure text (near Ad 68), other factors can aiso cause this message to appear.

Adjust Switch ##. This message indicates that at least one switch was stuck ‘On’ at game
tum-on or has NOT been actuated during ball play (for 90 balls or =30 games) by displaying the
message “Adjust Switch ##°, listing each problem switch by number. (The game program
compensates the game play requirements affected by each disabled switch to aliow 'nearly
normal' play. This heips keep RIVERBOAT GAMBLER earning, until the service technician
can repair the problem, bringing the game back to its normal good profitsi)

To verlfy the problem, refer to the Test/ Diagnostic Procedures text describing Switch Testing,
and check each reported switch using applicable Switch Levels and Switch Edges tests. Always
check switch operation using a bali, to simulate game conditions. (Switch problems may often be
resolved by adjusting the wire switch actuators, fixing switch circultry problems, securing icose
connectors, etc. Mechanisms using ‘opto switches’ (drop targets, etc.) need to be checked for
proper power connections (+12V dc and ground).

Pinbalt Missing. RIVERBOAT GAMBLER normally uses three balis; however, it will
operate with two balls. This message announces that a ball is missing or stuck somewhere.
When the ball Is located, retumn it to the game via the Outhole. Other possibllities for this
problem could be malfunctions of the Ball Trough switches (#11, #12, or #13) or the Ball
Shooter switch (#9). '

Ramp UP Error / Ramp DOWN Error. Display of either message means that the Ramp did
not reach lts proper position. To check for 'Ramp Up’ operation, switch the game Off, and then
On. To check for ‘Ramp Down’ operation, start a game. Ramp problem causes can include: 1) A
mechanical problem preventing Ramp movement, possibly a ball stuck under the ramp, playtield
plastics Interfering with ramp movement, etc.; 2) The Ramp Down swiich Is not operating
properly; 3) The fuse for the Ramp Up solenold is blown or the solenold wiring Is “open”
electrically (preventing solenold operation).

xxxxx Sw, Is Stuck On. This message indicates that a switch, which Is not usually On,
remains In the On position after the game Is switched on. The stuck switch is essential for game
play (for example, a coin chute switch, the slam tiit switch, the plumb bob it switch), and should

be cleared to permit proper game operation.
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PROBLEM ANALYSIS MESSAGES(Continued)

Momentary Short. This message indicates that the game program detected a short circuit (to
ground) affecting one-or more of the switches listed in the switch matrix. To erase the message,
analyze the reason for the switch being reported by performing the Switch Tests portion of the
Test/ Diagnostic Procedures. Frequent appearance of this message requires activation of the
Switch Levels Test to locate the switch causing the "WHT-xxx ROW x SHORT" message.
Possible ‘row short’ causes are: 1) Slam Tilt (or other coin door) switch touching the grounded
coin door; 2) A /eaf-type, playfield switch touching a grounded part; 3) Players poking metallic
objects (wires, coat hangers, etc.) into the game; 4) Switch cable insulation plerced or damaged
allowing bare wire contact with a grounded part; §) A 4-bank Drop Target Opto PC Board which
Is not connected to ground; 6) All switches in a row closing at the same time (Note: This instance
Is NOT a switch problemn; however, for most games this Is a very rare possibliity).

Factory Settings. Repeated appearance of this message indicates that the CMOS RAM no
longer retains any custom Pricing or Game Adjustment settings and has reverted to factory
defauit settings. Generally, the following CPU checks wili isolate the cause of the CMOS RAM
memory fallure. The voltage at pin 24 of U25 shouid be +5V (game tumed on) and at least +3.8V
(game turned off). When the voltage drops below +3:8V, memory reset occurs. Check the
batterles and battery hoider. Be sure that the batteries are good and that there Is no
contamination on the battery holder terminals. Tum the game OFF, and use an ohmmeter to
check diodes D1 and D2 on the CPU Board. D1 should read 0 ohms when forward-blased and
infinite ohrhs when reverse-biased. D2 should read 15 ohms when forward-blased and infinate
ohms when reverse-blased. Turn game ON, and use an oscllioscope to check Q40. Q40
should display square waves on all three terminats.
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MAINTENANCE INFORMATION

Regular maintenance is essential to a game's continuing contribution to the operator's earnings.

LUBRICATION
The two maln lubrication points of the Ball Shooter Lane Feeder mechanism are the pivots for the arm.

Note that the mechanism of other playfleld devices are somewhat simllar to the Ball Shooter Lane
Feeder Device; and have the same iubrication requirements as the Ball Shooter Lane Feeder Device.
A medium viscosity oll (20W or 30W) is very satisfactory for these devices.

Because of the functlonal design (arm-actuated via solenoid plunger operation), the plvot points of the
Left and Right Kickers ("Slingshots”) all require lubrication as a regular servicing procedure.

Lubrication to ensure proper operation also applies to the target blades of the Drop Targets. MBI
Instrument Grease, also known as Drop Target Switch Lubricant, with a Williams’ part number of

20-88886, is a recommended lubricant.

SWITCH CONTACTS
For proper game operation, switch contacts should be free of dust, dirt, contamination, and corrosion.

Blade switch contacts are plated to resist corrosion. Cleaning blade switch contacts requires gentle
closing of the contacts on a clean business card or piece of paper, and then pulling the paper about 2
inches, which should restore the clean contact surface. Adjust the switch contacts to a 1/16-inch gap.

Flipper button switches and the End of Stroke (EOS) switch on the flipper tend to suffer from pitting
caused by the high current in this circuit. Weak or “slow” flipper action is the result of this pltting.
Carefully restore the surface of the flipper switch contact with a very fine contact file; finish the surface
restoration with a contact burnishing tool. This should bring the flipper back to its usual ‘snappy’ action.

CLEANING

Good game action and extended playfield life are the results of regular playfield cleaning. During each
collection stop, the playfield glass should be removed and thoroughly cleaned and the playfield
should be wiped off with a clean, lint-free cloth. The game balls shouid be cleaned and inspected for

any chips, nicks, or pits. Replace any damaged balis to prevent playfield damage.

Regular, more extensive, playfield cleaning is recommended. However, avoid excessive use of water
and causfic or abrasive cleaners because they tend to damage the playfield surface. Playfield wax or
polish may be used sparingly, to prevent a buildup on the playfield surface. Do not use cleaners
containing petroleum distillates on any playfield plastics because they may dissolve the plastic materlal -
or damage the artwork
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Fuse Locations Diagram & Listing

b

Z D-12313-50007 Backbox
"Interconnect Bd

D-12247-566
Aux Pwr

item Part Number

'EAWNNNONON - a2

5731-12328-00
5731-12327-00
5731-09432-00
5731-09128-00
5§731-09651-00
5731-08665-00
5731-06314-00
5§731-09432-00
5730-09071-00
5731-09651-00
5§730-08252-00

Description

Fuse Listing

Circult/Location

Fuse, 3/8A., Slow-Blow (S-B), 250V F1; D-12246 Power Suppiy Board

Fuse, 1/8A., S-B, 250V

Fuse, 7A S-B, 250v

Fuse, 2-1/2A., S-B, 250v

Fuse, 5A., S-B, 250v

Fuse, 2A., S-B, 250v

Fuse, 4A., S-B, 250v

Fuse, 7A., S-B, 250v

Fuse, 8A., Normal-Blow (N-B), 32v
Fuse, 5A., S-B, 250v

Fuse, 8A., N-B, 125v

F2, F3; D-12246 Power Supply Board

F4, F5; D-12246 Power Supply Board

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

F5, F6; D-12247 Aux Pwr Driver Board

F7; D-12247 Aux Pwr Driver Board

F8; D-12247 Aux Pwr Driver Board

+18 Vdc Lamp Ckt/ Lwr Rt B'box fuseholder (1)
F1 - F4: Gen. lllumin/B'box interconnect Board
input ("high voltage”) Power Line/Cabinet Box"

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

Conceming the fuses listed as item 2, F 1 protects the +25V dc Special Solenoid circuit connected via
the Red-White wires. F2 A protects the “A” Solenoids connected with Brown wires. F2 C protects the
“C" Solenoids connected with Orange wires. F3 protects the Controlied Solenoids connected with
Red wires. F 4 protects the +50V Solenoids connected with Violet-Yellow wires. F 5§ protects the Right
Filpper. F6 protects the Left Flipper. F7 protects the input to the +50V dc rectifier, and F 8 protects
the input to the +25Vde rectitier on the Aux Power Driver Board.
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Notes
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Section 2
Game
Parts

Information

» 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-12313-50007)
Audio Board (D-11581-50007)

System 11C CPU Board (D-11883-50007)
Master Display Board (D-12232-3)

7-Segment Display

Lamp and Relay Boards

5 Switch & Diode Board

All Major Mechanism Assemblies of RIVERBOAT GAMBLER
Solenoids/Flashers

Switches

Lamps

Playfield Parts
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Locations Diagram-Game Ciucuit Boards and Major Mechanisms

C-13174-R
C-13174-L
C-9638
B-9362-L-1
B-12265
B-11203-R-1
B-11203-L-1
C-13876
C-13877
C-13878
C-13875
C-13450
C-124998
B-13959
B-11304-3
B-13655
B-9414-3
B-9415-1
C-11902-1
B-13915
A-13917

1 it
Fip

Lwr
=g

'4-CIL‘

Rly
8ol 11

'Lﬁ.ﬁg Q5D @ :mr

Shtr
Lane
Feeder

oek

Underside of Playfleid

Viewed In Rsised position

LOCATIONS
Clrcuit Boards

Lamp Bosrds
[J Major Mechsniama

Lower Right Flipper
Lower Left Flipper
Shooter Lane Feeder
Coll & Bracket Assembly
Right & Left Kickers

Coll & Bracket Assembly
Coll & Bracket Assembly
Lamp Board ("5-B")
Lamp Board (“6-C")
Lamp Board ("11-R")
Lamp Board ("4C/L")

4 Bank Drop Target

4 Bank Opto Board

Ball Kicker/Locker
Ramp Lifter Assembly
Coll & Bracket Assembly -
Jet Bumpers

Coll & Bracket Assembly
Relay Board

Diverter

Assoclated parts

Knocker SRR

Display/Speaker P-nol, Ho.f View

f " Roulstts Whee|

L

Reley Bd
0110

Insert Board, Inner Side View

B-10686-1
D-11581-50007
D-11883-50007
D-12213-50007
D-12246
D-12247

D-13952
D-12232-3

A-14093-1
D-12045
C-11998-1
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Knocker
Audio Board
System 11C CPU Board

Backbox interconnect Board

Power Supply Board
Aux. Power Driver Board

Speaker/Display Assembly
Master Display Board

Roulette Wheel

Stepper Motor Control Board

Relay Board



Hem

DONONLEWON =

Part No.

5§765-12317-00
§733-12060-01
§731-09432-00
§731-12328-00
§730-12327-00
5791-10862-15
5§791-10862-06
5§791-10862-09
5100-09690-00
5164-12154-00
5184-12155-00
5194-09055-00
5164-09056-00
5162-09425-00
5§701-09652-00
4006-01003-06
4006-01003-08
20-9229
4406-01117-00
5010-09534-00
4703-00007-00
§705-12330-00
5§705-09199-00
5070-09054-00
5075-090598-00

NOTES:

D-12246 Power Supply
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Ckt Designator

F1-F5
F4, F5
F1

F2, F3
N

J2

J3
BR1
(e

Q3
Q2
Q4
Qs

w1

D1, D3-De
ZR1,ZR3

Description

Power Supply PCB

Fuse Holder

Fuse, 7A., S-B, 250v

Fuse, 3/8A., S-B, 250v

Fuse 1/8 A., 250v

Connector, 15-pin Hdr, Sq Pin .156
Connector, 6-pin Hdr, Sq Pin .156
Connector, 9-pin Hdr, Sq Pin .156
Bridge Rectifier, 35A., 200V
Transistor, MJE15030, NPN
Transistor, MJE15031, PNP
Transistor, MPSD52, PNP
Transistor, MPSD02, NPN
Transistor, 2N6057, NPN

Thermal Pad T0-3

Mach. Screw, 6-32 x 3/8

Mach. Screw, 6-32x 1/2

Thermal Compound

Nut, 6-32 Hex.

Resistor, 002

Lockwasher, #6 Ext,

Heatsink 4°

Heatsink 60308

Diode, 1N4004

Zener, 1N5890, 3.9v, 172w

1. Heat sink compound must be applied between transistor and heat sink
2. Observe index mark on integrated circuit, polarity of capacitors and diodies, and position of

transistors.,

26
27
28
29
30
3
32
a3
34
35
36
37
38
39
40
41
42

43
44
45
46

47
48

Part No.

5075-09060-00
5460-09424-00
5010-09069-00
5010-10631-00
5010-09536-00
5013-09426-00
5013-09427-00
5010-09541-00
5010-09085-00
5010-09428-00
5010-09508-00
5012-09429-00
5040-12324-00
5043-09072-00
5040-09421-00
5040-09422-00
5040-09420-00
5040-08893-00
5040-09419-00

5040-09423-00

5043-09446-00
5043-09065-00
5824-09248-00
03-7947

3. The view of Q5 and its related heat sink and hardware is from the bottom of the heatsink, to
clarify instaliation. i
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Ckt Designator

ZR2, ZR4
IC1

R3, Re
R2, RS
R1, R4
R7

R8

Rg
R10
R11
R12
R13
C1,C3
C2,C4
c7

c8

Cc9

c1o
c12
Ci14

C1s
TP1-TP4

Description

Zener, 1N4764, 100v, 1w

IC, Volt. Reg., MC1723C5
Resistor, 330K, 5%, 172w, C.F.
Resistor, 1.2K, 5%, 1/2w
Resistor, 39K, 5%,1w

Resistor, 2.15K, 1%, 1/4w, C. F.
Resistor, 4.99K, 1%, 1/4w, C. F.
Resistor, 2.7K, 2%,1/4w, C. F.
Resistor, 1.5K, 5%.,1/4w, C. F,
Resistor, 1.5K, 2%, 1/4w, C_ F.
Resistor, 27082, 2%, 1/4w, C. F37
Resistor, 0.1202, 5%,5w
Capacitor, 150 mfd, 160v, radial
Capacitor, 0.1 mtd, 500v, disc
Capacitor, 100 mid, 25v, radial
Capacitor, 47 mfd, 50v, radial
Capacttor, 1000 mfd, electr,
25v, axial or radial

Capacitor, 18,000 mid, electr,
20v, axial

Capacitor, 330 mid, electr,
10v,radial

Capacitor, 0.1 mfd, 50v. disc
Capacttor, 470 pfd

Terminal, #1502-1 (Test Post)
Tie Wrap, 8" Long



D-12247-566 Aux Power Driver Unit Board
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Part No.

5763-12184-00
5040-09537-00
5040-12181-00
5043-09072-00
5010-09160-00
5012-12238-00
5010-09534-00
5017-12180-00
5100-09690-00
5070-08785-00
5070-09045-00
5191-12179-00
5580-09555-01
5733-12060-01
5731-08665-00
5731-09128-00
5731-09651-00
5731-06314-00

. 5731-08432-00

§791-10862-09
§791-10862-07
§791-10862-12
§791-10862-04

Ckt Designator

c1.C3
C5.C6

C2.C4

R1-R8

R9

W1, W3, W4, W6
VR1, VR2

BR1, BR2

D1- D23

D31 - D46
Q1-08

K1

F5, F6
F1, F2A, F3, F4
FaC.

F7

F8
J1,J2,J4 - J6, U8
J3,J7, Jo

J11, 412

J10

Description

Bare P.C. Board

Capacitor, 100 pfd., 100v, Radial
Capacitor, 10 ptd., 100v, Radial
Capacitor, 0.1 pfd., 500v
Resistor, 220Q, 1/4w C.F., 5%
Resistor, 3.3KQ, 5w, 10%
Resistor, 0Q, 1/4w

Varistor, 100v

Bridge Rectifier, 35A, 200v

Diode, 1N4003
Diode, MR501

Transistor, TIP36C
Relay, DPDT, 13A

Fuse Holder

Fuse, 2A, S-B, 250v

Fuse, 2-1/2A, S-B, 250v
Fuse, 5A, S-B, 250v

Fuse, 4A, S-B, 250v

Fuse, 7A, S-B, 250v
Connector, 9-pin Hdr, Sq Pin
Connector, 7-pin Hdr, Sq Pin
Connector, 12-pin Hdr, Sq Pin
Connector, 4-pin Hdr, Sq Pin
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D-11581-50007 Audio Board Assembly

u12

Part No. Cki Designator Description
5370-09691-00 Ue IC, 55536 CVSD
5766-12130-00 Bare P. C. Board
5371-11087-00 U1 IC, D/A Conv, YM3012

a) 5700-09006-00 Socket, IC, 16-pin (U1)
5370-11086-00 us IC, Sound Processor, YM2151

a) 5700-09004-00 Socket, IC, 24-pin (U3)
5400-10320-00 us IC, pProcessor, MCE8BO9E

a) 5700-08885-00 Socket, IC, 40-pin (U8)
A-5343-50007-3 U4 iC, Audioc ROM 1
A-5343-50007-4 u19 IC. Audio ROM 2
A-5343-50007-5 U20 IC, Audio ROM 3

a) 5700-10176-00 Socket, IC, 28-pin (U4, U19)
5371-09152-00 U11 IC, D/A Conwvtr, MC 1408
D-11579-4 Audio PCB Sub-assembly
5430-10322-00 vi2 IC, PIA, MCE8B21
5340-10139-00 us IC, RAM/S 5516-2 2Kx8 -
5281-09487-00 uie, U7 IC, Dual D Flipflop, 741574
5281-10043-00 ut3 IC, 74LS175
5281-09235-00 u21 IC,Triple NAND, 74LS10
5370-09321-00 U9, U1o, U17, U18 IC, Op Amp, MC1458
5281-09215-00 v2 IC, Hex Inv, 74L.S04
5281-09246-00 U4 1C, 2-4 Dec, 7415139
5281-09745-00 U1s iC, Dual Mux, 7405138
5370-09156-00 v22, u23 IC, Audio Amp, TDA2002

a) 5705-09199-00 Heatsink, #6030B

b) 4006-01003-06 Mach. Screw, 6-32 x 3/8

c) 4406-01117-00 Nut, 6-32 Hex.

d) 4703-00007-00 Lockwasher, #6 Ext.
5160-10269-00 Q1 Transistor, 2N3904, NPN
5060-10396-00 SP1 SIP 4.7K & 470ptd, BR8C
5010-09181-00 R44, R48 Resistor, 1.0Q, 172w, 5%
5010-09161-00 R35, R45 Resistor, 2.2Q, 1/4w, 5%
5010-09361-00 R43, R46, R47  Resistor, 22082, 1/2w, 5%
5010-09358-00 R41, R42 Resistor, 1K, 1/4w, 5%
5010-089988-00 R2, R3, Resistor, 2.2K, 1/4w, 5%
5010-08983-00 R7-R9 Resistor, 3.3K, 1/4w, 5%
5010-08991-00 R1, R4, R5, R11, Resistor, 4.7K, 1/4w, 5%

R12, R25 - R28, R33,
R36, R37. R49, R50
NOTES:

* 20 capacitors (shown on diagram with “B" symbol) provide +5VDC fiftering for [Cs.
All capactiors are ceramic, 50v, axial, uniess otherwise noted.
Al resistors are 5%, 174w, Carbon Film, unless otherwise noted.
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Part No. Ckt Designator Description
5010-10985-00 R14,R15 Resistor, 20K, 1/4w, 5%
5010-09034-00 R22-R24, R17, R34 Resistor, 10K, 1/4w, 5%
5010-09324-00 R6, R19, R20, R21 Resistor, 27K, 1/4w, 5%
5010-09162-00 R39 Resistor, 100K, 1/4w, 5%
$010-09331-00 R16 Resistor, 13K, 1/4W, 5%
$013-09427-00 R13 Resistor, 4.99KQ2, 1/4W, 1%
5010-08772-00 R18 Resistor, 15K82, 1/4W, 5%
5010-08824-00 R32 Resistor, 43K<2, 1/4W, 5%
5010-08846-00 R31 Resistor, 220K, 1/4W, 5%
5010-09086-00 Resistor, 6.8K(2, 1/4W, 5%
5010-09219-00 R38 Resistor, 8.2K, 1/4W, 5%
5010-10258-00 R40 Resistor, 1M, 1/4w, 5%
$010-09179-00 R10 Resistor, 3.3M, 1/4w, 5%
$010-09333-00 R29 Resistor, 180Ks2, 14W, 5%
5010-09342-00 R30 Resistor, 36KS2, 1/4W, 5%
5010-09534-00 W2, W9, W11 Resistor, 002, 1/4w, 5%
5046-09350-00 - C9 Capacitor, 180pfd, 100V, £ 5%
5048-10992-00 [ 1] Capacitor, 4700ptd, 50V, £10%
5046-09346-00 C7 Capacitor, 1200pfd, 50V, £5%
5040-09365-00 C11 Capacttor, 1ufd, 63V, +10%
5040-09343-00 C1, C3, C4, C8, C17 Capacitor, 10utd, 20v, 120%
5040-10974-00 C12,C19,C24 Capacitor, 100ufd. 35v
5040-09776-00 C26, C30 Capacitor, 470ufd, 16v; +50, -10%
5040-12006-00 C28,C32 Capacitor, 1000ufd, 16v, 20%
5041-09243-00 C25,C28 Capacitor, 10ufd, 10v10%
5043-08980-00 C5, B (20)° Capacitor, 0.01pifd, 50v.+80, -20%
5043-08996-00 C31,C33 Capacitor, 0.1jfd. SOv. +20°%
5043-09065-00 C13-C15 Capacitor, 470 ptd, 50v, £20%
5043-09492-00 C2, C34 Capacitor, 100 pid, 50v, +10%
5043-09844-00 Ce Capacitor, 47 pfd, 50v, £20%
5043-09845-00 C16,C18,C20- Capacitor, 1000 ptd, 50v, £20%
C23,C27
5520-09020-00 X1 Crystal, 3.58 MHz
5521-10931-00 CR1 Oscillator, 8 MHz
5551-09822-00 L1-13 Inductor, 4.7 pH, 3A
5791-00437-00 J4 Connector, 20 pin, (Hdr), Rib. Cb!
5791-10862-04 J1,J2,J5 Connector, 4 pin (Hdr)
5791-10862-06 J3 Connector, 6 pin (Hdr)
16-8850-317 P.C.B. 1.D. Label
20-9229 Thermal Compound



D-12232-3 Master Display Board
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Part No. Ckt Designator Description Part No. Ckt Designator Description
5760-12306-00 Bare P.C. Board 5010-09534-00 W1, W2 Resistor, 00, 1/4W
5670-12308-00 DSPL1, DSPL2 Display. 16-Character, A/N 5791-10851-00 J3 26-pin Hdr, Rt. Angle
5310-09882-00 U1, U2, US, U6 1.C. 4001 5010-08773-00 R1-R8, R19-R35 Res, 18KQ, 1/4w, 5%
5§310-08975-00 U7-U12 1.C. 4049 : R41, R43, R45, R71
5680-08968-00 U3, U4, U13, 1.C. 6184. Anode Driver 5010-10258-00 R38, R52 Res, 1MQ, 1/4w, 5%
U14, U117, U18 5010-10927-00 R36, R39, R40, R42 Res, 8.2KQ, 1/2w, 5%
5680-08969-00 U15, U16. U19, U20 1.C. 7180, Cathode Driver R47, R48, R50, R51,
5040-09343-00 C1 Axial Cap, 10 pfd, 20v, £+20% R54,R56,R57, RS9,
5043-08980-00 Bypass Axial Cap. 0.01ufd, 50v. +80, -20% R64, RE5, R67, R68
5075-09135-.00 D1, D2 Zener, 1N4740A, 10v, 1w 5010-08981-00 R37, R44, R46, R49 Res, 10KQ, 12w, 5%
5791-10869-09 J1, J2, J5 9-pin Header, Rt. Angle R5S5, R61, R63, R66
5791-10869-06 J7 6-pin Header, Rt. Angle 03-8088-1 Support Suppon, Display
Cover, Display 16-8850-234 P.C.B. L.D. Label

23-6634

C-8364-1 7-Character Display Glass
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Part No. Description
5762-10933-00 PCB Slave Display

23-6545
5670-09438-00
5791-09438-00
23-8546

Foam Display-Back
Display 7-Digit Glass
Connector, 20-pin Rt. Ang.
Foam Dispiay-Front
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Pinout Table
used on Master Display Board, p/n D-12232-X

ENE N/C 24 cut 31 | 47 | Strobe 8 70 cut
2 2 |SegmentA 23 25 | Strobe 12 48 cut 40 71 | Strobe 4
3 3 |SegmentJ 26 cut 32 | 49 | Strobe8 72 cut
4 4 Segment B 24 27 |Strobe 12 50 cut 73 cut
5 5 |Strobe 16 28 cut 51 cut 74 cut
6 6 |[SegmentK 29 cut 52 cut 41 75 | Strobe 3
7 7  |Strobe 16 30 cut 33 | 53 [Stobe7 || 76 cut
8 | 8 |SegmentH|| 25 | 31 |Strobe 11 54 cut [ 42 | 77 |Stobe 3
9 9 |SegmentF 32 cut 34 | 55 | Strobe7 78 cut
10 10 |[SegmentM|! 26 33 |Strobe 11 56 cut 43 79 | Strobe 2
11 11 [Strobe 15 34 cut 35 57 | Strobe 6 44 80 | Comma
12 12 |SegmentC 35 cut 58 cut 45 81 | Strobe 2
13 13 |Strobe 15 36 cut 59 cut 46 82 | Segment P
14 14 N/C 27 37 |Strobe 10 60 cut 47 83 | Segment R
15 15 |[Strobe 14 38 cut 36 61 | Strobe 6 48 84 | SegmentE
16 16 Dot 28 39 | Strobe 10 62 cut 49 85 | Strobe 1
17 17 |Strobe 14 40 cut 37 | 63 | Strobe 5 50 86 | SegmentN
18 18 |[SegmentD 41 | Strobe 9 64 cut 51 87 | Strobe 1
19 19 |Strobe 13 42 cut 38 65 | Strobe 5§ 52 88 | Segment
20 20 Dot 43 | Strobe 9 66 cut 53 89 | -100Vdec
21 21 }Stobe 13 44 cut 67 cut
22 | 22 N/C 45 cut 68 cut

23 cut 46 cut 39 69 |Strobe 4

5670-12308-00

16-Character Display Glass
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Part No.

5764-12206-00
5281-00308-00
5430-08972-00

5340-10139-00
5280-09010-00
5281-09246-00
5075-09406-00
5164-10088-00
5431.09449-00
$310-09236-00
5281-00743-00
5261-00247-00
5281.09235-00
5280-00013-00
5281-00490-00
5281-10014-00
5281-00486-00
5281-00745-00
5281-09867-00
5280-08973-90
5280-08974-00
5310-00155-00
£280-08948-00
5280-00309-00
5671-00019-00
5521-10506-00
5162-08976-00

5191-08978-00

5162-00410-00

5160-08938-00

5160-10269-00
5190-00016-00
5130-00014-00
5070.06258-00
5070-08019-00
5070-08266-00
5075-00018-00
5075-09059-00
5010-08992-00

5010-00039-00
5010-09534-00

5010-08891-00
5010-09356-00
5010-09113-00
5010-08983-00
5010-09034-00
5010-09086-00
5$010-08997-00
5012-09037-00
5010-08993-00

5012-10860-00

NOTES:

1. For Schematic, refer to drawing #16-9019,

D-11883-50007 System 11C CPU Board

Cit Designator

Ute

U10, U38, V41,

U42, Ust, Us4

u2s

Uas

Uz, us, 12
ZR3-ZR8

Q42 - Q49

U43

u20

u3a2

U4

u3s

u3s

U31, U4

us3

uzs

U3z

U11, U13, U40
U17-U20, US2, US3
Uss, Uss

uUao, U3s

U45, Uso

(V]

LED1-LED3

CR1

Q51, 053, @85, Q57
Q59, 061, Q63, Q6S
Q52, Q54, 056, 058,
Q60, 062, 064, 066
Q8-Q9, 014-Q17,
Q22-Q25, Q30-Q33,
Qs9, Q71. Q73, Q75.
Q77. Q79, 0G80-QB7
02-Q05, Q10-Q13, Q18-
021, Q26-Q28, Q34-
Q38, Q41. Q67, Q68,

Q70, Q72, Q74, Q76, Q78

Q40

Qap, Q50

$1-58

D3-D19

D2

D1

ZR1

ZR2

R94, R97, R100,
R103, R106, R109
RS6

W1, W2, W4, W5, W7,
W11, W14, W16
R32, R52, RSS, RE8,
R92, R146

RS54, RS57, RS8, R64,
R66, R138-R145
R7®

R70. R8O

RS3, R60. RES, RSO
R81

R23, R24, RB1, A3,

Description

Bare P. C. Board
1C. Octal Bus Xevr, 741.5245
IC. PIA, MC6820/6821

IC. 2K x B CMOS Statc RAM

IC. 4-16 Decoder, 74154

IC, 2-4 Decoder, 74L.5139
Diode, Zener, 6.2v, 0.5w
Translstor, NPN, 2N5550, TO-92
IC, Timer, MC1455

1C, 14-b Counter, 4020

IC, Quag 2-Input AND, 74LS08
IC, Quad 2-Input NOR, 74LS02
IC, Triple 3-Input NAND, 74L.S10
IC, Hex inverter, 7404

IC, Quad 2-Input NAND, 74LS00
IC, Dua! 4-input NAND, 74LS20
1C, Octal D Flip-flop, 74L5374
1C, 3-8 Decoder, 74L.5138

IC, Octal Bufer, 74L.5244

IC. Quad 2-Input AND, 7408

1C, Hex Inverter, 7406

IC, Quad 2-nput NAND, MC14011
IC, Quad 24nput NOR, 7402

IC. Hox Buffer, 7407

LED, Red, Display

Osdlliator, 4 MHz

Transistor, NPN Darl. 2N6427,
TO-92

Transistor, PNP, TIP42, TO-220

Transistor, NPN, TIP122, TO-220

Transistor, NPN, 2N4401, TO-92

Transistor, NPN, 2N3804, TO-92
Transistor, PNP, 2N4403, TO-92
SCR, 30v, 0.8A. 2N5060

Diode, 1N4001

Diode, 1N4148, 150mA

Diode, 1N5817, 1.0A

Diode, Zener, 1NS996A, 6.8v, 0.5w

Diode, Zener, 1N5990, 3.8v, 0.5w
Resistor, 56012, 5%, 1/4w, C. F.

Resistor, 10Q, 5%, 1/4w, C. F.
Resistor, 0£). 5%, 1/4w, C. F.

Resistor, 4.7KS2, 5%, 174w, C. F.
Resistor, 1.0KS2, 5%, 1/4w, C. F.

Resistor, 33KR, 5%, 1/4w, C. F.
Resistor, 3.3K12, 5%, 1/4w, C. F.
Resistor, 10K, 5%, 1/4w, C. F.
Resistor, 6.8K, 5%, 1/4w, C, F.
Resistor, 27KQ. 5%, 1/4w, C. F.

R96, R99, R102, R105, R108. R112, R115,
R118, R121, R124, R127, R130, R133

R113, R116. R119.

Resistor, 0.412, 5%, 3w, Wire-Wrd,

R122, R125, R128, R131, R134

R36-R51, RS, Ro8,

R101, R104, R107, R110

R82-Ra9

Resistor, 6812, 5%, 172w, C. F.

Resistor, 2751, 5%, 2w, C. F.

2 hems 56 and 58 (resistors) must be mounted 1/8" above PCB surface.
3 Standard Jumper: W1, W2, W4, W5, W7, W11, W14, W16

Part Ne.

5010-10003-00
5010-10171-00
5010-10170-00

.5010-09160-00

5010-00416-00
5§010-10631-00

5019-09783-00
5019-09362-00

5019-00808-00
5010-00785-00
5019-10472-00
5019-09660-00
5019-09780-00
5019-09786-00
5019-09792-00
5060-10396-00

5043-08080-00

5043-09845-00
5043-08996-00
5040-10974-00
5045-09796-00
5043-09065-00
5040-00545-00

5041-00031-00
5043-09030-00
5§551-09822-00
5641.09312-00)
5641-09653-00}
5880-09022-00
5881-09021-00
5700-10176-00
8) A-5343.50007-1
b) A5343-50007-2
5700-08085-00
a) 5400-09150-00
5824-00248-00
209229
5580-08994-01
5791-10862-09

5791-10862-04
5701-10862-12
5791-10850-00
5701.09437-00
20-9491

Tkt Designator

Re2, R63

RE7

Re9

RS9, R61, W12, W13
R33, R34, R71-R78.
R135-R137

R111, R114, R117,

Description

Resistor, 3904, 5%. 1/4w,C. F.
Resistor, 5602,5%, 174w, C.F.
Reslstor, 4711, 5%, 1/4w,C. F.
Resistor, 2204. 5%. 1/4w,C. F.
Resistor, 47042, 5%, 1/4w,C. F.

Reasistor, 1.2K11. 5%, 1/2w,C. F.

R120, R123, R126, R129. R132

SR18

SR3, SR15, SR17,
SR19, SR20

SR4, SR6, SR11

SR16

SR14

SR8

SRg, SR10

SR2

SR5, SR7

SRC1 - SRCS,
SAC7 - SRCY
C18,C19,C21,C31,
C32, C49-C56, C59,
+ 43 Bypass, marked B
C2, C23, C25, C27.
c28

C70-75,C77,

Cc78

C24,C26, C29

C60-C67

€33-C40, C68, C69,
C76
C30

Css
Ccs7
L1-L3
SwW1

B1-B3

u2s
vz27

U1s
TP1, TP2

K1 .

141, 142, 104-1J8,
1410112, 1J17-1J19
1J13,1J14

1J3

1J22

1J21

Wi, W19
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SIP, BR, 10-pin, 6.8Ks2, .125w/R, 5%
SIP, R, 10pin, 4.7KQ, .125wR, 5%

SIP, 9R, 10-pin, 5600, .125w/R, 5%
SIP, 9R, 10-pin, 2.2K(1, 125w, 5%
SIP, 9R, 10-pin, 3.3K52, .125w/R. 5%
SIP, OR, 10-pin, 1.0KS, .125w/R, 5%
SIP, 4R, 8-pin, 1KQ, 5%

SIP, SR, 6-pin, 4.7Ks2, .125w/R, 5%
SIP, BR, 10-pin, 2.7KA, .125w/R, 5%
SIP, 8R, BC,10-pin, 4.7Ks1 & 470ptd

Capacitor, 0.01 pid, 50v(+80,-20%), Axial

Capacitor, 1K pfd. S0v(+20%), Axial
Capacitor, 0.1 pfd, S0v(+20%), Axial

Capacitor, 100 utd, Blectr.. 25v(+50,-10%).
Axial

Capacitor, 0.1 ufd, Polycarhonate Rad.,
100v{+10%)

Capacitor, 470 pfd, 50v(+20%), Axia!

Capacitor, 22 yid. Electr.. 10v{+50.-10%)
Axial

Capacltor, 1 pfd, Tam., 25v(+20%), Axlal
Capacitor, 0.047 pfd, 50v(+20%). Axial
Inductor, 4.7 pH, 3A

Switch, Pushbution, DPDT, 100v, SA

Battery, Akaline, 1.5v. AA
Battery Holder, #171

IC Socket, 28 pin

IC, Game ROM 2, 27256
IC, Game ROM 1, 27256
iC Socket, 40 pin

IC, pProcessor, 6802
Test Point

Thermal Compound
Relay, 4-pole, 4011, 6v
Connector, 9 pin (Hdr)

Connector, 4 pin (Hdr)
Connector, 12 pin (Hdr)
Connaector, 26 pin Ribbon (Hdr)
Connector, 20 pin Ribbon (Hdr)
Bus Wire, Jumper



System 11C CPU Board
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D-12313-50007 Backbox Interconnect Board
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Part No. Ckt Designator Description
5768-12332-00 Master Interconnect Board
5010-09534-00 R11, R12 Resistor, 0Q
5012-12238-00 R14, R15 Resistor, 3.3KQ, 5W, 10%
5012-12337-00 R13 Resistor, 1.5KQ, 5W, 10%
5012-12163-00 R11 Resistor, 11Q, 5W, 10%
5012-10024-00 R1-R8 Resistor, 5.6Q, 5W, 10%
5012-12188-00 RS " Resistor, 3Q, 5W, 10%

- 5490-10892-00 Uu1-uU3 Opto Isolator 4N25
5731-09651-00 F1-F4 Fuse, 5A.S.B., 250v
5733-12060-01 ~ Fuse Holder, F1-F4
5791-10862-03  J2, J15, J16 Connector, 3-pin Hdr Sq Pin .156
5791-10862-07 J9 Connector, 7-pin Hdr Sq Pin .156
5791-10862-09 J6 Connector, 9-pin Hdr Sq Pin .156
5791-10862-10  J7,J10,J17 Connector, 10-pin Hdr Sq Pin .156
5791-10862-12  J5, J13, J18 Connector, 12-pin Hdr Sq Pin .156
5791-10862-15 J8 Connector, 15-pin Hdr Sq Pin .156
5791-10862-16  J4,J11,J12,J18  Connector, 16-pin Hdr Sq Pin .156
5791-10862-18  J1, J3,J14 Connector, 18-pin Hdr Sq Pin .156
16-8850-318 P.C.B. LD. Label
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4
(Location of boards noted on page 44.)

C-13874

Lamp Board (“5-BP”)

Part Number

5768-12679-00
24-8767
24-8768
5070-09054-00
5791-10871-07

Description

Lamp PCB

Twist Socket

Bulb #555 (6.3V, 0.25A)
Diode, 1N4004, 1.0A
Connector, 7-pin Sq post

C-13875

Lamp Board (“4C/L”)

Part Number

5768-12680-00
24-8767
24-8768
5070-09054-00
5791-10871-06

Description

Lamp PCB

Twist Lamp Socket

Bulb #555 (6.3V, 0.25A)
Diode, 1N4004, 1.0A
Connector, 6-pin Sq post

C-13877

Lamp Board (“6-C”)

Part Number

5768-12682-00
24-8767
24-8768
5070-09054-00
5791-10871-08

Description

Lamp PCB

Twist Socket

Bulb #555 (6.3V, 0.25A)
Diode, 1N4004, 1.0A
Connector, 9-pin Sq post

C-13878

Lamp Board (“11-R”)

Part Number

5768-12683-00
24-8767
24-8768
5070-09054-00
5791-10871-10

Description

Lamp PCB

Twist Lamp Socket

Bulb #555 (6.3V, 0.25A)
Diode, 1N4004, 1.0A

Connector, 10-pin Sq post

C-13876 C-12000

Lamp Board (“5-B”)

Part Number

5768-12681-00
24-8767
24-8768
5070-09054-00
5791-10871-07

Description

Lamp PCB

Twist Lamp Socket
Bulb #555 (6.3V, 0.25 A)
Diode, 1N4004, 1.0A
Connector, 7-pin Sq post

B-12224 (“1”)

Lamp Board
Part Number Description
5768-12312-00 Lamp PCB
24-8767 Twist Lamp Socket
24-8768 Bulb #5655 (6.3V, .25A)

5070-09054-00

Diode, 1N4004, 1.0A

Lamp Board (“3-T”)

Part Number

5768-12245-00
24-8767
24-8768
5070-09054-00
5791-10871-05

Description

Lamp PCB
Twist Lamp Socket

Bulb #555 (6.3V, 0.25A)
Diode, 1N4004, 1.0A
Connector, 5-pin Sq post

C-11998-1

Relay Board

Part Number

5010-09534-00
5070-09054-00
5580-09555-01
5768-12243-00
5§791-12273-02
5791-12273-07
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Description

Resistor, 0Q

Diode, 1N4004, 1.0A
Relay, DPDT, 24V, 13A
Relay PCB

Connector, 2-pin Sq post
Connector, 7-pin Sq post



C-13174-R Right Flipper Assembly

kem Part Number Description item Part Number
1 B-13104-R Flipper Base Assy, R. 21 B-10655-R
2 03-7811 End of Stroke (EOS) Sw a) 02-4179
3 RM-21-06 Sieeve, Vinyl (Cap. leads) b) 4010-01086-14
4 5045-12098-00 Capacitor, 2.2 yFd, 250V, 20% c¢) 4700-00023-00
5 4701-00002-00 Lockwasher, #6 Split d) 4701-00004-00
6 4105-01019-10 Sh. Metal Screw,#5 x 5/8 e) 4410-01132-00
7 23-6622 . Tape, Double-sided f) A-10656"
8 4008-01079-05 Cap Screw, 8-32 x 5/16 1.) 02-4219
9  4701-00003-00 Lockwasher, #8 Spiit 2.) 20-937041
10 01-9375 Switch Mounting Bracket 3.) 03-8050-1
11 03-7520-2 Ty-Wrap, Nylon g) B-10657-R
12 20-6516 Speednut, Tinnerman 1.) 01-8073-R
13 4010-01066-06 Cap Screw, 10-32 x 3/8, SH 2.) 17-1037
14 4701-00004-00 Lockwasher, #10 Split 3.) 4010-01066-18
15 A12111° Flipper Stop Assembly 4.) 4410-01127-00
16 HW-30018-6 Wire, 18 AWG, Blue 5.) 4700-00107-00
17 FL-11630 Flipper Coil (Red) 6.) 4701-00004-00
18 01-7695 Solenoid Bracket 7.) RM-23-06
19 4006-01017-04 Mach. Screw, 6-32 x 1/4 22 23-6577
20 10-376 Coil Plunger Spring 23 03-7568
24 4006-01005-06
25 4406-01117-00
* Ses Separate Diagram
Assoclated Parts:.
20-9250-5 Flipper Arm on Shaft
23-65194 Red Rubber Ring
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Description

Crank Link Assembly, Right
Link Spacer Bushing

Cap Screw, 10-32 x 7/8, SH
Washer, 5/8 x13/64 x16ga.
Lockwasher, #10 Split

Nut, 10-32 ESNA

Flipper Link Assembly

Coil Plunger

Spring Pin, 5/32 dia. x 7/16
Flipper Link :
Flipper Crank Assy, R.
Flipper Crank, R.

Crank Washer

Cap Screw,10-32x1-1/8
Nut, 10-32 Hex Hd.
Flatwasher, 5/8x13/64 x 12 ga.
Lockwasher, #10 Split
Tubing, H. S. 1/4 DWP
Bumper Plug

Flipper Bushing

Mach. Screw, 6-32 x 3/8
Nut, 6-32 Hex.



C-13174-L Left Flipper Assembly

(Parts Listed Replace Same ltems of C-13174-R)

ftem PartNumber  Description

1 B-13104-L Flipper Base Assembly, L
21 B-10655-L Crank Link Assembly, L
g) B-10657-L Flipper Crank Assembly

1.) 01-8073-L Flipper Crank, Left

Flipper Assembly Notes...

1.

R ol

N

Each Flipper Assembly on the Lower Playfield fs mounted beneath the playfield, in conjunction with the plastic
Flipper Paddle and Shaft (20-8250-6) and Flipper Rubber (23-6519-4) on the upper side of the playfield.

The tip of the EOS Switch must travel 0.150 (+ .010, - .000) Inch, before the contacts fully open, wlth the flipper
in the actuated position. The EOS Switch contacts must have a gap of 0.062 (¢ .015) Inch.

Adjustment of the EOS Switch must be made at & minimum distance of 0.25 inch from the switch body.

All moving elements of the assembly must operate freely, with no evidence of binding.

The iarge end of the Coli Plunger Spring (item 20) must fit within the four lugs of the Solenoid Bracket.

For coll replacement, remove the Solenold Bracket (ltem 18) to prevent screw damage. -

Use Loctite™ 242 when reattaching screws to the Fllpper Stop Assembly, the Solenolid Bracket, and the Flipper

Bushing.
When replacing ther Bumper Plug (item 22) to rostore proper flipper operation, readjust the flipper paddie and

shaft position.
Solid-color blue wire connects to the banded end of each diode, mounted on the connector end of the Flipper

Coli (tem 17). Trace-color wire connects to the unbanded end of the diode.

A-10656 Flipper Link Assembly

(items listed refer to items for C-13174-R)

item Part No. Description

211)1.) 02-4219 Coil Plunger
211)2.) 20-9370-1 Spring Pin, 5/32 x 7/16
211)3.) 03-8050-1 Flipper Link
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B-12665 Kicker Arm ("'Slingshot") Assembly

Part No.

12-6227
A-12664
A-5103
02-2364
20-8716-5
03-8085
4700-00003-00
A-5653

Associated Parts for Right Kicker

Part No.

B-11203-R-1
B-7572-1
01-8-508-S
4006-01017-06
4406-01119-00
AE-26-1500
03-7066

Description

Coil & Bracket Assy
Bracket & Stop Assy
Coil Retaining Bracket
Mach. Screw, 6-32 x 3/8
Nut, 6-32 ESN

Coil Assembly

Coil Tubing

Description

Clip, Hairpin

Kicker Crank Assembly

Coil Plunger Assembly

Coil Plunger

Roll Pin, 1/8 x 7/16

Armature Link

Flat Washer, .265 x .500 x .067
Mounting Bracket Assy

Associated Parts for Left Kicker

Part No. Description

B-11208-L-1 Coil & Bracket Assy
B-7572-1 Bracket & Stop Assy
01-8-508-S Coil Retaining Bracket

4006-01017-06 Mach. Screw, 6-32 x 3/8
4406-01119-00 Nut, 6-32 ESN
AE-26-1500 Coil Assembly

03-7066 Coil Tubing
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1/

Ball Trough Switches

(Viewed from underside of playfield to show location)

01-8652
BRACKET
A-8645
5070-06258-00
DIODE SW WIRE & BRKT
5647-00067-00  —————\ s 5647-12073-00
MICROSWITCH AR =11 MICROSWITCH
A-5844-45 — oy
SW WIRE & BRKT —
B-8925
A-5844-44 —
SW WIRE & BRKT MOUNTING PLATE
= RM-21-03
— TUBING
5647-00057-00 ____40-06258-00
MICROSWITCH DIODE

B-10686-1 Knocker Assembly

i
o ltem  Part Number Description
P —™~N0 1 A-5347 Coil Plunger Assembly
;{ | a  02-2653 Coll Plunger
1 ’ b) 03-6013 Belt Arm Ext.
= @ 2 B-7409-2 Mtg. Bracket Assembly
3 AE-23-800 Coll Sub-assembly
=) Q @ 4 01-8-508-T Coll Retaining Bracket
o 5 23-6420 Rubber Grommet
-+—2) 6 4008-01017-06  Mach. Screw, 8/32 x 3/8
7 H-11835 Knocker Cable
to:%—:%y—@ 8  03-7067-5 Coll Tubing
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C-9638 Ball Shooter Lane Feeder

ltem Part No. Description
12-6227 Clip, Hairpin
A-8247 Eject Cam Assy
10-362 Ejector Spring (Plain)
A-6949-L Spring Plate Assy
A-8050-1 Coil Plunger Assy
02-3407-2 Coil Plunger
20-8716-5 Roll Pin
03-8085 Armature Line

4700-00030-00 Flat Washer, 17/64 x 1/2 x 15 ga
4700-00103-00 Flat Washer, 17/64 x 1/2 x 28 ga.
A-8268 Mounting Bracket Assembly

Associated Parts

B-8362-L-1 Coil & Bracket Assy
B-7572-1 Bracket & Stop Assy
01-8-508-S Coil Retaining Bracket

4006-01017-06 Mach. Screw, 6-32 x 3/8
4406-01119-00 Nut, 6-32 ESN
AE-23-800 Coil Assembly
03-7066 Coil Tubing

B-8039-2 Outhole Kicker Assembly

ltem Part No. Description
(5) 1 A-6378 Mounting Plate Assy
E I 2 A-8335 Coil Plunger Assy
‘ = a) 02-2364 Coil Plunger
Jgj 0087623V, & b) 20-8716-5 Roll Pin, 1/8 x 7/16
17 . ¢) 01-4251 Ball Retum Link
e 3 03-7066 Coil Tubing
' ‘ 4 A-6889 Kicker Lever Assy
(l_ 5 A-8038 Coil Stop Assy
10) 6  AE-23-800 Coil Assy
7 03-7176-1 Striker Ring
8 10-101-4 Spring-Reset
9 20-8712-25 "E" Ring, 1/4" Shaft
10  4006-01003-03 Mach. Screw, 6-32 x 3/16
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B-9414-3 Jet Bumper Assembly

item Part No.

A-4754
03-6009-A5
03-6035-4
03-7443-5
10-7
A-11199
03-8254-9

NOOTDHWN -

B-9415-1 Jet Bumper Coil Assembly

Item Part No.

B-7417
01-1747
01-5492
01-5493
02-3406-1
10-326
AE-23-800
4006-01017-04
03-7066

OCONOO D WN =

[}

B-12030-2
B-12029-2
= SW-11A-37
01-1168
4 01-3670
03-7395
4005-01051-12
4405-01117-00
5070-06258-00

23-800

AE-

RIVERBOAT GAMBLER 58

Description

Bumper Ring Assy
Bumper Base-Wht
Bumper Wafer-Red
Bumper Body-Wht
Spring-Jet Bumper
Socket & Bulb Assy
Bumper Cap

Description

Bracket & Stop Assy
Coil Retaining Brkt
Armature Link, Steel
Armature Link, Bakelite
Coil Plunger

Armature Spring

Coil Assembly

Mach. Screw, 6-32 x 1/4
Ceil Tubing

Associated Parts

Jet Bumper Sw & Diode
Jet Bumper Sw & Brit
Jet Bumper Switch Assy
Mounting Brkt, Switch
Switch Piate-Curved
Switch Actuator

Mach. Screw, 5-40 x 3/4
Nut, 5-40 Hex.

Diode, 1N4001, 1.0A.



C-13450 4-Bank Drop Target

<),
. s /@
N (s
‘ l: > < ‘.J
@ R ; m Bilmlin
@ | P ‘ @
REF,
_ . L o /@
: Tl 'ffP’ ® o
(A
€ "":. d E=“=- oe o
e 1 'S
© \.@ ()
item Panrt No. Description item Part No. Description
1 C-1345t Bracket & Stud Assy 11 20-8712-25 Retaining Clip
2 A-11397 Stop Bracket Assy 12 4700-00072-00 Washer #12
3 4408-01119-00 Nut #8 ESN 13 10-392 Comp. Spring
4 AE-24-900 Coil Assembly 14 10-364 Exten. Spring
5 03-7066-4 Coll Tubing 15 23-6626 Grommet
6 A-13453 Reset Plate Assy 16 C-12499 4-Drop Tgt Opto Brd
7 01-9548 Coil Mounting Brkt 17 4700-00016-00 Washer #8
8 4008-01016-00 MS.8-32x5/8P-PH 18 20-8712-18 Retaining Clip
9 4408-01128-00 Nut #8-32 KEPS 19 03-8334-4 4 Bank Tgt Stop
1 03-8036 Plain Target 20 4004-01005-04 M.S. 4-40 x 1/4
P-PH
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C-12499 4-Bank Drop Target Opto Board

oPT0 2

18 B

H
REED R
J1
Part No. Ckt. Designation Description
5010-08774-00 R14 Resistor 22KQ, 1/4W, 5%
5010-08930-00 RS, R, RY, R12 Resistor 470KQ, 1/2W, 5%
5010-09162-00 R13 Resistor 100KQ, 1/4W, 5%
5010-09324-00 R2, R5, R8, R11 Resistor 27KQ, 1/4W, 5%
5043-08980-00 C1, Bypass Cap. .01M 50V, +80 -20
5070-09054-00 D1, D2, D3, D4 Diode 1N4004, 1.0A
5370-12272-00 U IC LM339 Quad Comp
5490-10159-00 Optot - Opto 4 Optp inter Module Large Gap
§768-12376-00 Bare PCB Bare PC Board
§791-124548-08 J1 8 pin header R/A lock Sq. .100
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Standup Targets

item Part No. Description

1 B-12583-7 Target Assy, Complete
2 B-12812-10 Target Assy, Compiete
2 B-12912-11 Target Assy, Complete

C-13996 Back Panel Assembly

Part No. Description
C-13337 Single Flash Lamp Assembly
C-13874 5 Lamp PCB Assembly
03-8149-10 Mini Dome (Blue)
03-8149-11 Mini Dome (Green)
31-1475-50007 Screened Back Panel
A-13781-50007 Back Panel & Inserts
03-8188-13 Rectangle Insert (Clear)
03-8333-16 Oval Insert (Yeliow)
11-831-50007 Wood Backboard

C-13940 5 Switch & Diode Board

Part No. Description
5768-12697-00 5 Switch & Diode PCB
5070-09054-00 Diode, 1N4004, 1.0A
5791-10862-07 Connector, 7-pin Sq post
5791-12462-07 Connector, 7-pin Sq post lock
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R-13848
Multi Ramp Assembly

item Part No. Description

1 A-13844 Ramp Hinge Assembly

2 B-13845 Up/Down Ramp Assembly
a) 01-9425 Ramp Flap
b) 01-9669 Ramp Protect Piate
c) 01-9670 Crank/Pin Guide Bracket
d) 03-8452 Up/Down Ramp

e) 07-6688-19N Rivet, 7/32 x .218
f) 4700-00003-00 FW, .125 x .281 x .032

3 B-13849 Skill Shot Switch/Brkt Assy
8) A-12238 Sub-mini Switch Assembly
b) 01-8600 insulator
c) 01-9734 Skill Shot Switch Bracket

d)  4002-01005-08 MS, 2-56 x 1/2 P-PH
e)  4701-00024-00 LW, #2 Split

4 B-13850-1 Gate & Switch Assembly
a) 01-8240 Plate-Nut #2-56
b) 01-8600 insulator
] 01-9735-1 Ramp Enter Gate Brkt
d) 03-8267 - Ball Gate Spacer

e) 12-6933-1 Ramp Enter Gate Wire

D-13846
Left Return Ramp Assembly
item Part No. Description
1 A-12163 Sub-mini Switch Assembly
2 01-9476-1 Switch Mounting Bracket
3 01-9772 Ball Stop Bracket
4 03-8454 Left Return Ramp
5 12-6931 Ramp Transfer Wire
6 12-6931-1 Ramp Transfer Wire
7 20-9646-1 Switch Cover
8 20-9652 Pushnut .156 Shaft
9 4004-01003-05 MS, 4-40 x 5/16 P-PH-S
10 4404-01119-00 Nut 4-40 ESN
D-13960
Ball Klck Ramp Assembly
Item Part No. Description
1 01-9788 Outside Ramp Wall
2 01-9789 inside Ramp Wal
3 20-9284 Spade Bolt
4 07-6688-17  Rivet, 1/8 x 5/32
5 01-9790 - Ramp Floor

Item Part No. Description
f) 4002-01005-10 MS, 2-56 x 5/8 P-PH
a) 4701-00024-00 LW, #2 Spilit
h) 5070-06258-0  Diode, 1N4001, 1.0A
i 5647-12073-36 Sub-mini Micro Switch
5 B-13850-2 Gate & Switch Assembly
a) 01-8240 Plate-Nut 2-56
b) 01-8600 Insulator
c) 01-9735-2 Ramp Enter Gate Brkt
d) 03-8367 Ball Gate Spacer
e) 12-6933-2 Ramp Enter Gate Wire
f) 4002-01005-10 MS, 2-58 x 5/8 P-PH
a) 4701-00024-00 LW #2 Spiit
h) 5070-06258-00 Diode, 1N4001, 1.0A
0 5647-12073-36 Sub-mini Micro Switch
6 H-13938 Mani Ramp Cable
7 01-9746 Transfer Wire Bracket
8 01-9768 Ramp Enter Plate
9 01-9769-1 Ramp Enter .81 Piate
10 01-9769-2 Ramp Enter 1.5 Plate
11 01-9772 Ball Stop Bracket
12 03-8451 Multi Ramp
D-13847
Right Return Ramp Assembly
Item Part No. Description
1 A-12556 Switch & Diode Assy
2 B-13300-1 Switch & Bracket Assy
3 01-8600 insulator
4 01-8774 Switch Bracket
5 01-9772 Ball Stop Bracket
6 03-8455 Right Retum Ramp
7 4002-01005-06 MS, 2-56 x 3/8 P-PH
8 4004-01003-05 MS, 4-40 x 5/16 P-PH
9 4004-01041-06 MS, 4-40 x 3/8 P-FLH
10 4006-01027-06 MS, 6-32 x 3/8 P-RWH
11 4404-01119-00 Nut 4-40 ESN
12 4701-00024-00 LW, #2 Spiit
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B-13915 Ball Diverter Assembly

item Part Number Description

1 A-10821 Stop Bracket Assy
2 AE-24-900 Coll Assembly

3 B-13916 Ball Diverter Assy
4 01-8413 Coll Mounting Brit
5 03-7066 Coll Tubing

6 4010-01008-06 MS, 10-32x 3/8
7 4701-00004-00 LW, #10 Split

l Assoclatod. Parts

A-13917 Diverier Shaft Assy
02-4479 Diverter Shaft
T 03-8462 Plastic Ball Diverter

20-8712-25 "E" Ring 1/4 Shaft
20-8716-1 Roll Pin 3/32 x 1/2

B-13959 Ball Kicker (Locker) Assembly

T 3

item Part Number Description

o

1 01-9787 Ball Kicker Brkt

2 23-6420 Rubber Grommet

3 03-7076-5 Coll Tubing

4 AE-23-800 Coll Assembly

5 01-8-508-T Coll Retaining Brkt
6 10-135 Coll Plunger Spring
7 A-13270 Bell Armature Assy
8

-4008-01017-04 MS, 8-32x 1/4
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B-11304-3 Ramp Lifter Assembly

item Part Number

1 A-11137

2 A-8050

3 4700-00073-00
4 12-6227 '
5 10-128

6 B-13655

8  B-7572-1

b)  AE-23-800

c)  03-7066

d)  01-8-508-S
e)  4006-01017-06
)  4406-01119-00
7 4004-01003-10
8 . 5070-06258-00

Description

Lift Crank Assembly
Plunger Assembly
Flatwasher

Halrpin Clip

Spring

Coll/Bracket Assembly
Bracket & Stop Assy
Coll Assembly

Coll Tubing

Coll Retainer Bracket
MS, 6-32 x 3/8

Nut, 6-32 ESN

MS, 4-40 x 5/8
Diode, 1N4001, 1.0A

IRem

9
10
11
12
13
14
15
16
17
a)
b)
c
18
18

Part Number

A-7438-1
5647-12001-00
4008-01021-00
4701-00003-00
4700-00088-00
B-11302-1
A-6892
SM1-26-600
A-11138
A-8936
01-8380
4006-01003-03
10-363
12-6227
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Description

Terminal Strip
Microswitch
MS,8-32x7/16

LW, #8 Split
Flatwasher

Lift Mech Bracket Assy
Frame & Eyelet Assy
Coll Assembly
Armature Assembly
Amature Sub-assy
Lit Crank Lock

MS, 6-32 x 3/16
Extenslon Spring
Halrpin Clip



A-14093-1 Roulette Wheel Assembly

i

(19

P s

/ WA,
Lo 1] JE/i 20 000
Jea J | _

©

o o

Part Number

s
3

01-8820-1
B-12088
20-9570
4701-00023-00
D-12045
4006-01003-06
03-8161
4006-01076-04
16-8587-932
31-2-50007-1

;CDWNQUIA@N—‘

* See Separate Parts List (next page)

Description

Motor Plate

Motor & Connector Assembly
Nut, M3 x .5, Hex
Lockwasher, #5 Split

Mator Control Board

Mach. Screw, 6-32 x 3/8
Wheel

Set Screw, 6-32 x 1/4

Label

Decal
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Part No.

5768-12270-00
5250-09157-00
5370-12272-00
5490-10158-00
5160-08938-00
5180-09016-00
5190-10270-00
5070-06258-00
5070-08919-00
5075-090598-00
5040-12298-00

5040-09365-00

Ckt.
Symbol

U1

u2
OPTO 1
Q1-04
Q5-Q8
Qe
D1-D10
DM

21

C1

c2

D-12045 Motor Control Board

[eeotos)
P2
(e2) (e
H:230
@ é é@
(;z0 ' i (OF7] ' (&1
1A
D107
— oPTO 1
m X
(W<l Eﬁmm
EDA A
u2 l czz
(79 v
O
L
= s
R ocdooooo
Ckt.
Description Part No. Symbol
Bare PC Board 5043-08980-00 B

IC, Voitage Regulator, 7805

IC, Quad Comp, LM339
Opto Interruptor Module
Transistor, 2N4401
Transistor, 2N4403
Transistor, 2N3806
Diode, 1N4001, 1.0A
Diode, 1N4148, 150 mA
Zener Diode, 3.8V
Capaclior, 100ufd, Electr.
40V (+50%, -10%), Axial
Capacltor, 1ufd, 10V
(+50%, -10%), Axial

5010-08998-00 R1-R4
5010-08034-00 R5-6, R9
5010-08991-00 R7, R8
5010-08930-00 R10
5010-09324-00 R11
5010-08356-00 R12
5010-08162-00 R13
5§791-10871-08 P2
§791-10871-07 P1

£705-08042-00
4006-01003-06
4703-00007-00
4406-01117-00
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Description

Capacttor, .01utd,50V
Resistor, 2,2KQ, 1.4W, 5%, CF
Resistor, 10K, 1/4W, §% CF
Resistor, 4.7KQ, 1.4W, 5%, CF
Resistor, 4700, 1/2W, §%, CF
Resistor, 27KQ), 1/4W, 5%, CF
Resistor, 82002, 1/4W, 5%, CF
Resistor, 100KQ, 1/4W, 5%, CF
Connector, 6pin (Hdr)
Connector, 7 pin (Hdr)
Heatsink

Mach.Screw, #5-32 x 3/8
Lockwasher, #6 Ext.

Nut, #6-32 Hex.



C-13155-1 Coin Door Assembly

T4
02D d
% L/ TH

2-Chute Coln Door 09-17002-x JJ/

3-Chute Coin Door 09-17003-x
{x = Coln Designator)
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Cashbox Cover
01-7173
Coln Box
03-7626

Cashbox Handle
12-6587



COIN DOOR ASSEMBLY

USA Door with decals, p/n C-13155-1
3-Chute Door - 09-17003-x
. {"x" is the country designator)

2-Chute Door - 09-17002-x

ltem

NONhA WN =

©®

10
11
12
13
14
15
16
17
18
19
20
21

23
24
25
26
27
28
29
30
31
32
33
34

35
36

37
38
39
40
41
42

43

45
46
47
48
49

Part Number

27-1038
27-1041-1-54
27-1026-1-15
27-1016
27-1061-1
27-1062
27-1021
27-1022
27-1111
27-1006-1
27-1007-1
27-1005
27-1003
27-1008
27-1101
27-1102
27-1037
27-1078
27-103%
27-1079
27-1077-1
27-1066
27-1067
27-1017
27-1012
27-1011
27-1020
27-1018
27-1018
Not Used
Not Used
27-1112
27-1088
27-1025
27-1086
27-1078
27-1113
27-1079
27-1084
27-1085
27-1096
27-1087
27-1082
27-1097
27-1091-1
27-1075
o

27-1093
27-1094
27-1087
27-1086
27-1095
27-1076-1
27-1078
27-1082

Description

Button Cover

Price Panel

Coin Entry Plate

Lock Assembly

Coin Return - Bezel

Coin Return Flap

Button Housing - 2-slot
Button Housing - 3-slot
interiock Switch

Coin Door . 2-Slot

Coin Door , 3-Slot

Coin Door Frame’

M/C Screw, 6-32 x 3/16
Diagnostic Switch

M/C Screw, 4-40 x 1/4
Bracket, Diagnostic Switch
Button

M/C Screw, 6-32 x 3/8
Conical Spring
Self-tapping Screw, #6 x 1/4
Coinbox Cover

Slam Switch

M/C Screw, 4-40 x 1/2
Nut (key)

Locking Cam

Locking Arm

Washer

Star Wasier

M/C Screw 1/4-28 x 5/16

Coin Inlet Chute

Cable Clamp

Key Hook

Washer, #6

M/C Screw, 6-32 x 3/8

M/C Screw, 6-32 x7/16
Self-tapping Screw, #6 x 1/4
Lamp Socket

Lamp

Seli-tapping Screw. #5 x 3/8
M/C Screw, 6-32 x 5/8
Lever Arm

Switch Cover

Coin Accept Chute

Wire Form (small)

Wire Form (large)

M/C Screw, 4-40 x 7/8
M/C Screw, 6-32 x 5/8
Washer, #6

Nut, 4-40 ESNA

Coin Return Box

M/C Screw, 6-32 x 3/8
Microswitch

RIVERBOAT GAMBLER 69

Quantity

20r3
2o0r3
2or3

- N -4 A = 4 & A koA aa o

2o0r3
2o0r3
2o0r3

—_ e e N) A A N a N

2o0r3
2or3

' 2o0r3
lor2

2or3
2o0r3
2o0r3
2o0r3
20r3
2or3
20r3
2or3
2o0r3

40r6
4or6
4o0r6
4o0rb6

20r3



Part Number

A-11780-2
A-13781-50007
A-13844
A-13883
A-13017

B-13300-1
B-13813
B-13814
B-13818
B-13845
B-13849
B-13850-1
B-13850-2
B-13915
B-13816
B-13959
B-14014

C-13817
C-13819
C-13820
C-13821
C-13874
C-13875
C-13876
C-13877
C-13878
C-13914-1
C-13940
C-130860
C-13006

D-13780-50007
D-13846
D-13847
D-13952

H-12180-50007
H-12192-50007
H-13544-50007
H-13545-50007
H-13546-50007
H-13936
H-13037
H-13938

R-13848

01-3516-1
01-8995-L-1
01-8995-R-2
01-9671
01-9788
01-9789

Unique Parts

Description

One Way Gate Assembly
Back Panel & Inserts

Ramp Hinge Assembly
Shooter Lane Gate Assembly
Ball Diverter Shaft Assembly

Switch & Bracket Assembly
Shooter Lane Enter Assy
Shooter Lane Exit Assy
inside Ramp Retumn Assy
Ramp Lifter Assembly
Skill Shot Swhtch Brkt Assy
Gate & Switch Assembly
Gate & Switch Assembly
Ball Diverter Mech.

Ball Diverter Assembly
Ball Kicker Assembly

Shir Lane Ball Guide Assy

Inside Ramp Feed Assy
Outside Ramp Feed Assy
inside Blacijack Feed Assy
Outside Blackjack Feed Assy
5 Lamp PCB Assembly

4 Lamp PCB Assembly

5 Lamp PCB Asssmbly

€ Lamp PCB Asssmbly

11 Lamp PCB Assembly
Front Molding w/ Butions

5 Switch & Diode Assembly
Ball Kick Ramp Assembly
Back Panel Assembly

Screened Speaker Panel
Left Return Ramp Assy
Right Return Ramp Assy
Speaker/Display Assembly

Main Backbox Cable
Cabinet Ceble

Playfleld Switch Cable
Playfield Lamp Cable
Playfleid Solenold Cable
Back Panel Assembly
Ramp Switch Cable
Main Ramp Cabie

Multi Ramp Assembly

Front Molding/Four Holes
Flipper Ball Guide

Flipper Ball Guide

Front Moiding Latch Bridt
Ball Guide Outside Ramp
Ball Guide Left Side Ramp

Part Number
01-9790

02-4177-1
02-4479

03-7960-50007-1
03-7960-50007-2

03-8225-7
03-8451
03-8452
03-84%54
03-84%5
03-8462

11-50007-IN
11-50007-PL
11-831-50007
11-927-50007

12-6931
12-6931-1
12-6833-1
12-6933-2
12-693D
12-6943

17-1109

31-1-50007
31-1002-50007
31-1008-50007
31-1009-50007
31-1357-50007
31-1420-50007
31-1463-50007
31-1475-50007
31-1567-1
31-1567-2
31-1567-3
31-1567-4
31-1586-50007
31-1500-50007
31-1501-50007

5641-12673-00

5768-12697-00

RIVERBOAT GAMBLER 70

Description
Ball Guide Ramp

Minl Post, 8-32
Diverter Shaft

Full Playfield Mylar
Jet Bumper Mylar
Oblong Black Target
Multi Ramp

Lift Ramp

Left Return Ramp
Right Return Ramp
Plastic Diverter

Wood Insert Panel
Wood Playfleid
Wood Back Board
Backbox

Wire Transier Ramp
Wire Transfer Ramp
Ramp Enter Gate Wire
Ramp Enter Gate Wire
Shooter Lane Gate Wire
1 Way Gate Wire

Jot Cap

Screened Playfield Plastics
Screened Playfield
Screened Bottom Arch
Screened Shooter Plate
Screened Backgiass
Scmd Speaker Panel Cover
Drop Target Decal
Screened Back Panel
White Button

Red Button

Black Bution

Green Button

Screened Insert

Top Decal Sheet

Bottom Decal Sheet

Sw 5 Poeition Membrane

5 Switch & Diode PCB



Metal Posts Part Number Description [Quantity]

[I |] 02-3409 Spring Post ]
i 1P 02-3905 Bumper Post, #8 WS [4]

i e O - 02-4056 Bumper Post [1]
WCE 02-4057 Bumper Post [1]
] i:[f:ﬂ> 02-4177-1 Minl Post, 8-32 1]
~E[Z—B 02-4271-1 Post [4]
EEEB{} _ 02-4271-2 Post [8]
.Eré“j@} 02-4271-3 Post [4]
0100 111 02-4424-1 Post, #6-32/#8-32  [15]
iimi I\ 02-4426-1 Post, #6-32/#8 SMS  [2]

E B 02-4433 Post, #8-13/16 2

Plastic Posts

03-8319-13 03-8247-13
Star Post #8 (Clear) Star Post #8 (Clear)
Single Ring Double Ring
[24] (8}
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Part Number

A-12497
A-12498
B-10686-1
D-11581-50007
D-11831-50007
D-12246
D-12247
D-12313-50007
D-13336
D-13952

a) D-12232-3

Part Number

A-8552-50007
B-12588-L
B-12588-R
C-10843
D-11920-18
01-3516-1
01-5575
01-6733
01-8419
01-8726-L-1
01-8726-R-1
08-7028-T
08-7377

Part Number

H-10978-1
H-11460-50007
H-11612
H-11834
H-11835
H-12190-50007
H-121982-50007
H-12196-576
H-12199

Backbox Parts List

Description

Upper Insert Bd Hinge Assy
Lwr Insert Bd Hinge Assy
Knocker & Bracket Assy
Audio Board

System 11C CPU Board
Power Supply Board

Aux. Power Driver Board
Backbox Interconnect Bd
PCB Plate Assembly
Speaker/Display Assembly
Master Display Board

Part Number

b) 31-1420-50007
c) 31-1422-50007
d) 5555-12015-00
e) 5555-12068-00
01-6645
01-9047
20-9637
5040-09051-00
5100-09418-00
50007-BB

Miscellaneous Parts

Description

Backglass Assembly

Left Side Cab. Molding
Right Side Cab. Molding
Metal Leg Assembly
Mech. Panel Assembly
Front Molding w/4 Holes
Bottom Arch Mounting Brkt
Speaker Grille

Playfield Holdown Bracket
Left Playfield Holder Brkt
Right Playfield Holder Brkt
Playfield Glass

Leg Adjuster

Part Number

09-17002-26
10-149
16-50007-1
16-50007-103
20-6500
20-6502-A
24-6549
24-8704
24-8768
24-8802
5102-10310-00
5610-12136-00
5641-12673-00

Cable List

Description

AC Line Filter Catle
Main Display Cable
Speaker Panel Cable
18V Rectifier Cable
Knocker Cable

Main Backbox Cable
Cabinet Cable
Secondary Cable

Lamp Interconnect Cable

Part Number

H-12200
H-12299-568
H-13544-50007
H-13545-50007
H-13546-50007
H-13870
H-13936
H-13937
H-13988
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Description

Spkr Panel Cover (Screened)
Speaker Grille (Screened)
Speaker, 402, 6"Rd, 10W
Piezo Speaker, 4", 50W
Venting Screen

Insert Stop Bracket

Lock & Cam Kit

Capacitor, 30, 000uFD, 25V
Bridge Rectifier, 100V, 35A
RIVERBOAT GAMBLER
Backbox

Description

USA Coin Door
Shooter Rod Spring
Instruction Card
Operators Handbook
Steel Ball 1-1/16"
Plumb Bob

#44 Bulb

#89 Bulb

#555 Bulb

#3906 Bulb

Line Filter
Transformer -
5 Position Membrane Switch

Description

Switch Interconnect Cable
Logic/Power Cable
Playfield Switch Cable
Piayfield Lamp Cable
Playfield Solenoid Cable
Black Jumper Cable

Back Panel Cable

Ramp Switch Cable

Mani Ramp Cable



Item

1A
1C
2A
2C
3A
3C
4A
4C
5A
5C
6A
6C
7A
7C
8A
8C
09
10
1
12
13
14
15
16
17
18
19
20
21
22

Part Number

AE-23-800
#906 Flashiamp
AE-23-800
#906 Flashlamp
AE-24-800

#89 Flashlamp
AE-24-900

#89 Flashlamp
AE-23-800

#89 Flashlamp
AE-23-800

#89 Flashlamp
AE-23-800

#88 Flashlamp
SMI-26-600
#906 Flashlamp
#906 Flashlamp
5580-09555-01
#906 Flashlamp
5580-08555-01
AE-24-900

p/o B-12088
p/o B-12088
#906 Fiashiamp
AE-23-800
AE-26-1500
AE-23-800
AE-26-1500
AE-23-800

Solenoids/Flashers

Description /]

Outhole Kicker

Left Kicker (Sling) Flasher
Shooter Lane Feeder /
Right Kicker (Sling) Flasher
Left Drop Tgt Reset

Left Dr Tgt Bank Flasher
Right Drop Tgt Reset

Right Dr Tgt Bank Flasher
Ramp Up )
Standup Tgt Flasher B
Ball Kicker {Locker)
Left Ramp Flasher €A
Knocker

Right Ramp Flasher
Ramp Down réA
Left Back Flasher

Right Back Flasher \
Plyfd/insert G.l. Relay
Wheel Flashers (TL & LR)
A/C Select Relay 0
Diverter v
Roulette Wheel B o
Roulette Wheel A U
Wheel Flasher (LL & TR)

Top Jet Bumper N6
Left Kicker -
Bottom Jet Bumper
Right Kicker

Right Jet Bumper

Not Used ‘ 1

OO c

9

13

X
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ltem Part Number

OONONODALWDN

20-6502-A
5580-09555-01
SW-1A-126
27-1092

27-1092

27-1066

27-1008

5647-12073-04
5647-12133-12
5647-09957-00
5647-09957-00
5647-12073-08
5647-12073-36
5647-12073-19
5647-12073-36
5647-12073-18
5647-12073-19
5647-12073-19
5647-12073-13

5647-12073-19
5647-12073-19
5647-12073-21
5647-12073-13
5647-12073-13
5647-12073-13
SW-1A-114 {Kick)
SW-1A-120 {Score)
B-12030-2
B-12030-2
B-12030-2 .
SW-1A-114 (Kick)
SW-1A-120 (Score)
B-12912-10
B-12912-10
B-12912-10
B-12912-10
B-12912-10

5647-12073-36
B-12583-6

5647-12073-36
B-12912-11

5647-12073-19
5647-12001-00

5647-12073-21
plo C-13450

Swiiches

Description

Piumb Bob

A/C Relay C-side
Start Button
Right Coin Switch
Not Used

Left Coin Switch
Slam Tiit

High Score Reset
Shooter Lane
Outhole

Left Trough
Center Trough
Right Trough
Right Ramp Entry
Top. Ramp Entry
Left Ramp Entry
Left Ramp Retum
Left Outlane
Left Retum Lane
Sklll Shot Made
Not Used

Right Return Lane
Right Outlane
Right Ramp Retum
1/4 Skill Shot

1/2 Skill Shot

3/4 Skill Shot

Left Kicker

Top Jet Bumper
Bottom Jet Bumper
Right Jet Bumper
Right Kicker

*C" Stand-up Tgt
"H" Stand-up Tgt
“I” Stand-up Tgt
"P" Stand-up Tgt
"S” Stand-up Tgt
Not Used

Top Ramp Exit
Bust Card

Not Used

Past Skill Shot

21 Stand-up Tgt
Ball Kicker {Locker)
Ramp Down Now
Not Used

Not Used

Ball At Diverter
“F~ Left Drop Tgt

Item

50
51
52
53
54
55
56
57
58
59
60
61
62
63
64

Cabinet: 1, 8, 57,88

Coln Door: 4, 8,8, 7. 8

Frozit Molding: 80, 81, P2, 83
Insert Panel: 58

o,

——
—D

Part Number Description

p/o C-13450 *I” Left Drop Tgt
p/o C-13450 “V" Left Drop Tgt
p/o C-13450 “E” Left Drop Tgt
p/o C-13450 *C” Right Drop Tgt
p/o C-13450 "A" Right Drop Tgt
p/o C-13450 “R” Right Drop Tgt
p/o C-13450 “D” Right Drop Tgt
SW-10A-48 Right Flipper Button
SW-10A-48 Left Flipper Button
p/o D-12045 Roulette Wheel|
5641-12673-00 Red Button
5641-12673-00 Pass Button
5641-12673-00 Green Button
5641-12673-00 Black Button
B-12718 Rebound Switch
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‘P8
gF Gm/Gry Column 9
amiVio Caiumn 7
bR D
5 a1 _GmiBlu Column 6§
cls Gmi Bk Column S
; <] Gmivet  Columnd
31> GmiOm Column 3
51> GmiRed Column 2
> GmiBm Column 1 Conamn
_J e e ety
1910 m/ A n/ 1 .7 4 1 7 r
o [S]WhiBm Fow! FAPAV AV IVADAD. _/
/ / '8/' / / / Row | .
N whiRed PRow2 02 1 104 % M| @ 50| s '——oi—(——:
A A A A A A Typical Switch Circuit
2 |51 Whtiom _ Row3 ek ol @l 33| @l st| s
04/ 12/ 204 / / 44/ 52/ ' 60/
61> WhifYel Rowd ., / L, /28 /35 P P P
7/
P 2 N A B I B
g whiGm Rows O | 131 il 7| os | ,
S S I I B I
31> Whi/Blu Bowb . ] / , _/* L, L,
I'd
7/ 15/ 23/ 31/ 39/ 47/‘ 55/ 63/
2 > wni!Yic Row? /0 ., L, P ¥ , ,,
'
oa/ 16/ 24 4 40/ 4 so/ 54/
1> WhiiGry PRow8 j Y /32 - /48 o, ,
rd
Riverboat Gambler Switch Matrix 4
4 Os‘s 3 7 ‘5
7
Gm-Om Gm-Yel Gm-Bk Gronfm &_9“2% MQ‘G
1J8-4 J8-5 ; 1J8-7 1J8-8 1J8-9
St i 4] TEER o |TWPPET
172 Skfll Stand-up |Past Skil [l LeR Drop |Leht
s/asfi [l Stnd-up |l2) Stand-up |V Left Drop | Roulette
T
Shot arget Tm s 51 Wheel 5o
4 Whi-Yel || Right Coln  |Center Shot  [Left Shing Stand-up |Locker/ E L Red Butta
wio6  fSwheh  [Trougs ) 20 Target o JKicker Terge oy -
5 Whi-Gmn | Center Coin Trough [Not Used Top Jet S Stand-up |Ramp C Taght Pame
T Down Button
17108 5 18 21 St DoV | TeEet ss! ol
6 Whi-Bln |} L=ft Cotn Ramp Returm {Botiom Jet  [Not Used Not Used Right Drop | Green
wios [V e wufe g 30 P e )
7 Wht-Vio || Slam op Ramp thht(hxthne Right Jet ' Top Ramp | Not Used Right D Plack
wioz ™ 7[F s 23 31 so| 47| TeEet gg|Buttm oo
Score  lLeft t tS Ball at D Right Drop| Rebound
sgllno-_‘]iry & uym Right Ramp  |Right Sng  [Bust Card |7 ¥
g 16 % %L 40 48 56 64
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—
-
L
3

OCONORNDWON =

Bulb

#555
#555
#8555
#555
#555
#555
#555
#555
#555
#555
#555
#44
#44
#555
#555
#44
#555
#555
#555
#555
#555
#555
#555
#44, #555
#555
#555
#555
#555
#555
#555
#555

#555
#555
#555
#555
#555

#555
#44, #555
#555
#555
#555
#555
#555
#44
#44
#44
#5565
#555
#555

Description

Red

Green

Black

Play Roulette
Goid Star 1
Gold Star 2
Glod Star 3
Spot Card
Bottom 21 Card

- Middie 21 Card

Top 21 Card

20 Hit Lamp

Left Outlane

Left Return Lane
Right Return Lane
Right Outlane

*C" Casino Lamps
*A” Casino Lamps
*S" Casino Lamps
*I" Casino Lamps
*N”" Casino Lamps
*O" Casino Lamps
Hold Card

Collect Royal

20 Chips

10 Chips

50 Chips

Spot Star

Top Jet & 1
Bottomn Jet & 3
Right Jet & 2

Not Used

*C" Stand-up Tgt

."H" Stand-up Tgt

“I” Stand-up Tgt
*P" Stand-up Tgt
*S” Stand-up Tgt
Not Used .
Winning Streak
Slot Shot

Ten

Jack

Queen

King

Ace

200 Chips

100 Chips

Shoot Again

*F" Left Drop Tgt
*I” Left DropTgt
*V" Left Drop Tgt

Lamps

T
4 %o::u\_zs»\\\
S
/ %
0,
o)
(év‘
0 11
" l
gy'64¢( 40
24
Zf 33>
G2
G]] 25"35) )
\ Y Goy 30| ¢
/
a9y DD 2;{37” /
0l i8 kig \ y
14 42 ) 15 ao|
Bly \XU%A}/Q a6 /
| nin
G {
N £
item Bulb Description
52  #555 “E" Left Drop Tgt
53 #555 “C" Right Drop Tgt
54 #555 *A" Right Drop Tgt
55 #555 *R" Right Drop Tgt
56 #555 *D" Right Drop Tgt
57 #555 Win Meter 1 Low
58 #555 Win Meter 2
59 #555 Win Meter 3
€0 #555 Win Meter 4
61 #555 Win Meter 5
62 #555 Win Meter 6
63 #555 Win Meter 7
64 #555 Bust Card

RIVERBOAT GAMBLER 76



E YelGry Cowmn 8
21 YellVio Column 7
: Yel/Blu Column 6
j Yel/Grn Column 5
j Yel/Blk Column 4
: Yel/Orn Column 3
: Yel/Red Column 2
: Yei/Brn Column 1 Cotumn
I A A / ]

<] Red/Brn_ PRow1 !°‘ !09 '17 '25 Gk '49 57

oz/ 10/ /] /1 /] Row 2
§ BedBlk Hwi! v /’8 € ® € > ./42 ¢ g /58 Typical Lamp Circuit
<] Red/om Row3 _1°3A 1“/ !‘94 . 27 !35 /43/ ) 51 /59/

A A A A A A A A

<] _Redryel Rmu!"‘ p 2 P !28 !36 o 2| e

05/ 13/ 21/ 29/ 37/ 45/ 53/ 51/
21 Red/Grn Fbws" o ‘ p P ) ., P .

06/ ' 14/ 22/ :«s/i 38/ QGA 5‘/ 52/
o] -BeaBly  Pows 4 Ry 120, P ,
.| Red/vie PRow? '4°7/ p ‘5/ /23/ . 3‘/ vL”/ y ‘7/ /55/ /sa/

oe/ 16/ 24/ 32/ 40/ 43/ 55/ 5‘/
i Red/G Row 8

082 Black op 21 S Casimo 50Chips |! Stand-up | gueen V Left Bank | Win Meter

3 T T
e SF’“’ n| e, 74 Teme s ™ s 59

B lPhth% 1 Castno  |Spot Star | P Stand-up | giy Left Bank | Win Meter
mms 4 12| Lawpe 4 | aa| TE 2|t 60|
D84 GOl Star  [Left Outlame |N Casino  [Top Jet S Stand-up | Acc C Right Bank] Win Meter

5 Red-Gm
ewrall b 5 19| TP gy|mdl oy Tamet gy as| ToE* s53) 61
085 Gold Star Retiun | O Casino Bottom Jet” | Not Used Chipe A Right Bank|Win Meter

6 Red-Blu B2 P et Lampe and 3 200 Target [
1J6-7 14 29 3Sa sq 46 54 62
086 Gold Star Return | Hold Card Right Jet Winning 100 Chips R Right Bank| Win Meter

7 Red-Vio hs - 15 23 and 2 a1 Streak s Target 55 7 €3
087 Spot Card Pghtomhne Collect Royal[ Not Used | Siot Shoot Agatn |0 Right Bank{ Bust Card

8 Shot Target
1J6-9 8 ]sj 24 32i 40 48 56 64
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Playfield Parts
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item Part number

12-6871
C-13174-R
20-9250-5
B-13921-R
B-12665
B-11203-R-1
A-13863
12-6839
B-13814
D-13847
B-139815
A-13917
12-6929
B-13850-1
12-6933-1
B-13813
R-13848
B-13818
C-13819
C-13817
A-11760-2
12-6943
B-12912-11
D-13960

Playfield Parts

Description

Anti-Rebound Wire
Right Flipper
Paddle & Shaft
Right Rtm Ln Guide
Right Kicker Assy
Coll & Bracket Assy
One Way Gate Assy
Gate Wire

Ball Guide Assy

R Rtrn Ramp Assy
Diverter

Shaft Assembly
Ball Guide

Switch Gate Assy
Gate Wire

Ball Guide Assy
Multi-ramp Assy
Ball Guide Assy

Ball Guide Assy

Ball Guide Assy
One Way Gate Assy
Gate Wire

Stand-up Target
Ball Kick Ramp Assy

Item Part Number

19 B-13845
20  B-11304-3
a B-13655

21 C-13820
22  B-13959
23 B-12583-6
24  C-13821

25  B-12865
&  B-11203-L-1
26  D-13846
27  B-13921-L
28  C18174-L
&  20-8250-5
20  B-12012-10
30  C-13450

g C-12499
31  B-9414-3
8 B-9415-1
b) B-12030-2
32  12-6931-1
33  12-6931
34  B-12267
‘8 12-6802

Parts Under Bottom Arch

Part Number

B-8623
C-8235
12-6542
01-3569-1
01-5575
B-8039-2
B-8925

Description

Upper Trough Baffle Assembly
LowerTrough Baffle Assembly

Trough Batffle Wire
Ball Trough (Runway)

Description

Up/Down Ramp Assy
Ramp Lifter Assy

Coll & Bracket Assy
Ball Guide Assy

Ball Kicker (Locker)
Stand-up Target

Ball Guide Assy

Left Kicker Assy

Coll & Bracket

L Rtm Ramp Assy

L Rtm Ln Guide

Left Flipper

Paddie & Shaft
Standup Targets
4Bank Drop Tgt Assy
4 Bank Opto Board
Jet Bumper Assy

Jet Bumper Coll Assy
Switch & Diode Assy
Lower Remp Wire
Side Ramp Wire

One Way Gate Assy
Gate Wire

Bottom Arch Mounting Bracket Assembly

Outhole Kicker Assembly
Microswitch Plate Assembly
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PIayﬁeId Rubber Parts
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Item Part No. Description Qty
A 23-6300 5/16" Ring 1
B 23-6301 3/4" Ring 1.
C 23-6302 1" Ring 2
D 23-6303 1-1/4" Ring 1
E 23-6304 1-1/2” Ring 2
F 23-6305 2" Ring 2
G 23-6306 2-1/2" Ring 5
H 23-6307 8" Ring 1
J 23-6519-4 Red Flipper Ring 2
K 23-6535 Ring Bumper 5
L 23-6552 Yellow Sieeving 1
M 23-6579 3/4” Bumper Cone 5
N 23-6327 Shooter Tip 1
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Section 3
Relferenece

Dijagrams

Sehematics

Diagrams and Schematics:

Cabinet Wiring

Opto Boards

Power Supply Board

System 11C CPU Board

Master Display Board

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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Power 71
3J1 3P1 1
+12Y Unreg SIKE gﬁ}'ﬁgf 3| 6
Logic Gnd > 5 >l 7
: 5.9Vac YEL 21¢ 511013 < 1 1d— -
from Xfmr __EL;__@,:’ Tono— b K 2 f¢ ODD
2P6  2J6 Genersl

RIVERBOAT GAMBLER Cabinet Wiring

RIVERBOAT GAMBLER 82

fllumination: Coin Door



' C-12499 4-Bank Drop Target Opto Board

R10
Ri1
R12

X
OPTO 1 OPTO 2 OPTO g OPTO 4
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R13
100K
R14
22K
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E&’ 14 D1 |
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{wx LM339 J1 Header 8
G .
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470 27K I 3 312 Voo 18
1 Nopro2 R 97 yase R 1
vee 18K R2_ |9
®Rs 3
a0 27K 7, UB D3 —34—-0 4
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R7 ¢8Y 5
i 3&03 18K LM339 KEY | 6

vCC
RiZ R11 ;4 A=C1
@271( 5 3U";T.01MFD D4
R10 ¢ I maze )
OPTO 4 %1 8K M
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'D-12045 Motor Control Board
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D-12246 Power Supply
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50V Clreuits
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YEL-
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SWITCHED

.................... SOLENOIDS ...
| 5J11-4 Aux Pwr Driver Board SJui1
r: "A" Side A/C Select Felay 25V Circults "C” Side )‘
"""""""""""" : ET T R 18
Sol. 01A : : Gry-Brn "Sol. 01C
Cuthole Vlo—BmE ! Blk-Bm Left Kicker
1 Kicker .D45N D46|‘: ‘ Flasher -
: y 5J1-7 (Q25)
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) SOLENOIDS (25V)
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SYSTEM 11C CPU INTERECARD SIGNALS

rnector Wire Color ~ Signal Designation/Description § ~Gonnector Wire Golor Signal Desicnation/Description

1914
1J1-2
1J1-3
1J14
115
1J1-6 -
117
1J18
1.9

1J341
1J3-2
1J3-3
1J34
1J3-5
1J3-8
1J3-7
1J3-8
1J3-8
1J3-10
1J3-11
1J3-12

1J5-1
1J5-2
1J5-3
1454
1J5-5
1J5-6
1J5-7
1J5-8
155-9

1J71
1J7-2
1J7-3
1474
1J7-5
1J7-6
1J7-7
1J7-8
1479

1J10-1
1J10-2
14103
1J10-4
1J10-5
1J10-8
1J10-7
1J10-8
1J11-9

1J12-1
1J12-2
1J12-3
1J124
1J12-5
1J12-8
1J12-7
1J12-8
1129

1J16-1
1J16-2
1J16-3
1J16-4

1J18-1
1J18-2
1J18-3
1J18-4
1J18-5
1J18-6
1J18-7
1J18-8
1118-8

1J21
1J22

BRN-GRY
BRN-VIO
BRN-BLU
BAN-GRN
BRN-YEL
BRN-ORG
BRN-RED
Key Pin
BRN-BLK

BLU-BAN
BLU-RED
BLU-ORG
BLU-YEL
BLU-GRN
Key Pin
BLU-BLK
BLU-VIO
BLU-GRY

YEL-BRN
YEL-RED
YEL-ORG
YEL-BLK
Key Pin

YEL-GRN
YEL-BLU
YEL-VIO
YEL-GRY

WHT-GRY
WHT-VIO
WHT-BLU
Key Pin

WHT-GRN
WHT-YEL
WHT-ORG
WHT-RED
WHT-BRN

BRN-BLK
BRN-RED
Key Pin
BRAN-ORG
BRN-YEL
BRN-GRN
BRN-BLU
BRN-VIO
BRN-GRY

RED

£€T-8: Display Digit Strobe / 4J5-1
ST-7: Dispiay Digit Strobe / 4J1-2
ST-6: Display Digit Strobe / 4J1-3
ST-5: Display Dicih Strobe /414
ST-4: Dispiay Dight Strobe / 4J1-5
ST-3: Display Digit Strobe / 4J1-6
ST-2: Display Digit Strobe / 4J1-7
No Connection

ST-1: Display Digit Strobe / 41-9

D1/ Display BCD / 4J5-1
C1/Display BCD / 4J5-2
Bt/ Display BCD / 4J5-3
A1/ Display BCD / 4J5-4
D2 / Display BCD / 4J5-§
No Connection
C2/Display BCD / &J5-7
B2 / Display BCD / 4.55-8
A2 / Display BCD / 405-9
No Connection
No Connection
No Connection

No Connection
No Connection
Ground (Larmp Ckt)
Ground (Lamp Cht)
No Connection
No Connection
No Connection
Ground (Lamp Ckt)
Ground (Lamp Ckt)

Lamp Col 1 (065/66) /2J3-8
Lamp Col 2 (O63/64) /2J3-7
Lamp Col 3 (Q61/62) 2J3-6
Lamp Cot 4 {Q9/60) 12J3-5
No Connection

Lamp Col 5 (057/58) 2034
Lamp Col 6 (O55/56) 2J3-3
Lamp Col 7 (053/54) 2J3-2
Larmp Col 8 (051/52) 2J3-1

Switch Row 8 2J1-8
Switch Raw 7 2J1-7
Switch Row 6 /2J1-6
No Connection-

Switch Row 5 2J1-5
Switch Row 4 2J1-4
Switch Row 3 2J1-3
Switch Row 2 2J1-2
Switch Row 1 /2J1-1

Solenoid 9 (Q17) / 5J2-9
Solenoid 10 (Q9) / 528
No Connection

Solenold 11 {Q16) 7 5J2-8
Solenoid 12 (Q8) / 5J2-5
Solenoid 13 (Q15) 5J2-4
Solencid 14 (Q7) / 5J2-3
Solenoid 15 (14) / 5J2-2
Solencid 16 (Q6) / 5J2-1

Volurne Control Input 7 11J1-1
Volume Control Output / 11J1-2
No Connection

Signal Ground - CPU/ 11J1-4

No Connection

Ribbon Cable Audlo Board 11J4
Ribbon Cable to Master Dispiay Board 4J3

1J2-1
1J2-2
1J2-3
1J2-4
1J2-5
1J2-6

142-7

1J2-8
1J2-9

1.1
154-2
1J4-3
1J44
1M-5
1J4-8
14-7
1J4-8
1J4-9

1J6-1
1J6-2
1J6-3
1J6-4
1J6-5
1J6-6
1J6-7
1J6-8
1J6-9

1J8-1
198-2
148-3
1J84
1J48-6
1J8-6
1987
1J8-8
1J8-9

1J9

1J11-1
1J11-2
W3
1J114
J11-5
1J11-8
1117
1J11-8
1J11-9

1J13-1
1J13-2
1J13-3
1134

1J14-1
1J14-2
1J14-3
1J14-4

171
1172
1J17-3
1J174
1J17-5
1J17-6
117-7
117-8
1J17-9

1119-1
119-2
1J18-3
1J19-4
1J18-6
1J19-6
1J19-7
1HM9-8
1J19-9

VIC-GRY ST-16: Display Dight Strobe / 4.J2-1
VIO-BLK ST-15: Display Digit Stroba / 4J2-2
VIO-BLU ST-14: Dispiay Digit Strobe / 4J2-3
VIO-GRN ST-13: Dispiay Digh Strobe / 4J2-4
VIC-YEL ST-12: Display Digit Strobe / 4J2-5
VIC-ORG ST-11: Display Digit Strobe / 4J2-6
Key Pin  No Connection

VIO-RED ST-10: Display Digit Strobe / 4J2-8
VIO-BRN ST-8: Display Digh Strobe / 4J2-9

VIO Lamp +18V dc Power
VIO .
Key PIn  No Connection

- No Connection

- No Connection

- No Connection

- No Connection
viO Lamp +18V dc Power
VIO *

RED-BRN Lamp Row 1 (Q80) /2J3-18
RED-BLK Lamp Row 2 (QB1) /2J3-17
RED-ORG Lamp Row 3 (Q82) /2.J3-16
Key Pin  No Connection

RED-YEL Lamp Row 4 (Q83) /2.13-15
RED-GRN Larmp Row 5 (Q84) /2.J3-14
RED-BLU Lamp Row & (Q85) /2J3-13
RED-VIO Lamp Row 7 {OB6) /243-12
RED-GRY Lamp Row 8 (Q87) /2J3-11

GRN-BRN Switch Col 1 (Q45) /2)1-18
GRN-RED Switch Col 2 {Q49) 22J1-17
GRN-ORG Switch Col 3 {Q44) /2J1-18
GRN-YEL Switch Col 4 (Q48) /2J1-15
GRN-BLK Switch Col 5 (Q43) /241-14
Key Pin  No Connection

GRN-BLU Switch Col 6 (Q47) /2J1-13
GRN-VIO Switch Col 7 (Q42) 21-12
GRN-GRY Switch Col 8 (Q46) /2J1-11

Not Applicable

GRY-BRAN Solenoid 1 (Q33)/51-9
Key Pin  No Connection

GRY-RED Solencid 2 (Q25) / 5J1-7
GRY-ORG Solenoid 3 (Q32) / 5J1-8
GRY-YEL Solenoid 4 (Q24) /5J1-6
GRY-GRN Solencid 5 (Q31) / 5414
GRY-BLU Solenoid 6 (Q23) / 51-3
GRY-VIO Solenold 7 (C30) / 6J1-2
GRY-BLK Solenoid 8 (Q22) / 5J1-1

BLK Solencid Ground / 5J10-1
BLK * 180102
BLK . /15103
BLK * /5J104

BLK-RED Memory Protect / 7J1-4

WHT Ground / 7J1-3

GRN ADVANCE Switch / 7J1-1

BLU AUTOMANUAL Switch / 7J1-2

BLK Ground / 3J1-2
BLK " /3N
BLK = /3n<4
GRY Power: +5Vdc /318
GRY - /3-8
GRY - 13518

Key Pin  No Connection
BLK-WHT Power: -12V dc Unreg / 3.J1-14
WHT-GRY Power: +12V dc Unreg / 3J1-12

ORG-VIO Flipper Ground /245-5
ORG-GRY Fiipper Ground /2J5-4
BLU-ORN Sp! Soind 3 (Q73) / 5J3-3
BLU-RED SplSoind 2 (Q71)/5J3-8
Key Pin  No Connection
BLU-YEL SplSoind 4 (069)/5J3-4
BLU-BRN SpiSoind 1 (Q75)/5J3-7
BLU-GRN Sp!Soind § (Q77)/5J3-2
BLU-BLK Spl Soind 8 (Q79) /6J3-1



55141
5J1-2
5J1-8
5J14
5J1-6
5J1-8
5J1-7
5J1-8
5J1-8

631
8J3-2
5J3-3
5J3-4
5J3-5
5J9-8

5J12-1
8J12-2
5J12-3
5J124°
512-6
sha-e
512-7
512-8
B2-9
‘BJ12-10
sH2-1
&8H2-12

4311
-2
451-3
A4
4aNn-6
4J1-8
a7

GRY-BLK
GRY-VIO
GRY-BLU
GRY-GAN
GRY-YEL
GRY-ORG
GRY-RED
Key Pin
GRY-BRN

BLU-BLK
BLU-GRN
BLUORG
BLU-YEL
Key Pin

BLU-RED
BLU-BAN

"WHT-GRY

WHT-VIO
WHT-8LY
WHT-GAN
WHT-YEL
Key Pin
WHT-ORG
WHT-RED
WHT-BRN

BLU-GRN
BLU-ORG
Key Pin

BLU-YEL
BLU-RED
BLU-BRN

U I I T

GRY-YEL
BL—l;YE.
VIC-YEL
Key Pin

YEL-VIO

AUX POWER DRIVER INTEREOARD SIGNALS
Connector  Wim Color Skomal DesianatioryDescrition | Cannector Wire Cokr' Skenal Designation/Descriztion
BRN-GRY CPU: Solenold 18 (Q8) / 1128

CPU: Sclenoid 8 (Q22) / 1J11-8
CPU: Sclenold 7 (Q30) / 1J11-8
CPU: Solenoid 8 (Q23) / 1J11-7
CPU: Solenoid 5 (C31) 7 1J11-8
CPU: Solenold 4 (Q24) / 1J11-5
CPU: Solencid 3 (Q32) / 1114
CPU: Solenoid 2 (Q25) / 1J11-3
No Connection

CPU: Solencid 1 (Q38) /7 1J11-1

CPU: Solenoid 22 (Q79) / 1J18-9
CPU: Solenokd 21 (Q77) / 1J19-8
CPU: Solencid 19 {Q73) / 1J19-3
CPU: Solenoid 20 (Q80) / 1J19-8
No Connection

CPU: Solenold 18 (Q71) /1J19-4
CPU: Solenoid 17 {Q78) / 118-7

Solenoid 08C /2.4-8
Solenold 07C /2J4-7
Solenoid 08C /24-8
Solenoid 05C /2J4-5
Solenoik] 04C /244
No Connection

Solenold 03C /2J4-3
Solenold 02C /2J4-2
Solencld 01C /2J4-1

No Connection
Salenold 21
Solenoid 19
No Connection
Solenold 20
Solenoid 18
Solenold 17

No Connection
No Connection
No Connection
No Connection
No Connection
No Connection
No Connection

No Connection

+850 Vide Flipper Pwr/ 2J5-3
No Connection

+50 Vde Flipper Pwi/2.05-2
No Connection

+50 Vdc Salenoid Pwr/2.5-10
No Connection

No Connection

No Connection

No Connection

+50 Vdo Solenoid Pwr/2J5-11
No Connection

5J2-1
5J2-2
5J2-3
524

5J25
&J2-6
5J2-7
5J2-8
5J2-9
65J4-1
554-2
5J4-3
8Ja4
54-5
5J4-8
5M4-7
5J4-8
554-9
&J8-1

&6J8-2
5J8-3
8Je-4
5J6-5
5J6-8
5J8-7

5Js-8
5J8-9
&J8-1

5J8-2
6J8-3
5J8-4
5J8-5
5.J8-9

6J8-7
6J8-8
5J8-9

5J10-1
5J10-2
8J10-3
5J10-4

8111
5J11-2
53
5J114
S8
sm-e
5J11-7
518
5J11-9
5J11-10
sJ1-11
8Jn-12

No Connection
No Connection

BRN-GRN CPU: Solencid 13 (Q15)/ 1)12-8

BRN-YEL

CPU: Solenold 12 {Q8) / 1J12-8

BAN-ORG CPU: Solenoid 11 (Q16) 1J12-4

Key Pin

BRAN-RED

BRN-BLK

VIO-GRY
VIO-BLK
Key Pin

VIO-BLU
VIO-GRN
VIO-YEL
VIO-ORN
VIO-RED
VIO-BRN

No Connection
CPU: Sclencid 10 (Q9) / 1J12-2
CPU: Solencid® (Q11)/ 151241

Solenoid 08A
Solenold 07A

BRN-GRY Solencid 18 /204-12

BRN-VIO
BRN-BLU

Key Pin

Solenoid 15 2J4-11
Solenold 14 /2J4-18
No Connection

BRAN-GAN Solenoid 19 /24-18
Connection

No

BRAN-ORG Solenoid 11 /2M4-14

BAN-RED
BRN-BLK

WHT-RED
WHT-RED
WHT-RED
WHT-RED
Key Pin

BLK-YEL
BLK-YEL
BLK-YEL
BLK-YEL

BLK
BLK
BLK
BLK

ORG

Key Pin
BRN

BLK
RED

RED-WHT

Solenoid 10 /2J4-13
Solenold 00 /2J4-10

Transformmer: 20V ac / 7J2-8
Transformer: 28V ac / 7J2-8
Transtormer: 28V ac / 7J2-7
Transformer: 28V ac / 7J2-7
No Connection

Transformer: 48V ac / 7J2-11
Transformer; 48V ac / 7J2-11
Transformer: 48V ac / 7J2-12
Transformer: 48V ac / 7J2-12

Soind Gnd / 1181
Soind Gnd / 1J18-2
Soind Gnd / 1J13-3
Soind Gnd / 1134

+25 Vdc “C" Solenoid Pwri2J6-9
No Connection
No Connection
+26 Vdc "A" Solenold Pwri2J5-12

+26 Vdc Sclenoid Pwi/2J6-1
No Connection

MASTER DISPLAY INTERBOARD SIGNALS
Wi Calor Signal Desipnation/Descriction )| Connector Wire Cakr  Signal Desicnstion/Descrintion

BRN-GRY  8T-8: Digi Display Strobe / 1J1-1

BRN-VIO  ST-7: Dispiay Digh Strobe / 11-2

BRN-BLU  ST-8: Dispiay Digh Stobe /1J1-3

BRN-GRN  ST-5: Displary Digh Strobe / 114

BAN-YEL ST« Dispiay Digh Strobe / 115

BRN-ORG  5T-3: Display Digh 8trobe / 1018

BAN-RED  ST-2: Dinpley Digh Strobe / 1J1-7

Key Pin Ne Connection

BAN-BLK  ST-1: Dispiay Digk Strobe / 1J1-9

Rbbon Cable from CPU 1422

ORG Display Powsr: -100V dc / 3.5-3
- No Connection

BAN Display Power: 4100V de / 3.J5-4

Key Pin Ne Connection

BLK Ground / 3J5-1

GRY Power: 48V dc/3J5-8

o Slave Displays

a2
ag-2
4J2-3
4J2-4
42-8
428
aR-7
428
42-9

4951
405-2
4J8-3

487
4J5-9

VIO-GRY
VIO-BLK
VIO-BLY
VIO-GRN
VIO-YEL
VIO-ORG
Koy Pin

VIO-RED
VIO-BRN

BLUBRN
BLU-RED
BLU-YEL
Pin
BLU-BLK

BLUVIO
BLU-GRY

€T-18: Digit Display Strobe / 1J2-1
6T-15: Display Digh Strobe / 102-2
ST-14: Dispiay Dight Strobe / 1J2-3
ST-19: Display Digh Strobe / 1J2-4
5T-12: Dispiay Digh Strobe / 1.J2.5
$7-11: Display Digh Strobe / 1,J2-8
No Connection :
§T-8: Display Digit Strebe / 1J2-8
87-5: Display Digit Strobe / 1J2-9

D1/ Display BCD /1J8-1
C1 /Display BCD / 1J3-2
B1/Display BCD / 1133
A1/ Display BCD / 103-4
D2/ Diplay BCD / 1435
No Connection

G2/ Display BCD / 1J3-7
B2/ Display BCD / 1J3-8
A2/ Display BCD / 103-0
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BACKEOX INTERCONNECT ECARD INTEREOARD SIGNALS
Connector Wirs Color  Signal DesnationDescription | Connector Wi Color Skine/ Designation/Tescriction

20141 WHT-BAN
2,11 WHT-RED

2J1-3  WHT-ORG
2J1-4  WHI-YEL
2J18  WHTGAN
2418 WHI-BLU
2J1-7 WHI-i©
2J18  WHI-GRY
2,19  KeyPin
2J1-10 -
2J1-11  GAN-GRY
20112 GRN-VIO
2118  GRN-BLU
2J1-14  GRN-BLX
2H-16  GRN-YEL
211-16  GRN-ORG
2117  GRN-RED
2J1-18  GRAN-BAN
241  WHTBRAN
2J4-2  WHTRED
2J4.3  WHT-ORG
2J44  WHT-YEL
248  WHI-GRN
2J4-0 WHT-BLL
2J4-7  WHT-VO
2048  WHI-GRY
2J4-9 KeyPin
2J4-10 BRN-GRY
2J4-11  BRN-BLK
2J4-12 BRAN-RED
2J4-13  BRAN-OFN
2M-14 BRN-GAN
2J4-16 BRNBLU
2J4-18 BRN-VIO
2Je-1  YEL
2J82  YEL
w83  YEL
2084 YEL
2085  KeyPin
2J8-8  YEL-WHT
2067  YEL-WHT

2068  YEL-WHT
2J8-9  YEL-WHT

2J8-1 BAN
2J8-2
2J8-3
2J-4 ORG

2J8-5 RED

2:.-8-7 -
2J8-8

2J8-9

2J8-10
2J8-11
2J8-12 -
2J8-13
2J8-14
2J8-16

2J10-1
2J10-2
21103 -

2104 -

2J10-6 RED

2J10-¢ -
2010-7
2,108
210-9
2510-10 YEL

2013-1
2182
2J13.3
20134
213-8

RED-YEL
RED-GAN
25188 RED-BLU
2587 RED-VIO
2138 -
2)13-8 YEL-BAN
218-10 -
2)13-11 o~
2J18-12 YEL-GRY

Swirch Row 1 AJ11-8
Switch Row 2 1J11-8
Switch Row 3 AJ11-7
Swich Row 4 NJ11-8
8wich Row & NJ11-6
Swich Row € AJ118
Swirch Row 7 1J11-2
Switch Row 8 1J11-1

No Connection

No Connection

Switch Col 8 (Qt8) /1J8-8
Switch Col 7 (O42) /1J8-8
Swich Col € (47) 1J8-7
Switch Col § (Q48) NJB-5
Switch Col 4 (Q48) NJB-4
Switch Col 3 (Q44) /1J8-3
Switch Col 2 (O19) NJB-2
Switch Col 1 (Q45) 11J8-1

Solenoid 01C In AJ5-D
Solenoid 02C In 5J5-8
Solenoid 03C In AJ5-7
Solenoid 04C In BI5-5
Solenoid 065C In BSI6-4
Solenoid 08C In 5J6-3
Solenoid 07C In /5J8-2
Solenoid 08C In £JS-1
No Connection
Solenoid 18 AJ8-1
Solenoid 0% /6J6-9
Solenoid 10 /50-8
Solenold 11 /8J8.7
Soleniod 13 /6J0-5
Solenoid 14 /6J0-3
Solenoid 18 /5J80-2

Gen lum Pwr: 8V ac
Gen Iflum Pwr: 8V ac
Gen lium Pwr; 8V ac
Gon Hium Pwr: 8V ac
No Connection

Gen [um Pwr: ¢V ac
Gen Hum Pwr: 8V ac
Gon Hum Pwr: 8V ac
Gen Hum Pwr; 6V ac

+26 Vde ("A" Solenoids)

+50 Vdc Solenoid 03A, O4A, 08A

+50 Vide Solencid 14, 18, 20
+26 Vdc ("C* Solenoids)

+25 Vdc Solenoid 9-11, 18, 18

No Connection

Fiipper Power

Flipper Power

No Connection

+26Vdc Solenokd 17, 18, 21
No Connection

No Connection
Lower Left Flipper

Lower Right Fipper

Lowsr Right Fipper
Lower Laft Fiipper
No Connection

No Connection

+26 Vdc (Sclenoid)
No Connection

R Ripper Ground Ckt
L Flipper Ground Cit
Gen Bum Pwr: 8V ac
Gen Itum Pwr: 8V ac

Lamp Row 1
Lamp Row 2
Lamp Rows
Lamp Row 4
Larp Row &
Lamp Row &
Larp Row 7
No Connection
No Connection

 No Connection

No Connection
Lamp Col 8

2J241
222
2J2-3

231
8-2
2J3-3
2,34
235
2J3-8
2J08-7
2J3-8
2R-9
8-10
2J3-11
2J3-12
2913
203-14
2R-18
2J3-18
24317
2J3-18

2J5-1
2J5-2
2)5-3
2J5-4
2J5-8
2J5-8
2057
2J5-8
2)5-9
2J5-10
2J5-1
2J5-12

2J7-1
2J7-2
2J7-8
2474
2578
2J7-0
2J7-7
2J7-8
2J7-9
2J7-10

2J9-1
2J9-2
2J9-3
2J0-4
2J9-5
2J%-8
2J9-7

211
2112
2Jns
2114
2Ms
18
2017
20118
2J11%
2J11-10
2111
201112
2011138
2J11-14
201118
2J11-18

20121
an2-2
2J12-8
2J12-4
2125
21248
2527
2128
2,129
2J12-10
2J12-1
251212

‘RED-VIO Larrp ‘Row 7 {QB6) /1J8- 8

YEL-RED Lamp Col2 (Cosety107-2
YEL-BRN' Lamp Col 1 (Q8s/88)/1J7-1
Key Pin - ‘No Cennection

S No Connection :
RED-GRY Larrp Row 8 (Q87) /1J8-

2J14-12 YEL-RED
2J14-15 * YEL-ORN
2J14-14 - YEL-BLK
2J14-18 YEL. GRN
2414-16 YEL-BLU
21417 YEL-VIO

RED-BLU Larry Row 8 (QBE) /18- 7
P ~2H1418 YEL-GRY

RED-GRN Larrp Row & (Q84) N1J8-8

BACKEOX
Connector Wi Gokrr
GRY-YEL +12Vdc Unreg/aJ1-18 2J14-1" RED-BAN
—~_" No Connection 2J14-2 “'RED-BLK
‘BLK-YEL -Ground/3J1-6 2148 * RED-ORG
. S - 2J14-4 RED-YEL
YEL-GRY ‘Lamp Col 8 (O51/52)/1J7-8 2114-5  RED-GAN
YEL-VIO Lamp Cel 7 (QB3/BA Y178 2414-8  RED-BLYU
YELBLU tamp Col 8 (QB6BR)1J7-7 2J14:7 - RED-WO
YEL-GRN Lamp Col § (QE7/82)/1J7-8 25148 RED-GRY Ls
YEL-BLX “LarmpCol 4 (O5S80)1.J7-4 2Me9  — No
YEL-ORG -Lamp Col 3 (O81/82)/1J7-8 _ 3:110 YEL-BAN L»

RED-YEL Larmp Row 4 {CeS)1J8- &

RED-ORG Larmp Row 3.{C82) 1J8- 9 2091 GAN-RED a
RED-BLX Larrp Row 2-(Ce1) NJe- 2 22::11:: GMNYEL
RED-BRN - Row 1 ne-
Lamp {Qe0) 1 ee o
RED-WHT 425Vdc (Solenold/BJ11-12 2188 GRN-BLY
BLU-YEL Fipper Power/5)12-4 2J19-8 GRN-VIO
GRY-YEL Flipper Power5112-2 21197 GRN-GRY
“ORG-GRY Flipper Ground Ckt/1J19-2 2)19-8 - No €
ORG-VIO Flipper Ground Cit'1J19-1
- BLK Ground/5.111-0
Koy Pin  No Connection
RED - +26 Vdc (Solencid)/ 5J11-0
ORG - 25 Vdc ("C" Solencids) BJ11-1
VIO-YEL +50 Vdc (Solenoidy 8J12-7
YEL-VIO 450 Vdc (Solenoldy BJH2-11
BAN +26 Vdc ("A* Solencids)yB11-8
- No Connection P!
- No Connection
—  No Connection Connecter  Wire Color S
-_— No Connection
ORG 425 Vee ("C" Solenoids) 311 BLK Girou
RED 426 Vde (Solenoldy 12 BLK Grou
WHT-GRN Backbox Gen liium Pwri2.J8-8 18 BLK Grou
WHT-BRN Backbox Gen lium Pwi2Je-8 14 BLK Grow
GRN Backbox Gen lllum Pwr/2Je-3 3N-E  BLK-YEL  Loge
BAN Backbox Gen llium Pwr2J8-1 J1-8 GRY [ U}
317 GRY .
WHT-VIO Playfieid Gen ihum Pwr/2.J8-9 -8 GRY
- No Connection 19 GRY
= No Connection 3)1-10  Key Pin NeC
- No Connection M1 WHT-GRY CRU|
vio Playfieid Gen fum Pwr/2Je-4 - SH-12 WHT-GRY CPU|
YEL Playheld Gen Mum 8H.13 GRY-YEL CW
WHT-YEL Playfieid Gen Hlum SH-14 BLK-WHT CRU
SH-16 BUGCWHT CWU
BRAN-VIO Solencid 18
BRN-BLU Sclenold 14
- No Connection
BRAN-ORN Solenoid 11
BRN-RED Sclencid 10 ' !
-_— No Connection
BRN-GRY Solenold 10 Connector  Wie Color Sina
-_— No Connection
BLK-VIO Solenokd 07C 001 — NoG
- No Connection 10012 - NoC
BLK-BLU Solenoid 08C oNns  — NoG
BLK-GRN Solenokl 06C 1oH4 - NoG
BLK-YEL Solencld 04C
BLK-ORN Solenold 03C 1081 GRY Powe
BLK-BRN Solenold 01C 10033 BLKWHT  Pow
‘ 10034 - NoC
—_— No Connection 10J3-5 - NoC
— _No Connection 10J3-8 WHT-GRY Pow
BRAN-GRAN Solenoid 10
-_— No Connection
BRAN-RED
BRN-BLK
- No Connection
BLX-GRY Solencid 08C
-_— No Connection
BLK-VIO Solenold 07C
BLK-BLU Solencld 08C .
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EOX INTERCONNECT EOARD INTERBOARD SIGNALS

N
3

]
.
N
J
)
Y

Larp Row 1
Lamp Row 2
Lap Row 8
Lamp Row 4
Lamp Row 6
Larp Row 8
Lamp Row 7
Lamp Row @
No Connection
Lamp Col 1
No Connection
Lamp Col 2
Larrp Col 9

1amp Col 6.
Larrp Col®
Lamp Col 7
Larrp Col8

Swich Coi 2
Switch Col 8
Switch Col 4
Switch Col ¢
Switch Col 7
Switch Col 8
Switch Col 8
No Connection

21218

2J12-10
‘2418-1-

- 2ans2

2583
25184
25185
2518-8
20187
2J18-0
2J18-9
21810
21n8-11
251812

2199

2518-10
2J19-11
21918
2J19-14
21818
2J18-18

218-1
ane-2
2188

~“BLICYEL Solencid 04C
2012414
- 2h218

BLK-RED ‘Solenoki 02C

- GRN-BAN" Swich Col 1

GRN-GRY Switch Col8
- No Connection
WHIT-GRY Swirch Row 8
WHT-VIO  Swich Row 7
WHT-BLU - Switch Row 8
WHI-GRN Swich Row &
‘WHT-YEL:-Switch Row 4
WHT-ORG Switch Row 8
=" No Connection
WHT-BRN Swikch Row 1

WHT-GRY Switch-Row 8
WHTVIO - Switch Row 7
WHT-BLU - Swich Row®
WHT-YEL - Switch Row 4
WHT-ORG Switch Row's
WHT-RED Swich Row 2
WHT-BRN Swich Row 1
BLK-YEL

Key Pin  No Connection
GRY-YEL

POWER SUPPLY INTERBOARD SIGNALS
r Sizns/ Desicnetion/Descrintion 1 Connector Wie Coler Singa Designation/ Deecripion

Ground / 11J9-2

Ground / 117-1

Ground /11 7-2

Ground /1J17-8

Logic Ground 7223

CPU Pwr: +5V dc Reg / 1178
*/11J3-1
*11NT4

; */117-8
No Connection
CPUPwr: 412V de Unmg / 1103-8

CPU Power: 412V ¢ Unreg / 1J17-9

CPU Power: +12V de Unreg /202-1
CPL! Pwr: -12V de Unreg / 117-8
CPU Pwr: =12V do Unmeg / 11J3-8

J2-1
-2
S2-3
24
0.5
-8

SJ3-1
8.2
SJs-3
84
-5
SJ3-9
8.7
B8
S33-9

ORG Display Power: -100V de / 4J7-1
-— No Connection

BAN Display Power: 4100V de/ 4J7-3
- No Connection

BLK Ground (Display i) / 4J7-5

GRY Dispiay Power: +8V de/4J7-8

GRY Transformer. 184V ac, 12,C. T,

GRY Transtonmer. 194Vac, 12,C. T.

GRY-WHT Transtorrrer: 19.4V ae, C.T. com
GRY-WHT Transtormer. 184V ac, C.T. com
GRY-GRN Transformer: 194V ac, 19,C. T,
GRY-GRN Transformer: 104V ac, 12,C. T,
Key Pin  No Connection

WHT Transformer: 88,5V ac

WHT Transformer: 88.5V ac

AUDIO BOARD INTERBOARD SIGNALS
Suna/ DesipnationDescriction 1 Connector Wi Coler  Skns/ Resignation/Descrivtion

No Connection
No Connection
No Connection
No Connection

Power. 48 Vdc / 8.7
Ground / SJ1.1

Power: -12 Vde Unreg / 3J1-16
No Connection

N> Connection

Power: 412 Vde Unreg / 3.1-11

100241
1002-2
1002-3
10024

1054

10J5-1
10J6-2
10J5-8
1055-4

RED Signal Level (to Vol Cntrl)

BLK Signal Lavel (from Vol Cntr)
- No Connection

shisid Ground

Ribbon Cable from CPU Brd 1421

BLK-YEL / Speaker
BLK-YEL / Speaker
BLK/ Speaker
BLK / Spesker
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(SIDE 1)

DIAGNOSTIC TEST FLOWCHART

RIVERBOAT GAMBLER 101



any vrzrc_-. fenold

YBS

Y

in ihe "Coll Teat" 7

Y

AEPEAT step B ol Solenoid 1
dasired chocks cf solenviomn

il

se_._.. :

PRESS ADVANCE (black) awilch
once, briefly

PRESS, and uniatch, ’
AUTO-UPIMANUAL-DOWN
(red} swilch to reach the

!

AUTO-UP positlon

OBSEAVE “Swilch Levels® (in Player 142 Score Dis-
plays) (08 in Player 3 Display]

|

OBSERVE name and number (06 ax) of each swilch
hal is preasntly actuated, il any

'

PRESS ADVANCE (black) swiich
once, brielly

y

OBSERVE "Swilch Edges® (in Player 142 Score Dis-
plays) [07 in Player 3 Display)

Wani to

YL
check any paricular S

Y

switch?

NO

!

OPERATE any switch listed in the Switch
Matris Toble 10 check whether ils opera-
lian is datected by the CPU lor uas In the
game pragram. OBSERVE the awilch's name
and number in the Pisyer Score displeys.
verllying proper swilich operallon, Select
snd operate awliches, until daslied checks
n! swilch clrcuils are lol

P

4

PRESS ADVANCE (blsck) swilch once, 4

brielly. In procesd to soeciel E

o-.:...-.-.:-:!a.:oi_.-.

o.._qoazcr,-:c-:ou.oe;.
y

OBSERVE Gama name and number In Player 1+2 Score

Displays and Id 00 in Player 3 Display, showing 1he

oxil lrom the Tesi/Diagnostic portion of the gems

program

Qo 1o
Audils and Agj ts

Audiw Adjusiments

]

PRESS ADVANCE {black) switch once, ‘
briefly, 1o advance lo he ..

id 01 ditplay, which lelis
aboul changes from Fac-
tory Sellings. Prsss AOVANCFE switch again
te advance lo Audil lems (Av 01 » 44) and
en 10 Adjusimenl llams {Ad 0} > 70).

!

OBSERVE desired dala in Audit llems (to

datermine game operations and earnings).
CHANQGE deelrad Adjustmeni ltgms (t0 en-
hance the game play and earnings). felnr
to game manual tor del

ot Go to Gama Over?

— TOGGLE game On-ON swich to OIl, Ihen 1o ON.

J{

!

Proreed 10 Ad 70, press ADVANCE again,
brislly, 10 reach Allract Mode, ready to
play.

4

A J

h ms s in Atlract Moda, teady (o play.




OBSEAVE “Single Lamps* {in Playar 142 Score Displays)
04 in Playar 3 Display}

* After @ dow secends

OBSERVE tha name ol the firsl controlied famp In the
Pleyer 142 displays and 04 01 In the Piayer 3 display

Diagnostic Test Flowchart su:

REPEAY steps A and B of Single Lamps
Test as nacessary, uniil desired checks

\

of Single Lamps Test ars complete.

Single Lamps Tes!l B

OBSERVE name of neal lamg (in Player 1
+2 Score Displays) and ils Idenifying
jrumber [04 Ox in Player 3 Display] and he

Wan! (0
check any particul lamp

ilon (bilnking).

Single Lamps Tesl A r

PRESS Credh b

in the “Single Lamps®
leol?

NO

w
once, hrislly, to o u_
reach neat lamp in M B.

d in
Lamp Matix Table G

PRESS ADVANCE {black) awiich
once, birielly

ALY T

OBSERVE “Coil Tesl” {in Player 1

+2 Score Displays)
(05 In Pisyer 3 Dieplay)

—

Solencid Test A *

PRESS, ang istch, AUTO-UP/MANUAL-DOWN
[rad) swilch In Ihe MANUAL. ‘

DOWN position to select .—
tepealed operalion of m‘!-@
particular solencidiiasher, during the test
cycle. Obsarve His operalion.

OBSERVE avliomalic cycle ol all solenoids and flashers
on playlisid and backbonx {circull name In Pisyer 142

displays and 05 01.22 In Player 3 display

Wani 10 check X
eny padicutar solenold YB3 >

N the "Col Tast® 3 "

Solencid Test B *

PRESS ADVANCE {black) ‘
swilch once, brislly, to
advence 10 the next cki
of the “Coii Test*

lo be checked. Observe ils opsration,

y
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Q88 Play Roulette 20 Hat 1 Castuo Spot Star | P Stand-up | g Left Bank |Win Meter
4 Red-Yel ‘m 1 Lamupe 28 Tm “FW 53 4
[« ] Gold Star Left Outlane | N Casino Top Jet S Stand-up | Ace C Right ‘Win Meter
§ FedGm 1 5 18| 10Pe gjjamdl oo Taget oo a5| TEE gelS 61
Q85 Gok Star fKeftRetmrn |O Casino [Bottom Jet | Kot Used 200 Chips Right Bank} Win Meter
el;hk‘.;n 2 s[‘m 14/ l-lﬂ!" and 8 q 3q 46 Tltﬁ B4 6 ml
986 Gold Star Return |Hold Card  [Right Jet | Whning aJmocm.:- Right Bank! Win Meter
087 Spot Card  JRight Outlame] Collect Royal{ Kot Used Slot Shoot Agan [P Right Bust Card
8 Red-Gry Shot Target
1J6-9 8 1 24 40 48 56 64

(7 043 o047 02 046
Gm-Bm Gm-Red Grn-Om Gro-Ye Gon-Blk Gm-Blu Geo-Vio Gm-Gry
B4 1J8-5 1J8-7 1J8-8 1J8-9
1/4 Skill IC Stand-up }Not Used Left Drop | Right
Shot :j Target :j 41| TemEet o|Fpper
1/2 Skl Stand-up |Past Skiil i lef Drop |Left
fShot Target Shot aa| TR o |Frppe |
3/4, Skfl Stand-up |2] Stand-up [V Lef Drop |Roulette
Shot Target Target | Terget o, (Whe
Shot  JLeft Shing Stand-up |Locker/ E Left Drop |Red Button
nm‘ 20| TR ggcher | Tage g eo|
Top Jet S Stand-up [Ramp C Right Drop| Pass
T Down Button
T STiNow 45| T ss 61
Bottom Jet  |Not Used Not Used Right Drop | Green
«| TR g [Button o,
Right Jet opRamp |NotUsed |R Right Drop|Black
3 39 47 Target 553“""' 63
Ball at D Right Rebound
Right Shing Card | m@mm&
40 48 56 64






