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Game Selection/Scoring

Five different games are available. At the start of a game, press the button on the right of
the coin door to select the type of scoring desired.

1. REGULATION.

Scoring is identical to official bowling,

2. KE MASTER
Player scoring is as follows:
Frame Strike Spare Blow
1&2 404} 1500 Pin Count
J&4 6000 2500 Pin Count
5,6 &7 8000 4500 Pin Count
8,9& 10 10,000 6500 Pin Count

3. TRIPLE STRIKE

Player is given 3 shots per frame. A Strike in any shot awards 300 points.

A Spare in 2 shots awards 200 points. A Spare in 3 shots awards 100 points.
A Blow scores total pin count.

4. STRIKE 90
Player receives 90 points for a Strike, and keeps playing as long as Strikes

continue., A Spare scores 60 points. A Blow scores downed pin count after
second shot.

5. FLASH

Player receives higher value of Flashing Score lights for a Strike. A Spare
scores lower value of Flashing Score lights, A Blow scores total down pin
count after second shaot.
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Jumper Charts

Display _ | W1 W2
1MEG 2MEG, 4 MEG EPROM In Out
512K, 1 MEG EPROM _Out | In___
Countr _1914 __ W15 W16 W17 W1 8
| America In __In In__ In In
Solenoid/Flasher Tabls .
Sol. Fungtion Selenoid Wire Connection | Driver Solenoid Part "
No. Type Color Trnstr Numbar
Flashlamp Type
g1 Pin 1 High Fower | Vio-Hrn J130-1 Q82 | B-31-2500
02 Pin 2 _ High Power | Vio-Red | J130-2 _ (380 B-31-2500
(3 Pin3 High Powser | Vio-Orn | J130-4 | Q78 | B-31-2500
04 Pin 4 High Power | Vio-Yel J130-5 76 B-31-2500
05 | Pin5 igh Power | Vio-Grn | J130-6 Q64 | B-31-2500
06 | Pin6 High Power | Vio-Blu | J130-7 Q66 | B-31-2500
o7 Pin 7 High Powar | Vig-Blk J130-8 GE8 B-31-2500
08| PinB _ High Power | Vie-Gry [ J130-9 | G0 | B-31.2500
09 | Pin® [ Low Power | Brn-Blk | J128-1 Q58_ | B-31-2500
10 | Pin 10 | Low Powar | Brn-Red [ J128-2 Q56 1 B-31-2500
] i1 1 Pin Reset Motor | Low Power Brn-Org | J128-4 Q54 14-7950 48Y 60HZ |
{ 12 | Not Used | Low Powar | Brn-Yel Q52 |
13 Not Usad Low Power | Brn-Grn Q50
1d _[ Not Used _ | Low Power | Brn-Blu L Q48 - . |l
15 Not Used Low Power | Brn-Vio Q46
18 Not Used Low Power | Brn-Gry Q44
17 Flashar 1 Flasher Blk-Brn J125-1 Q42 #3086
18 | Flasher® Flasher T Blk-Red | J125-2 Q40| #9068
10 Flashar 3 Fiasher | Ellk-Crrg_ J125-3 Q38 #9306
20 Flasher 4 _ _| Flasher | Blk-Yel J125-5 Q38 | #3048
21 | Flasher 5 Flasher | Blu-Grn | J125-8 (228 #3906 (2)
22 Flasher Flasher Elu-Blk J12E8-7 (230 #9086 (2)
23 I_—Flasher?' | Low Power | Blu-Vie | J125-8 (234 #906 (2}
24 Flasher 8 Low Pawer | Blu-Gry | J125-9 Q32 #9306 (@)
25 | Flasher | Special Biu-Brn | J123-1 Q26 | #9086 (3)
26 Not Usad e | Special Biu-Red | =L
27 | Ticket Motor Spacial Biu-Org { J124-3 Q22 Sea Dalronic Tkt Kit
28 | Low Ticket Lamp | Special Blu-Yel J124-5 Q20 See Deltranic Tkt Kit 3
General lllumination h
{ Circuits ] _ }
01 [ lllumination String 1 | G.L Brown J120-1 {18 555
02 _ lllurmnination String 2 | G.1 Orange J120-2 Q10 #555
03 Humination Strirlg 3 3.1 Yellow J120-3 Q14 #5585
04 Not Used ‘ G 1. Grean | Q16 -
05 Hlumination String B G.1. Violet J121-6 1z #555 e

Williams Elactronics Games, Inc. reservas the right to make modifications and improvemants to its praduct,
The specifications and parts identified in 1his manual are subject to change withoul notice.
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STRIKE MASTER

Section 1

Operation, Adjustment and
Testing Information

ROM Summary |
I IYPE LOCATION BOARD PART

NUMBER
Game ROM1 27020 Us CPU  A-5343-10002-1
Sound ROM 2 27010 U1s Audio  A-5343-10002-2
Sound ROM 3 27010 U18 Audio  A-5343-10002-3

Sound ROM 4 27010 U4 Audio  A-5343-10002-4

NOTICE L

To order a replacement ROM from your authorized MIDWAY MANUFACTURING
CO. distributor, specify:

{1) Part number (if available).

{2) ROM labs! color.

{3} BOM level (number} on the label.

{4} The game in which the ROM is used.

STRIKE MASTER 1.1
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After amiy and instaliation at the site location, this game must be plugged into
a properly grounded outlet to prevent shock hazard, and to assure proper game

operation. DO NOT use a 'cheater plug to defeat the ground pin or the line cord.
DO NOT cut off the ground pin,

LOCATION REQUIREMENTS:
._ w

"~ Length:

100 3/4° Width: 27 1/8°
Height: 71 3/8" Weight: 440 Lbs (crated)
Length: 76 3/4 Width: 27 1/8"
Haight: 71 3" Weight; 380{crated) .

ASSEMBLY INSTRUCTIONS
1. Remove all cartons, parts and other items from shipping container.

2. Unpack the carton labelled *Coin Box". Remove the parts from inside the coin
door vault, and set them aside.

3. Place coin door vault upside down on floor with coin door facing you and open
the coin door.

4. Place the front legs with their smooth edge toward the cein door side of the
coin door vault. Align the holes on the inside of the legs with holes on the
inside of the coin door vault.

5. Attach the legs with the four bolts (provided in the cash box).

6. Remave the back leg assembly from its carton. Stand it upright several feet
forward of its desired location (for access during installation). Block the back
leg assembly wheels to prevent accidental movement,

7. Carelully remove playfisld frame assembly from shipping carton, and place pin
panel end of playfield frame assembly on back leg assembly. Align the holes
and bolt the back leg assembly to the playfield frame assembly,

playfield frame assembly and

8. - Place a support (chair or stool) under front end of playtield frame lesemblﬁ !

9. Locate the volume contro! cable, the switches and lamps cable, and the ground

braid. Place these cables in the *U* notch provided, making sure they are not
pinched.

STRIEE MASTER 1.2
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10.

11.

12.

13.

14.

185,

16.

17.

18.

19.

20.

21,

22.

Align the two holes on each side of the outer edge of the front legs with the

mounting holes in the playfield frame assembly, and bolt the legs to the
playtield frame assembly.

Attach the coin box vault to the playfield frame assembly, using the two bolis
provided,

Mate the two cable connectors, and attach the ground braid under the wing nut
inside the coin door vault,

Release cables from shipping retaining rubber in rear of pin panel. Place them
through the hole at the top rear of the playfield frame assembly.

Remove backbox from its carton. Remove backglass ang set aside,

Carefully set the backbox on top of the playfield frame assembly (above the pin

panel), and place the cables from the playfield frame assembly through the
bottom of the backbox.

Lousen the shipping screws on the insert board to gain access to the boards
and connectors.

Mate the connectors (do not usa excessive force) between the playfield frame

assembly and the backbox. Ensure that the wire colors mateh from the male to
the female connectors.

Position the backbox to align the mounting holes, then bolt it to the top of the
playfield frame,

Attach the five ground braids under the wing nut near the speaker. {Ground

braids come from: coin door, playfield frame assembly, speaket, pin panel,
and backbox.

Install back cover {wing nuts facing in}, then secure the cover by tightening the
nuts, reaching from inside the back box.

Check for properly mated connectors, then close the insert board and install
the backglass.

Move the game into the desired location; level the game (side-to-side), using
the front leg levelers.

AEE
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CONTROL LOCATIONS

Cabinet Switches

The QN-OFF SWITCH is located on the back left side of the front
leg.assembliy.

The START BUTTON is the pushbutton to the left of the coin door. Press the
start button to begin a game or during the diagnostic mode, for HELP.

Coin Door Switches

The operator controls all game adjustments, obtains bookkeeping
information, and diagnoses problems, using only four pushbutton switches
mounted on the inside of the coin door. The Coin Door Switches have two
modes of operation Normal Function and Test Function.

Normal Function

The SERVICE CREDITS switch puts credits on the game that are not
included in the game audits.

The VOLUME UP switch raises the sound leve! of the game. Press and hold
the bution until the desired level is reached.
The YOLUME DOWN switch lowers the sound level of the game. Press and

hold the butten until the desired level is reached. See Adjustment A1 2810
shut sound Off completely,

The BEGIN TEST switch starts the Menu System Operation and changes the
Coin Door Switches from Normal Function fo Test Function.

Test Function

The ESCAPE switch allows you to get out of a menu selection or return to
the Aftract Mode.

The UP switch allows you to cycle forward through the menu selections or
adjustment choices.

The DOWN switch allows you to cycle backward through the menu
selections or adjustment choices.

The ENTER switch allows you to get into a menu selection or lock in an
adjustment choice.




GAME OPERATION

A G AT G B

. After assembly and installation at the site location, this game must be
plugged into a properly grounded outlet 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. With the coin door closed, piug the game in and switch it On,

using the On-Off Switch. In normal operation, Testing will show in the display as

- the game performs Start-Up Tests. Once the Start-Up Tests have been

successfully completed the last score is displayed. Afterward, the game goes

into the Atiract Mode (playfield and backbox lamps flashing, sounds heard, etc., if

the operator does not change the Factory Setting).

Note: After the game has been on location for a period of time, the

Start-Up Tests may contain messages conceming game problems.

The section entitled 'Problem Analysis Messages' contains more
detail concerning messages displayed at each game tum-on,

Open the coin door and press the Begin Test Switch. The display shows the
game name, game number and game software revision, The message changes.
The display shows the sound software revision, revision level of the system
software and date the game software was rovised.

. Exampie: STRIKE MASTER Sound Rev. P-1
10002 Rev. P-1 Sy.132 6/25/91

Press the Enter button {0 enter the WPC Menu System (refer to the section
entitied 'Menu System Operation' for more information). Perform the entire Test
Menu routine to verify the game is operating satisfactorily. Successiul
completion of the tests in the Test Menu routine will show the game is ready 10
begin sarning your investment retum.

» ATTHACT MODE*. After completing the Test Menu routine, press the Escape
button three timas 1o enter the Attract Mode. During the Attract Mode, playfield

and backbox lamps blink. The display exhibits a series of messages informing
the player concerning:

A. Recent highest scores®
B. A "custom message” -
These (or similar) displays reappear occasionally, accompanied by saunés and
music, until a player initiates game play by inserting a coin, or when credits are
. available, pressing the Start button.

* - Qperator-adjustable featurs.
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CREDIT POSTING. Insert coin(s). A sound is heard for each coin. The display
will show the number of credits purchased. So long as the number of maximum

allowable 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. The
number of credits shown in the display decreases by one. The display flashes
00 {until the first playfield switch is actuated), and shows ball 1. Additional

players may enter the game by pressing the Start button once for each player,
before the end of play on the frame.

TILTS. Actuating the Slam Tilt switch on the insida of the front legbox asseombly
ends the current game and proceeds to the Game Qver Mode.

END OF GAME (STRIKE MASTER OMNLY). A random digit set* appears in

the display. Match, high score and game over sounds are made, as
appropriate.

GAME OVER MODE. GAME OVER will show in the display. Afterward, the high
scores will flash on the display. The game proceeds to the Attract Mods.

]

* - Operator-adjustable featurs.
STRIKE MASTER 1.6




GAME PLAY

GAME SELECTION. |If the player wants to play a game other than
REGULATION, before beginning play, the player must press the Game/Scoring
Selection pushbutton switch (the upper right pushbutton on the front legbox

assembly) to select the desired game and scoring from among the five games
available.

REGULATION
Scoring is identical to official bowling, This is the Factory Selection.

STRIKE MASTER
Player scoring is as follows:

Strike Spare Blow
Frames 1 &2 4000 1500 Pirt Coumt
Frames 38 4 8000 2500 Pin Count
Frames 5,8& 7 8000 4500 Firt Count
Frames 8, 8 & 10 10,000 6500 Pirt Count

TRIPLE STRIKE

Player is given 3 shots per frame. A Strike in any shot awards 300 poirts.
A Spare in 2 shots awards 200 points. A Spare in 3 shots awards 100
points. A Blow scores total pin count.

STRIKE-90

Player receives 90 points for a Strike, and plays as long as Strikes continue,

A Spare scores 60 points. A Blow scores total downed pin count afer
second shot,

FLASH

Player receives higher value of flashing lights for Strike. A Spare scores

lower value of flashing lights. A Blow scores total downed pin count after
second shot.

Fas
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GENERAL TICKET INFORMATION

IMPORTANT! EQUIPPING AN ELECTRONIC GAME WITH A
REDEMPTION DEVICE MAY BE PROHIBITED UNDER APPLICABLE

LAWS. CHECK WITH LOCAL AUTHORITIES CONCERNING THESE
LAWS PRIOR TO INSTALLING.

To Order a Ticket Dispenser

You will need a "dispenser interface kit* from your distributor, and you will
need to order a dispenser. The "Deltronic Ticket dispenser* Madel DL-1275 -

with outside mount case from Delronic Labs Inc., Lansdale, Pennsylvania
19446, (215) 362-7159 is compatible.

When & How to Dispense Tickets:

Tickets can be programmed to be dispensed during the game or at the end
of a game (see the "Dispense tickets” function). Thers is also a function (see
*SERVICE PERSON ON LOCATION") to determine how tickats are
dispensed and how problems in dispensing are resolved. In any case, i
there is a jam in the dispenser or if it becomes empty, the "optional ticket
dispenser low" lamp will blink (see “ticket jams" below).

Ticket Jams

if a ticket should jam or the dispenser become empty, the ticket dispenser is
turned off and the “optional ticket dispenser low" lamp will blink. After the
operator corrects the probiem, he or she then may reload the dispenser so
that the next ticket is just showing through the dispenser's exit hole, then
press the "SW 1 ticket unjammed® button in the dispenser. The optional
blinking lamp will stop flashing and the game will then continue to dispense
the remaining tickets. Note, if you wish to make the game stop dispensing
the remaining tickets, just turn the game OFF then ON.

The "QOptional Ticket Dispenser Low® Lamp
It should be normally OFF. If it is ON, then the ficket dispenser is low on
tickets. Reload the dispenser 1o turn off the “licket dispenser low" lamp, i

the lamp is BLINKING, the dispenser is efther emply or jammed {see ticket '
jams).

Moving Tickets in The Ticket Dispenser -
The Deltronic dispenser has an easy mathod of releasing the tension on the
tickets. Squeeze the 2 top spacer blocks together. While squeezing, you

can easily move the tickets. This allows you to load tickets into the ’
dispenser, remove tickets from the dispenser, and also, remove untorn
jammed tickstls.

STRIKE MASTER 1.8
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Replace pages 1.8 and 1.9 with the updated tickst information.

IMPORTANT! EQUIPPING AN ELECTRONIC GAME WITH A
REDEMPTION DEVICE MAY BE PROHIBITED UNDER APPLICABLE

LAWS. CHECK WITH LOCAL AUTHORITIES CONCERNING THESE
LAWS PRIOR TO INSTALLING.

To Order a Ticket Dispenser
You will need a *dispenser interface kit* from your distributor, and you will
need o order a dispenser. The “Dehronic Ticket dispenser® Mode! DL-
1275 with outside mount case from Deltronic Labs Ine., Lansdale,
Pennsylvania - 19446, (215) 362-7159 is compatible,

Ticket Jams

H a tickst should jam or the dispenser become empty, the ticket dispenser
is tumned off and the " ticket dispenser low* lamp will blink. A#ter the
operator corrects the problem, he or she then may reload the dispenser
so that the next ticket is just showing through the dispenser's exit hole,
then press the "SW 1 ticket unjammed® button in the dispenser. The
blinking lamp will stop flashing and the game will then continue to
dispense the remaining tickets. Note, if you wish 1o make the game stop
dispensing the remaining tickets, just turn the game OFF then ON.

The "Ticket Dispenser Low"” Lamp
It should be normally OFF. If it is ON, then the ticket dispenser is low on
tickets. Reload the dispenser to turn off the “ticket dispenser low” lamp. If

the lamp is BLINKING, the dispenser is either smpty or jammed (see
ticket jams).

Moving Tickets In The Ticket Dispenser
The Deltronic dispenser has an easy method of releasing the tension on
the ticksts, Squeeze the 2 top spacer blocks together. While squeezing,
you can easily move the tickets. This allows you 1o load tickets into the

dispenser, remove tickets from the dispenser, and also, remove untorn
jammed tickets.

STRIKE MASTER 1.8




The "SW 1 Ticket Unjammed" Button in the Ticket Dispenser
Use this switch when a jam or emply dispenser condition occurs, {it tolls
the game when to continue dispensing tickets, ses "ticket jams® above).
This button will also manually dispense 1 ticket. No audits are effected.

After proper installation of all ticket dispenser hardware as per instructions, the
following menu selections need to be adjusted:

1.9 Presels
.9 08 Install tickets

A.1 Standard Adjustments

A1 14  Replay Award Ticket
- A4 HSE.T.D. Adjustments

A4 05 HSETD.1Awards 1-10 (Tickets)
A4 08 H.8TD. 2Awards 1-10 (Tickets)
A.4 07 HST.D. 3Awards 1-10 (Tickets)
A.4 08 H.S.7.D. 4 Awards 1-10 (Tickets)

A.6 Regulation Adjustments

- AG {1 Ticket Leval 1

Ag O Tickst Level 2
A6 O Ticket Level 3
A.§ 01 Ticket Leval 4
A& 01 Ticket Level 5§
A.& 01 Ticket Level 6
At o1 Ticket Level 7
A.6 01 Ticket Level 8
A6 01 Award Lavel 1
A O Award Level 2
A8 01 Award Leval 3
A.5 01 Award Level 4
A6 D1 Award Level §
A5 Ot Award Level &
A8 Ot Award Level 7
Ae O Award Level B

STRIEE MASTER 1.9




Menu Table
B, Bookkeeping Menu

B.1 Maire Audits Frige Evcaps

i e, b, To move pul ofl 8 merd selaction.
6.2 Earnings Audife

1 Bt otc Press Ender
B3 Sandard Audits To gl into a menu selection.

i Elc., ats,

B4 Fastirs Ay Fresn Up

{ Etc. etz Incraases sequance. Exampls A1, A2 A3, A4,
B.5 Thre-Stamps

i B, ato. . Fress Down

P, Prinlouts Menu

Decrazses sequence. Exampie A4, A3, AZ, Al
F 1 Earmings Dala

P.2 Main Audits Use Up and Dowr to cya through the selaciions
.3 Standard Audity b @ ek,

P4 Faaturg Audits .

P.5 Scors Hislograms Use Escape and Enter 1o mova into and out of
P .5 Time Histograms the saleciad met.
P A A% Data

T. Tost Mary

1.1 Switch Edges

T.2 Swilch Lavals

1.3 Singe Bwitches

1.4 Solaraid Tost

1.5 Finsher Tes

7.5 Genarad luminaticn
T.7 Sourd & Musi; Test
7.2 Birgle Larnps

1.2 All Lamps

T.i8 Lamp & Flaskaer Test
1.11 Digpley Tost

L Uitiltios Mana

L.t Clear Audita

U.2 Clear C.oine
UERest HETH

U4 8ot Tine & Dade

LEE Custom Mossaoe
LiB Sef Garne 1.0

LY Fadory Adiustments
118 Faclory Ressts

LB Prosels

L110 Chowr Crodils
LLT1 Audtey Burnein

A Adiustrsents Maru

At Sarad Adustrent
e, e,
A.2 Fealure Adjustmert
£, uie,
A Priving Adiustment A2
e, e,
A4 HET D, Adiugtment
Ei. ele,
#.5 Prindor Adjusiment
% i, e, -
A& Reoguiation Aduatreerd
=

e
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Strike Master operates on a Menu System. The Main Menu allows you to
choose from several main categories, which in turn lead to other menus to choose
from. To enter the Menu System, open the coin door and press the Begin Test
button. The displays show the Game 1.D. Mode. Press the Enter button and the
Main Menu appears. To cycle through the Main Menu selections press sither the
Up or Down button. Activate any selection by pressing the Enter button when the
desired selection appears in the displays. To return to the Attract Mode while
viewing the Main Menu, or to return to a previous menu selection, press the
Escape button. Press the Start button for HELP at any time.

MAIN MENU

B. Bookkeeping

P. Printouts (optional board required)
T. Tests

u. Utilities

A. Adjustments

Bookkeeping is the first category available from the Main Menu. Press the Enter
button to activate the Bookkeeping Menu. Press the Up or Down button to cycle
through the selections. Press the Enter button to activate the desired Bookkeaping
group when it appears on the display.

B.1 Main Audits
B.2 Earning Audits
B.3 Standard Audits
B.4 Feature Audits
B. Time-Stamps

Once you have entered the desired Bookkeeping Group, press the Up or Down
button to cycle through the available audits in that group. Audits cannot be set,
they can only be cleared by using U1 and U2 from the Utilities Menw.

"

One Button Audit System ‘ >

¥
Information from the Bookkeeping Menu is obtainable directly from the Attract

Mode. Continually pressing the Enter button, while in the Attract Mode, will cycls
through all of the game audits.
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Add Main Audit B.1 07 and 08 (page 1.12).

B.1 Main Audits

B.1 01 Total Eamnings G0
B.1 02  Recent Eamings 00
B.1 03 Free Play Percent Q0
B1 05  Average Gams Time 0
B.1 08 Total Plays 00
B.1 07 Replay Awards G0
B.1 08  Percent Replays 00

Add Standard Audits B.3 05, 06, 11, and 12, Omit audit B.3 21 & 24. Renumber
audils B.3 35 & 38, to 33 & 34. Renumber audits B.3 29 thru 34 as follows, from
36 thru 40 (page 1.12).

B.3 Standard Audits

B3 01 Games Started 00

B3 02 Total Playss 00

B.3 03 - Total Free Play 00

B3 04  Free Play Percent 00

B3 05 Replay Awargs 00

B3 08  Percent Replays 00

B3 11 H.8.T.D. Credits 0o

B3 12 PercentHB.T.D. 00

B3 15  Tickets Awarded 00

B3 16  Percent Tickets 00

8.3 20  Average Game Time 00

B.3 22  Minutes On 00

B.3 33 H.5.7.D. Reset Count 00

B3 34 Bum-in Cycles 00

B3 38 1 Payer Games 00

B3 37 2 Player Games 00

B3 38 3 Player Games (0

B3 39 4 Player Games 00

B3 40 5 Player Games Q¢ B
B3 41 & Player Games e .
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Add Feature Audits B.4 06 thru 13. Renumber audits 06 thru 09, as 14 thry 17

{page 1.13).

B.4 Feature Audits

B.4
B.4
B.4
B.4
B.4
B4
B.4
B.4
B.4
B4
B.4
B.4
B.4
B4
B4
B4
B.4

01 Hegulation Plays 00
0z Strike Master Plays 00
03 Triple Strike Plays 00
04 Strike 90 Plays 00
05 Flash Plays . 00
08 Award Leve! 1 Q0
07 Award Leval 2 00
08 Award Level 3 00
0g Award Level 4 GO
10 Award Leval & 00
11 Award Level 6 00
12 Award Level 7 00
13 Award Level 8 o0
14 Strike Master Match 500 Points Q0
15 Strike Master Match 1000 Points Q0
16 Strike Master Match 5000 Points 00

17 Strike Master Match 10,000 Points 00

Add Standard Adjustments A.1 14 and 21. Add the factory setting on
adjustment 18 {page 1.22).

Al

A.1

A

14 Replay Award

For either Auto% Replay or Fixed Replay, the operator can chooss
the form of the award automatically provided when the player
exceeds any replay level, The choices are:

Audit - Reaching each Replay leval awards nothing to the
player; it does increase the entry value of the Audit
ltern{s) maintaining a tally of these awards. Audit is
tactory setting.

Ticket - Reaching each Replay level awards a ticket.

18 Maximum Ticket/Player
The uperator can choose the amount of Tickets each player can
earn. Factory setting is 25. The range of this setting is 00 1o 100.

21 Language ! "

The operator chooses what language the game uses. The
choices are, English, French, or German.
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Press the Enter bution to activate the Printouts Menu, once the menu name is
shown under the Main Menu. Then, use the Up or Down button to cycls through the
Printouts Menu selections. Press the Enter button to activate the desired Printouts
Group when that group appears in the displays.

P. PRINTOUT
(optional board required)

Earnings Data
Main Audits
Standard Audits
Feature Audits
Score Histograms
Time Histograms
Time-Stamps

All Data

PPDUTUTD
O =0 B L3N mh

The Printouts Menu is a combination of the other menus. This menu allows you 1o
access and print information in the available menu selsctions,

i no Printer is attached the the message “‘Waiting for Printer” appears in the

displays. Note: Set the print specification from the Adjustmert Menu, A.5 Printer
Adjustments,

Prass the Escape button to retum to the Printouts Menu. Then, either press the Up
or Down button to return 1o a pravious Printouts Menu Group, or press the Escape
button again to return to the Main Menu. Once in the Main Menu press the Up
button to advance to the next menu selection, the Test Menu, or press the Down
button to return to a previous Main Menu selection.

e
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Press the Enter button to activate the Test Menu, once the menu name is shown
under the Main Menu. Then, use the Up or Down button to cycle through the Test

Menu sgelections. Press the Enter button to activate the desired test when that test
appears in the displays.

g

Switch Edges
Switch Levals
Single Switch
Solenold Test
Flasher Test
General Hliumination
Sound & Music Test
Single Lamps

All Lamps

Lamp & Flasher Tests
Display Test

A A A
- ) OO T LN e DAY

— L0

T.1 Switch Edges

For all switches, the number on the left indicates the column, the number on
the right indicates the row. Example- Switch 23 means 2nd column, 3rd row.

To activate the Switch Edges Test, from the Test Menu, press the Enter button. The
name and number of each switch that is pressed is shown in the displays. if any

other switch, or no switch at all is indicated, the system has detected a problem with
the switch circuit.

Press Escape to return to the Test Menu. Press the Up button to display the next

test, {or the Down button to return to a previous tast). Press the Enter button to
activate that test.

T.2 Switch Levels

Once the test name is shown under the Tast Menu, press the Enter button. The
name and number of each switch that is activated is shown in the displays. This

test automatically cycles through all switches that are detected closed. Current
switch is indicated by a filled square.

Press the Escape button to return 1o the Test Menu. Press the Up button to display

the next test, {or the Down button to retum to a previous test). Press the Enter
button (¢ activate that test.

e
-
# o

i
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T.3 Single Switches

Cnce the test name is shown under the Test Menu, press the Enter button. The
Single Switch Test isolates a particular switch by blocking signals from all other
switches. Use the Up or Down buttons 1o select the switch to be tested. During the
Single Switch Test, a flashing cross indicates your location in the matrix, a square .
indicates a closed switch, and a dot indicates an open switch,  Press the Stan

button 1o obtain wire color, connector, and fuse information of any switch when that
switch is displayed.

Press the Escape button to return to the Test Menu. Fress the Up button to display

the next test, (or the Down button to retum to a previous test). Press the Enter
button {o activate that test. :

T.4 Solenoid Test

Once the test name is shown under the Test Menu, press the Enter button. The
Solenoid Test has three modes, Repeat, Stop, and Running, Only one solenoid
should turn On at a time. The system has detected a problem if, more then one
solenoid turns On, a solenoid comes On and stays On, or no solenoid tums On
during the Repeat or Running test modes. Press the Start button 1o see the wire

color, driver number, connector and, fuse information of any coil, when that coil is
displayed.

Repeat - This test allows you te stop and pulse a single coil or flashlamp. Onice
you have entered the Solenold Test, coil 1 shows in the displays and
the corresponding solenoid activates. Prass the Up or Down button to
cycle through the solencids, one at a time, manually. The same
solenoid pulses until you press the Up or Down butten fo move to the
next one. Either press the Escape button 1o retumn to the Test Menu,
or press the Enter button to move to the next test mode.

Stop - This test allows you to stop the Solenoid Test at any point. Press
Enter during the Repeat test mode and the Solenoid Test stops.
There should not be any solenoids activated while the tast is stopped.

Either press the Escape button to retumn to the Test Menu, or the Enter .
button to move to the next test mode. ’

Running - This test allows you to cycle through the solenoids automatically,
Press the Enter button during the Stop test mode. The displays show
you the name and number of the solencid currently being pulsed.

Either press the Enter button to return to the Repeat test mode, or press the Escape
button to return to the Test Menu. Once in the Test Menu press, the Up buiton to

display the next test, (or the Down button to return to a previous test). Press the
Enter bufton to activate that test. :

£
4 13

¢
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T.5 Flasher Test

Once the test name is shown under the Test Menu, press the Enter button. This test
allows you to test the flashlamp pant of the solenocid circuit exclusivaly. This test,
like the Solenoid Test, has three test modes Repeat, Stop, and Running. During
this test, only one {lashlamp circuit should turn On at a time. |f, more then one
flashlamp circuit turns On, or stays On, or no flashlamp circuit turns On at all during
the Repeat or Running test modes the system has detected a problem. Press the
Start button 1o see the wire color, driver number, connector, and fuss information of
any flashlamp circult when that circuit appears in the displays.

Repeat - This test allows you to stop and pulse a single flashlamp. Once you
have entered the Flasher Test the name and number of the first
flashlamp circuit shows in the displays and the corresponding bulb{s)
flashes. Press the Up or Down button to cycle through all of the
flashlamps circuits one at a time, manually. The same flashlamp
circuit pulses until you press the Up or Down button to move to the
next one. Either, press the Escape button to return to the Test Menu,
or press the Enter button to advance to the next test mode.

Stop - This test allow you 1o stop the Flasher Test at any time. Press the
Enter butten during the Repeat test mode. The Flasher Test stops.
There should not be any flashiamp circuit turned On during this test
mode. Either press the Escape button to return to the Test Menu, or
press the Enter button to advance to the next test mode.

Running - This test allows you to cycle through the flashlamps automatically.
Press the Enter button during the Stop test mode. The displays show
you the name and number of the flashlamp currently being pulsed,
and the corresponding bulb(s) flashes.

Either press the Enter buiton to retum to the Repeat test mode or, press the Escape
button to return to the Test Menu. Once in the Test Menu, press the Up button o
display the next test, (or the Down button to return to a previous test). Press the
Enter button to activate that test,

T.8 General lilumination

Once the test name is shown under the Test Menu, press the Enter button. This test
allows you to check all of the General lllumination circuits. There are two modes of
operation, Stop and Run. To obtain wire color, driver number, connector, and fuse

information, press the Start button when the desired General lllumination circuit
appears in the displays.

Stop - Press the Up or Down buttons 1o cycle through the Gengral
Hlumination Test manually. All illumination is tested first, followed by
an individual circuit test. The circuit name and number shows in the
displays while the corresponding lamps lights. If any other results
occur the system has detected an error.

Run - Press the Enter button any time during Stop test mode and the
General lllumination Test cycles through. automatically. For each
circuit shown in the displays the corresponding bulbs, should light. If
any other results occurs the system has detected a problefm.

Either press the Enter button to return to Stop test mode, or the Escape button to
return to the Test Menu. Once in the Test Menu press the Up butten to advance 1o

the next test, {or the Down button to return to a previous test). Press the Enter
buiton to activate that test.
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T.7 Sound and Music Test

Once the test name is shown under the Test Menu, press the Enter button. The
Sound and Music Test allows you 10 check the audio circuits. This test has three
modes for testing the sound and music gircuits, Running, Repeat and Stop.

Running - This test steps through a sequence of sounds and music. Pressing
the Up or Down button during this portion of the Sound and Music test
allows you to advance to a particular sound or tune without having to
wait for the program to play all the sounds available in the test. For
each name and number that appears in the displays a sound or tune
should be heard. Any other results indicates the system has detected
a problem. ‘

Repeat - Press the Enter bution at any time during the Running test mode to
cause the program to stop and repeat a particular sound or tune. The
same sound should repeat continuously until the Up or Down button
is pressed. Any other results indicates the system has dstected a
problem.

Stop - Press the Enter button at any time during the Repeat test maode to stop
this test altogether. Nothing should be heard. Any other resuits
indicates the system has detected a problem.

Use the Enter button to return to the Hunning test mode, or the Escape button to
return 1o the Test Menu. Once in the Test Menu press the Up button to display the

next test, {or the Down button to return to a previous test) . Press the Enter button to
activate that fest.

T.8 Single Lamp Test

For all lamps, the number on the ekt indicates the column, the number on the
right indicates the row. Example- Lamp 23 means 2nd column, 3rd row.

Once the test name is shown under the Test Menu, press the Enter button. This test
allows you to test each lamp circuit individually. Press the Up or Down button to
cycle through this test. For each name and number that is shown in the displays
the corresponding lamp should light. Any other results indicates the system has

detected a problem. Press the Start button to obtain wire color, connector, and fuse
information when the desired lamp is i

Press the Escape button to return to the Test Menu. Press the Up button to display

the next test, (or the Down button to retum to a previous test). Press the Enter
bution 1o activate that test.

T.9 All Lamps Test

Once the test name is shown under the Test Menu, press the Enter butten.  This
lest causes all the controlled lamps to flash at the same time. Every CDI’%%E&i%&g
lamp should flash. Any other results indicates the system has detected a problem.t

Press the Escape button to return to the Test Menu. Press the Up button to display

the next test, (or the Down button to return to a previous {est). Press the Enter
button to activate that test,
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T.10 Lamp and Flasher Test

Once the test name is shown under the Test Menu, press the Enter button. This
test causes all the flashlamps and the controlled lamps 1o flash at the same time.
The controlled lamps blink, while the flashlamps cycle from highest to lowest, Any
other results indicates the system has detected a problem.

Press the Escape button to return to the Test Menu. Press the Up button to display

the next test, (or the Down button to return to a previcus test). Press the Enter
button to activate that test,

T.11 Display Test

Once the test name is shown under the Test Menu, press the Enter button. This
Test automatically turns On and Off every dot in the Dot Matrix Display. A series of
patterns appear in sequence. It starts with ons Iine, turned On, moving across the
screen vertically, then horizontally. The screen inverses and one line, turned Off,
moves across the screen vertically, then horizontally. The second pattern is a
series of lines, turned On, moving across the screen diagonally. The screen
inverses and there is a series of lines, turned O, moving across the screen
diagonally. The third pattern is gridlines turned On, then turmned Of. The last

pattern is a box forming an outline of dots around the matrix that are turned On.
After the box outline the test repeats itself.

Press the Escape button to return to the Test Menu. Then, sither press the Up or
Down button to return to a previous Test, or press the Escape button again o retum
to the Main Menu. Once in the Main Menu, press the Up button to move to the next

menu selection, the Utilities Menu, or press the Down button to return to a previous
Main Menu sslection.
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Press the Erter button to activate the Utilities Menu, once the menu name is shown
under the Main Menu. Then, use the Up or Down button to cycls through the Utifity
Menu selections. Press the Enter button to activate the desirad Utility or Utility
Group when it appears in the displays. If you change a utility setting and realize

you have made a mistake, press the Escape button while “Saving Adjustment .
Value” is still in the displays. The original setting is retained and the new setting is
ignored,
LT N
Clear Audits
Clear Coins
Reset H.S.T.D. .

Set Time & Date

Custom Message .
Set Game ILD.

Factory Adjustments

Factory Resets

Presets

Clear Credits

Auto Burn-in

D 00 ~E O T B 0O N

i L3

U.1 Clear Audits

Press the Enter button to clear the Standard Audits, Feature Audits,
and Histograms.Press the Up button to display the next utility,

U.2 Clear Coins

Prass the Enter bution to clear the Earmings Audits. Press the Up
bufton to display the next utility.

U.3 HReset H.8.7.D.

Press the Enter button to clear the High Score to Date Table and the
Grand Champion. Press the Up button to display the next utility.

U.4 Set Time and Date

Press the Enter button to activate the time and date. Use the Up or
Down button to change the value, then press the Enter button to lock .
in that value. If you make a mistake press the Escape button while

“Saving Adjustment Value” is displayed. Press the Up button 1o
move to the next utility.

U.5 Custom Message

This utility allows the operator to install a message that appears in the
displays during the Attract Mode. Press the Enter button to activate
the Custom Message. Use the Up or Down button to rotate lottars.
Use the Start button to rotate punctuation marks, {if desired). Press
the Enter button to lock in the desired letter and punctugtion. Note:

Set Adjustment A1 20 to YES before trying to write a Custom
Message. :

U.6 Set Game LD.

This utility aliows the operator 1o install a message, such as gamse
location, that only appears on printouts . Press the Enter button to
activate Set Game 1.D.. Use the Up or Down bution 1o rotate letters,
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Use the Start button 1o rotate punctuation marks, {if desired). Press
the Enter button to lock in the desired letier and punctuation.

U.7 Factory Adjustment

Press the Enter button to restore the adjustments to factory settings,
then press the Up button to display the next utility.

U.8 Factory Reset

Press the Enter button to restore the adjustments to their factory
setting, clear the Audits, H.8.T.D Table, and Custom Message/Game
LD. Press the Up button to display the next utility.

J.89 Presets

Press the Enter button 1o activate the Presets Group. Use the Up or
Down buttons to cycle through the available Presets. When the
desired Preset is displayed, press the Enter button to lock in that
Preset. If you realize you have made a mistake, press the Escape
button while "Saving Adjustment Valug® is displayed. The new value
is ignored and the original value is retained.

U.9 09 Install Ticket

The operator utilizes this option to delste Cradit awards and replace
them with Ticket awards. Individual adjustments are affected as

follows.

Ad Name New Seltings
Al 14 Replay Award Ticket

A1 31 Ticket Expansion Board Yes

A4 02 H.8.7.0. Award Ticket

U.g 11 Install Buy-in

The operator uses this option to automatically set game pricing to 1
for 50¢/2 for $1.00 and - 1 Coin Buy-in (A.3 19 to YES.

Prass the Escape bution to retum 1o the Presets menu. Then press the Up button to
display the next utility, (or the Down button to return to a previous utility).

U.10 Clear Credits

Press the Enter button 1o clear the game Credits. Press the Up button
to display the next wtility,

U.11 Aute Burn-in

Press the Enter button to activate Auto Burn-in. This utility allows you
to automatically cycle through several tests. This helps in finding
intermittent problems. The tests that Auto Burn-in cycles through are
the Display Test, the Sound and Music Test, the All Lamps Test, the
Solenocid Test, the Flashers Test, and the Genaral Hlumination Test,

Press the Escape button to retumn to the Utilities Menu, Then, either press the Up or
Down button to return to a previous Wilities group, or press the Escape button
again to return to the Main Menu. Once in the Main Menu, press the Up button to
move to the next menu selection, the Adjustments Menu, or press the Down bution
to return o a previous Main Menu selection.
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Press the Enter button to activate the Adjustments Menu. Press the Up or Downs
button to cycle through the Adjustment Menu selections. Press the Enter button to
activate the desired Adjustment group when it appears on the display.

A. ADJUSTMENTS MENU

A.1 Standard Adjustments

A2 Feature Adjustments

A.3  Pricing Adjustments

A4 H.8.T.D Adjustments

A5 Printer Adjustments (optional board requirad)

A.6 Regulation Adjustments -
When an adjustment is activated, the setting value begins to flash. Use the Up or -

Down button to raise or lower the setting value. When the desired value is
displayed press Enter to lock in the value. If you realize you have made an error,

press the Escape button while “Saving Adjustment Valug” is displayed. The new
value is ignored and the original value is retained.

A.1 18 Maximum Ticket/Player

The operator can choose the amount of Tickets each player can eam,
The range of this setting is 00 to 100.

A.1 20 Custom Message

The operator chooses if a message is displayed during the Atiract
Mode. The choices are:

YES A message is displayed
NO A message is not displayed.

A.1 22 Clock Style

The operator chooses what style of clock the game uses. The choices ,
are AM.JP.M. or 24 Hours. ’

A.1 23 Date Style

The operator chooses what style of date the game uses. The choices
are Month/Date/Year, or Date/Month/Year.

A1 24 Show Date and Time
The operator chooses whether the date and time show in the Attract

Mode. The choices are: ¥ sy

YER Show the date, time in status report or in the Atiract
Mode.

NO Do Not show date, time in status report or in the Attract
Mode.
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Omit Standard Adjustment A.1 31 (page 1.23).

A.1 31 Ticket Expansion Board

Change Feature Adjustments A.2 05 thru 09 (pages 1.24 and 1.25).

A.2 05 Strike Master Match ON/OFF

The operator chooses whether the Strike Master Match feature
can be played. When ON, and a player reaches the match value,
only peints will be awarded. Factory setting is OFF. The choices

are.

ON  Strike Master Match feature is played.
OFF No Match feature will occur.

A.2 06 1st Match Range

The operator chooses the frequency in which the 1st Match value
will be awarded. At the default setting the first mateh value will pay
cut once every 50 plays. Player is awarded 500 points for this

match range.

A.2 07 2nd Match Range

The operator chooses the frequency in which the 2nd Mateh valus
will be awarded. At the default setting the second match value will
pay out once evety 100 plays. Player is awarded 1000 points for

this match range.

A.2 08 3rd Match Range

The operator chooses the frequency in which the 23rd Maitch value
will be awarded. At the default setting the third match value wil
pay out once every 500 plays. Player is awarded 5000 points for

this match range.

A.2 09 4th Match Rangs

The operator chooses the frequency in which the 4th Match value
will be awarded. At the default setting the fourth match value will
pay out once every 1000 plays. Player is awarded 10,000 points

for this match rangse.
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A. 3 Pricing Adjustments

A.3 01 Game Pricing
(if set to custom, then 02 to 09 are available)
The operator chooses the cost for a game from a selection of
Standard pricing or by installing Custom pricing.

A.3 168 Maximum Crediis

The operator can specify the maximum number of credits the game
can accumulate, either through game play awards or coin purchases.
The range of this setting is 5 through 10. Reaching the spacified
setting prevents the award of any credits. -

A.3 17 Free Play *

The operator can specily whether a player can operate the gamse
without a coin (free play) or with a coin. The choices are:

NO A coin is necessary for game play.
YES Game play is fres; no coin required.

A.3 1B Hide Coin Audits
The operator chooses whether or not to show the coin audits. The

choices are:

YEE The coin audits are not displayed.

NG The coin audits are displayed.

HIGE The coin audit value is shown but not the audit name.

A3 18 1 Coin Buy-in

If the game pricing is set 1o 1 for 50¢/2 for $1.00 the operator chooses
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 at 1 coin per game. -
NO The buy-in feature is disabled.

Press the Escape button to retumn to the Adjustment Menu. Press the Up button to
advance to the next desired Adjustment Group, (or press the Down button to return
to a previous Adjustment Group). Press the Enter button to activate that group.
Press the Up or Down button to cycle through the available adjustments in that
group. ’ ‘

du
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Pricing Table

Couniry oin Chuda GamesTain Disgslay Pricing Adjustments 4.3
Left Center Right Clute 02 U3 04 05 06 07 08 09
UBa B¢ 00 2 | rese, aim12 UBA 48100
12 50-7TB-1.00
/506, 275¢, 3/$1 U.5.A 2/41.00
e, 2791 o U.SA 35100
Hilbe, 351 CUSTOM DIGL QIGO0 0201 00
H2he, W50¢, /%1 CUSTOM GLOC QI o001 4 0 oo
1/25¢, 551
Canaa 26¢ - 5o 1{5{;@' /75, 3% Z CAMADA 4
1%0g, 241 2 CANADA 2
Austria 5 Bch 10 8ch 10 5eh Vs Sob, 3/2%10 Sch 2 ALISTRIA
5 Sch 10 Sch 2/5 Seh, 5/10 Schilling cusTol 42 00 05 00 01 00 01 o0
Ausiralia =" I $1 R (459, 3407 AUSTHALIA
United Kingdom | 1L 80P - 1/2¢10 P, 350 P THE U, KINGDOM
Switzedand th 2Fr &Fr 11 By, 32 Fr, 775 Branc 2 SWisS
Beigium EFr 20Fr 50Fr 14 X 5F, 4720 F, 3/50 Franc 2 BELGIUM
Wast Gemary [ 1DM 200 t0a 11 DM, 242 DA, 775 DMark 2 GER 74 DM
132 GER. 6/8 Dht
n gﬁggﬁggﬁ CUSTOM 09 18 45 00 05 00 01 00
12%1 DM, 1/2 DM, 575 DM CUSTOM U3 08 15 00 05 00 01 00
1 DM 5’&3% 1:”5&% CLUSTOR 13 26 65 00 Ok 85 01 o
Mathariands 1HF 2.SHFE 25HFI 171 HFI, 3225 Holland Flodn £ NETHEREAND
Z/e . 1G 125¢, 5/1 Quilder CLSTOM 01 00 05 00 01 00 0 OO
15 - 1G 11 Guitdar 2 HOLEAND
Swedan SKr BRr BKr 115 Krong 2 SWEDEN
Framoe 1Ft &F 10/ 1/3%1 B S £, SHO Frans 2.3 TARH ¢
1Fr S5Er s0Fr 23 TAFUF 2
1Fr 5Fr  0F A Dvind
iFr BFr 08 WS F, 30T, Maetd Frane © TAFEF &
1Fr §Fr  10Fr YEE, 410 F, 98210 Frane 123 | rapie s
tFr 8Fr  tofr &6 F, BA0F, 1142%10 Franc 23 [ TANIF S
15 £, 3/10 Frang 23
aly 001 EooL 5001, £1500 Lire 2 TALY
Spain WP . RGP 17100 P, B/500 Peseta 2 SPAIN
»Bp - el 1825 B, 5100 Pasely 2 CUSTOM Gh 00 20 00 54 00 01 00
&P - 100 1’25'3";1“)?% CUSTOR 21 00 04 00 0t 0 0 oo
- - o FE !1‘23{?5’? 2100 Pasats CUSTOM OF OG 05 DD 02 00 0t 20
Japan WY - 1oy 1108 Yan £ JAPAN
Antillas, Nthrind {26 ¢ - 1 195, 4l Guilder & ANTHIES
Chile Tokor Token 11 Fokan 2 CHILE o
Uanmark tKr  SRr  10Kr axt K, 35 Kr, 710 Krone © DENMaFRK
Fintand ik g Mka 721 Mba, 345 Markko 2 FINLAKE
New Zemiand | 20¢ - a0s 1Taxp0s 2 NEW ZEALAND
Kosrwary SKr 0 Kr \/5 Kr, 2/10 Kr, £/20 Krona < HORWAY
Argentina 104 106 10¢ < Token 2 ARGENTINA
Greece 100 200 56K VE10D, 17200, 3/50 Drachma & | GREECE o ]
¥
Hunoary 12F - 20F V20F, 12k 10F, 3220 Forrd | | RUNGARY %

ior aa availabio,

NGTES: 1. Factory Default. 2 Standard Setling - Change by pressing Enter button. 3. Othet lunctons ane alao affacted,
* Only i cender coin chute and dollar bil Agcap
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Add H.8.T.D. Adjustments A.4 05 thru 08 {page 1.28).

A.4

A4

A4

Aid

05 H.S.T.D. 1 Credits

The operator selects the number of credits or tickets to be awarded
whenever a player exceeds the previous Highest Score. The
range of this setting is 00 to 10.

06 H.8.T.D. 2 Credits
The operator selects the number of credits or tickets to be awarded

whenever a player exceeds the second highest score. The range
of this setting is 00 10 10.

07 H.ET.D. 3 Credits

The operator selects the number of credits or tickets to be awardad
whenever a player exceeds the third highest score. The range of
this setting is 00 to 10.

08 HS.T.D. 4 Credits

The operator selects the number of credits or tickets to be awarded

whenever a player exceeds the fourth highest score. The range of
this selting is 00 to 10.
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A.4

A4

A.4

A.4

A.4

A4

A4

A.4

16  Strike Master Backup H.8.T.D. 2
The operator can set the second Strike Master Back-up High Score
value. The game automatically restores this value when the High

Score Reset Every value is reached. The range of this setting is 00 to
84,000. Factory setting is 81,000.

17 Strike Master Backup H.5.T.D. 3
The operator can set the third Strike Master Back-up High Score
value. The game automatically restores this value when the High

Score Reset Every value is reached. The range of this setting is 00 1o
84,000. Factory setting is 79,000 '

18  Strike Master Backup H.8.T.D. 4

The operator can set the fourth Strike Master Back-up High Score
value. The game automatically restores this value when the High
Score Reset Every value is reached. The range of this setting is 00 to
94,000, Factory setting is 75,000,

19  Triple Strike Backup H.S.T.D. 1
The operator can set the Triple Strike Back-up High Score value. The
game automatically restores this value when the High Score Reset

Every value is reached. The range of this sefting is 00 to 9000.
Factory setting is 7900.

20 Triple Strike Backup H.S.T.D. 2
The operator can set the second Triple Strike Back-up High Score
value. The game automatically restores this value when the High

Score Reset Every value is reached. The range of this seftting is 00 to
89000. Factory setting is 6900.

21  Triple Strike Backup H.5.T.D. 3
The operator can set the third Triple Strike Back-up High Score value.
The game automatically restores this value when the High Score

Reset Every value is reached. The range of this setting is 00 to 9000.
Factory setting is 5900.

22 Triple Strike Backup H.S.T.D. 4

The operator can sst the fourth Triple Strike Back-up High Score
value. The game automatically restores this value when the High
Score Reset Every value is reached. The range of this setting is 00 to
9000. Factory setting is 4900. -

§ Y

§
23 Strike 90 Backup H.S.T.D. 1
The operator can set the Strike 80 Back-up High Score value. The
game automatically restoras this value when the High Score Reset
Every value is reached. The range of this setting is 00 to $,8000.
Factory setting is 7900.
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A.4

A4

A4

A4

A.4

A.4

24  Strike 90 Backup H.S.T.D. 2
The operator can set the second Strike 90 Back-up High Score value.
The game automatically restores this value when the High Score

Reset Every value is reached. The range of this setting is 00 1o
99,000. Factory setting is 1800.

25  Strike 90 Backup H.S.T.D. 3
The opserator can set the third Strike 80 Back-up High Score value.
The game automatically restores this value when the High Score

Reset Every value is reached. The range of this setting is 00 to
89,000. Factory setting is 900. ‘

26  Strike 90 Backup H.S.T.D. 4
The operator can set the fourth Strike 90 Back-up High Score value,
The game automatically restores this value when the High Score

Reset Every value is reached. The range of this setting is 00 to
99,000. Factory setfting is 400.

27 Flash Backup H.S.T.D. 1
The operator can set the Flash Back-up High Score value., The game
automatically restores this value when the High Score Reset Every

value is reached. The range of this setting is 00 to 9600, Factory
setting is 8500.

28 Flash Backup H.8.T.D. 2
The operator can set the second Flash Back-up High Score valus.
The game automatically restores this value when the High Score

Reset Every value is reached. The range of this setting is 00 to 9600,
Factory setting is 7500.

29 Flash Backup H.S.T.D. 3
The operator can set the third Flash Back-up High Score value. The
game automatically restores this value when the High Score Reset

Every value is reached. The range of this setting is 00 to 9600.
Factory setting is 8500.

30 Flash Backup H.S.T.D. 4
The operator can set the fourth Flash Back-up High Score value. The
game automatically restores this value when the High Score Reset

Every value is reached. The range of this setting is 00 to 9600.
Factory setting is 5500. .

Press the Up button to advance to the next desired Adjustment Group, {or press tHe
Down button to return to a previous Adjustment Group). Press the Enter button to

activate that group. Press the Up or Down button to cycle through the availabis
adjustmants in that group.
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A.5 Printer Adjustments {optional board required)

AS

A5

A.5

A.5

A.5

A.5

01 Column Width

The operator chooses the column width to be prirted. The range of
this setting is 22 through 80,

02 Lines Per Page

The operator chooses the amount of lines per page. Tha range of this
setting is 20 through BO.

03 Pause Every Page

The operator chooses whether the printer pauses al the end of g
page. The choices are:

YES The printer does pause.
NO The printer doesn't pause.

04 Printer Type

The operator selects which kind of printer 1o use. The choices are
Parallel, Serial or ADP,

05 Serial Baud Rate

The operator selects which baud rate to use for Serial or ADP

communications (bit rate). The choices are 300, 600, 1200, 2400,
4800. or 9600,

06 Serial D.T.R. (Data Terminal Ready)
When a Serial Printer is used, this line may be connectad 1o a printer
output line signaling that the printer is busy.

Normal  Normal D.T.R., low signal indicates the printer is not
ready.

Inverted  Inverted D.T.R. (busy), high signal indicates printer is not
ready.

ignore D.T.R. signal is ignored.

Press the Up button to advance 1o the next desired Adjustment Group, {or press the
Down button to retumn to a previous Adjustment Group). Press the Enter button to

activate that group. Press the Up or Down button to eycle through the available
adjustments in that group.




A.6 Regulation Adjustments

AB

A8

A.8

A.6

A.8

A.6

A.8

A.6

A.6

01 Ticket Level 1

in Regulation play, when & players reaches the Ticket Lovel score, as
set by the operator, the player will be awarded the specified number
of tickets in the corresponding Award Levsl. The range is 00 - 300,
The factory setting is 90.

02 Ticket Level 2

In Regulation play, when a players reaches the Ticket Level score, as
set by the operator, the player will be awarded the specified number

of tickets in the corresponding Award Level. The range is 00 - 300.
The factory setting is 120.

03 Ticket Level 3

in Regulation play, when a players reaches the Ticket Level sCore, as
set by the operator, the player will be awarded the specified number

of tickets in the corresponding Award Level. The range is 00 - 300.
The factory setting is 180.

04 Ticket Level 4
In Regulation play, when a players reaches the Ticket Level score, as
g6t by the operator, the plaver will be awarded the specitied number

of tickets in the corresponding Award Level. The range is 00 - 300.
The factory setting is 190.

05 Ticket Level 5
In Regulation play, when a players reaches the Ticket Level score, as
set by the operator, the player will be awarded the specified number

of tickets in the corresponding Award Level. The range is 00 - 300.
The factory setting is 230.

06 Ticket Level 6
In Regulation play, when a players reaches the Ticket Level score, as
set by the operator, the player will be awarded the specitied number

of tickets in the corresponding Award Level. The range is 00 - 300.
The tactory setting is 250,

07 Ticket Level 7

it Regulation play, when a players reaches the Ticket Lovel 3C0rg, as
set by the operator, the player will be awarded the specified number
of tickets in the corresponding Award Level. The rangs is 00 - 300.
The factory setting is 280,

08 Ticket Level 8
In Regulation play, when a players reaches the Ticket Level score, as
set by the operator, the player will be awarded the specified number

of tickets in the corresponding Award Level. The range’is 00 » 300.
The factory saetting is 290. 4

09 Award Lovel 1

The operator can set the amount of tickets 1o be dispensed when a
player reaches a specified score as set by the corresponding Ticket
Levels above. The rangs is 00-99. Factory setting is 01.
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A.6

A.6

A.6

A.6

A.6

A.B

A.6

10  Award Level 2

The operator can set the amount of tickets to be dispensed when a
player reaches a specified score as set by the corresponding Ticket
Levels above. The range is 00-99. Factory setting is 01.

11 Award Level 3

The operator can set the amount of tickets to be dispensed when a
player reaches a specified score as set by the corresponding Ticket
Levels above. The range is 00-99. Factory setting is 01.

12 Award Level 4
The operator can set the amount of tickets to be dispensed when a

player reaches a specified score as set by the corresponding Ticket
Levels above. The range is 00-99, Factory setting is 01.

13 Award Level 5

The operator can set the amount of tickets to be dispensed when a
player reaches a specified score as set by the corresponding Ticket
Levels above. The range is 00-99. Factory setting is O1.

14 Award Level 6

The operator can set the amount of tickets to be dispensed when a
player reaches a specified score as set by the corresponding Ticket
Levels above. The range is 00-99. Factory setting is 01.

15 Award Level 7

The operator can set the amount of tickets to be dispensed when a
player reaches a specified score as set by the correspending Ticket
Levels above. The rangs is 00-99. Factory setting is 01.

16 Award Level 8 .
The operator can set the amount of tickets 1o be dispensad when a

plaver reaches a specified score as set by the corresponding Ticket
Levels above. The range is 00-99. Factory setting is 01.

Press the Escape bulton to retumn 1o the Adjustments Menu. Then, either press the
Up or Down button to return 1o a previous Adjustments Group, or press the Escape
button again to return to the Main Menu. Once in the Main Menu either use the Up

or Down buttons to return to a previous menu selection, or press the Escape button
again to returm to the Attract Mode.
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PROBLEM ANALYSIS MESSAGES

The WPC game program has the capabilty to assist operator and service
personnel. At Game Turn-on or after pressing the Begin Test switch, once the
game has been operating for an extended period, the display may signal with a
message, "Press ENTER for Test Report®. This indicates the game program hasg
detected a possibie problem with the game.

To obtain details of the problem, open the coin door and press the Begin
Test switch. Press the Enter button to begin displaying the message(s). The
following messages apply to your Strike Master game.

Check Switch ##.

This message indicates that at least one switch was stuck ‘On’ at game tumn-
on or has NOT been actuated during game play by displaying the message
"Adjust Switch #4", listing each problem switch by number. (The game
program compensates the game play requirements affected by each
disabled switch to allow 'neatly normal play. This helps keep Strike
Master earning, until the service technician can repair the problem,
bringing the game back to its normal good profits!)

To verity the problem, refer to the Test Menu text describing Switch Testing,
and check each reported switch using applicable switch tests. Always check
switch operation using a puck, to simulate game conditions.  {Switch
problems may often be resolved by adjusting the wire switch actuators, fixing
switch circuitry problems, securing loose connectors, etc.

XxXxXxx 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 tilt switch, the plumb bob tilt switch), and should be cleared 1o
permit proper game operation.

Ground Short Row-N, Wht-xxx.

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 Tikt
{or other coin door) switch touching the grounded coin door; 2) A
leat-type, playfield switch touching a grounded part; 3) Players
poking metallic objects (wires, coat hangers, etc.) into the gams:; 4)
Switch cable insulation pierced or damaged allowing bare. wire
contact with a grounded part; 5) Al switches in a row closing at the
same time (Note: This instance is NOT a switch problem:; however, for
most games this is a very rare possibility).
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Factory Settings Restored.
Repeated appearance of this message indicates that the CMOS RAM
no longer retains any custom Pricing or Game Adjustment sattings
and has reverted to factory default settings. Generally, the following
LPU checks will isolate the cause of the CMOS RAM memory failure.
The voltage at pin 28 and pin 26 of U8 should be +5V (game turned
On) and at lsast +4V (game turned Off). When the voltage drops
below +4 V., memory reset occurs. Check the batteries and battery
holder. Be sure that the batteries are good and that there is no
contamination on the battery holder terminals. Turn the game OFF,
and use an ochmmeter to check diodes D1 and D2 on the CPU Board.
D1 should read 0 ohms when forward-biased and infinite ohms when

reverse-biased. D2 should read 15 ohms when forward-biased and
infinite ohms when reverse-biased.

US Checksum Error.

The game ROM checksum is invalid. i this occurs replace the game
ROM.

Time and Date Not Set,

The real time clock is not running. If this cccurs go to U.4 of the
Utilities Menu and set the time and date.

CPU L.E.D.s
The CPU has three L.E.D.s located on the upper left side of the
board. On game power-up the top and bottom L.E.D.s turn On for a
moment then, the top L.E.D. turns Off and the center L.E.D. starts to
blink rapidly. The bottorn L.E.D. remains On. The system has
detected a problem if the following happens:

CPU Board L.E.D. Error Codes

Center L.E.D. blinks one time ROM Error UG
Center LLE.D. blinks two times HAM Error U8
Center L.E.D, blinks three times Custom Chip Failure US

Sound Board Beep Error Codes
Upon Game Turn-On:

1 Beep = Sound Board O.K.

2 Beeps = g Failure (RAM)

3 Beeps = LI18 Failure (ROM)

4 Beeps = U15 Failure (ROM), °

5Beeps =  U14 Failure (ROM) {
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LED List

. [ By |
Ug L Bz |
g | B3 ]

CPU Board

u
4 Us

Us

Dis D20 D21
o O O

CPU Board

18, Blanking

020, Diagnostic

D21, +5vdc

At Game Turn-On = D19 & D21 On, D20 Of

During Normal Operation = D19 Off, D20 flashing, D21 On

LED 5 -
[IFm
o ] —.} Q
- I E [ F1iz
LED 7 BB B ||F113
O T LEDR2 _—
o0 LED & Fi14] |
LED 2 LED 4 O
3
o1 [[Faie]
O
Power Driver Board
| [F1o8
F1o7| [ F1oe
Fio6 | IF110

Power Driver Board

LED 1, +12vdc, Switch Circuit, Normally On

LED 2, High/Low Line Voltage Sensor, Normally On

LED 3, High/Low Line Voltage Sensor, Normally Off <

LED 4, +5vde, Digital Circuit, Normally On - .
LED 5, +20vdc, Fiashiamp Circuit, Normally On

LED 8, +18vde, Lamps Circuit, Normally On

LED 7, +12vdc, Power Circuit (Motors, Relays, Efc.), Normally On
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Fuse List

. Dot Matrix
Audio Board Controller Board
| Fsoz| | ||
E F111
- | — [[F112
2 g* e g [[F113
| =5 _
G
[@ Power Driver Board
F107 || F1o9] |
F108 || F110] |

Audio Board
F501 -25V Circuit 3

F502 +25V Circuit 3A,

Left Flipper
Right Flipper
Solenoid 25-28
Solenoids 9-18
Solenoids 1-8
G.], #2 Whi-Vio
G.|. #3 Whi-Yal
G.|. #5 Wht-Gm
Gl #4 Wh-Om
Gl #1 Whit-Bm
Flasher Second

ary

PPoin
»r

-

-

-

hoermon Onon o Lo G N RS
PP PBPPin
BDBWWDED

BA, 8.

porhDE@mom

Solenoid Secondary 5A, S.B.

n o
mm

F113 +5V Logic

F114 +18V Lamp Matrix

F115 +12V Switch Matrix

F116 +12V Secondary
Line Filter

Domaestic Game
Foraign Garga»

Triac Board
F1 +48VAC
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, MAINTENANCE INFORMATION
Routine Care

During the stop to empty the coinbox and record the earmings from the
bookkeeping data, the technician can perform a regular routine of game servicing
to maintain the profit-making potential of the game. Among these maintenance
tasks should be backglass cleaning, playfield cleaning, any necessary adjustment
of playfield switches, adjustment of the the pin hanger mechanism when

necessary, and replacement of any broken parts, including darkened/burned-out
famps.

A replacement part should duplicate the original, whenever possible. Do NOT
replace a blown fuse with one of a greater ampere rating; excess current can
destroy electronic components, Following any servicing activity, the technician

should make a general check of game operation to verify that the game is now in
proper operating condition.

A shuffieboard should be periodically sprinkled with some “Shuffleboard Wax”,
This is a powdered wax 1o keep the playlield slippery. During the normal course of
a game, the powdered wax falls through the switch holes into the wax collection
pan located under the switch holes, We highly recommend that you dispose of this
used wax BEFORE 8 (1 Ib.) containers of *Shuffleboard Wax” have been used up,
Access o the collection pan is from under the playfield, unscrew the two phillips
sCrews then gently slide the pan towards the front of the game. We also
recommend that you lesVadjust the playfisld switches at this time. Open the coin
door, go into the diagnostic “switch test” by setting manual/down, press advance,
set auto/up, & press advance until 03 is in the CREDIT display. Next, with the
shuffle puck, cover the switches 1 at a time & make sure that the number is
displayed in FRAMES display. Note, 4 of the switches require a pair of switches be
closed at the same time. They are: F needs E also covered, C needs D, V needs
W, and U needs T covered.

Access to the Pin Panel

When access to the Pin Panel in the Hood s necessary, the fellowing procedure
may be helpful:

1. Unplug the game. Unscrew the phillips head screw on the top of the pin panel

hood (just above pin #1). Open the backbox: then, open the insert board, and
lay it on top of the pin panel hood.

2. Reach through the hole in the bottom of the backbox, and turn the two latches

securing the back cover. Remove the back cover to gain access 1o the wire
harnesses {cables).

3. Disconnect the cables leading to the pin panel. Also, disconnect the pin panel
ground braid from the common grounding post, by loosening the wingnut.

4. Take cars not to snag or break any wires, and slide the pin-pang! toward the

frontbox. CAUTION: This assembly has considerable mass (weight and bulk).
Take care to avoid dropping or tipping it onto the playfield. *
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STRIKE MASTER

Section 2

Game Parts Information

Inside this section:

Circuit Board Locations

Cabinst Assembly

Front Box

WPC Audio Board (A-1 2738-10002)
WFC CPU Board {A-1 2742-10002)
WPC Power Driver Board (A-1 2697-1}
Dot Matrix Controller Assy (A-14039)
Triac Driver Assembly

WPC Coin Door Intertace Board
Interconnect Board

Pin Panel Assembly

Pin Hanger Assembly

Pin Panel Motor Assembly

Ticket Dispenser Board

Ticket Dispenser

Coin Door Assembly

LI BN B BN BN BN BN BN B BE BN BE BN BN BN
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Board Locations

D

Upper Backbox, Front View Insert Board
{abave Pin Panel)
1. 10002-8C-IN Soore insert
i A-15023-US Line Fitter Ascombly 2 SO01-12784-00 Dot Matrix Display
2. A-BSSZ-10002 Score Glass Assembly
3 A-1408241 Mounling Plate Assembly
4. A-12735-10002 WPC Sound Board
5 A-1E742-10002 WPC CPU Agsembly
8.  A-14038 Bot Matrix Cantroliar Asey.
7. A-1288T.% Power Driver Assambiy
3 5B10-12835-00 WP Transtormer, | 15/230y
A.  B795-12653-03 Hibbon Cabfe, 3*
B. 57051283701 Ribbon Cabla, 35°
G, 5795-10933-14 Fibbon Cabla, 14
D B795.12833.80 Ribbon Cable, 80~

o,
ey

o *

Left & Right Playfield Lamps Lower Backbox, Back View
{Dashed boxes are Lamp Boards {behind Pin Panel)
mounted on under side of playfield) = .
1. A15082 PCB Intorconnedt Boa
1. D2aE7L Flayfieid Lamp Board 2. 65551292400 Spoaker, 462, 15w, 3-1/2*
2 D-12327H Playfield Lamp Board 3 855.12820-00 Spaaket, 412, 6", 25w

Notp: 24-8758 Bull #555(8.3Y) used on temp boards.
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Strike Master Front Box

A-14333-1
WPC Cuoin Door
beteriace Board

/

20-9663-2 Cr+———— w.08833
St Button Game Solecl
{Green) Button {White}
60104 -
Ticket Dispenser Kit
" {Gptional)
09-23002-1 A-8712-10007
Coint Goor Assy, Cashbox Assy.
{USA 2-slot: 28¢)
B-6643 Puck Rebound Assembly
23-6458

*T* Reboung Q
Rubber Cushisn 7

11428 n
Puck Ratound Bisck

O1-3888
Puck Rebound Bar
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Part Mo,
G850
L]

40044100508
4104 1T304
040111500
SO1D-E8Y22.-00
BOYG-1 506580
S010-0RM0 100
SO 1080R00
HOT-B0M- Gl

SOOI R5-00
B010-080:38-90
0000
501008 16030
GO0 400
BG1D-LR258 0
SDI0-095E800
10004 1600

S DODEDE-00
B ABTF 00
EN0DEM00
S010-1D8505.00
BOIG- 1800
P 1ZTE2-00
B DS
HO 303300
S040:1 103800
BHAS- 1272000
HOAG-12TEDON
S04 10909100
3B471-DRMB-00
S04 0BIB0-00
50430899510
M- 1200
5045 1105800
50431102900
EO48- 1153000
SME 1103100
FOAR 11 0BS00
5043 T1072-00
048-12038-06
R A500

*
E048-12TRR00
BO4A- 2 TA G0

A-12738-10002

WPC Audio Board
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O ;1 2
i fend
-
2 ;
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g
s
TEY <E>
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BEFOSEIRGD 05, DE Pl 1004 148
Gt GUPD-ORMEGD Db Dieda MRS, 3,04
i Motz Soeow, 440 x S8 L2501 0485-00 1] P, 7912 104 12y,
L1 Bt Mach, Borow, #4 ¢ 144 52650851500 Uz I, 741 S04 My Y
i Bul, 4-40 SRUT B2 S DHEE-00 13 B, FALS135 24 Dne,
A2 Remislor, 15K, 1idw, % 52810848600 UZE-LF30 2, 7ALEATE £ Dual Fhgthoe
ALY Mok Resisdor, 130K(z, 14w, 5% 428 5.00407.00 g, §i2a.Lms 12, FALSTA i Fiipiop
AEY Resistor, £, 7061, 14w, 5 DB -DERO0-O A H o, LSy
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L2, 0oy Copemetiorn, 1003, TANT ASO43- 100002 s 2, Busdic ROM
C41.044, BiTH Lapaaiion, 31, Bv, (v, 20 RoB343 40008 U4 10, fudin PO
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fotcn) Capazitor, 22684, 10, Consrmo B -t 509 Connactar, 3pin Hander S, 100
04, G5 Cipaeifon, 18000, B0V, 10%, SI%1-12482-04 506 Cornugtor, Spin Header Sg. 100
POR | b e AR ) i 34 Her 2417 TR
05, (57 Caysaiter, S350, S0
B, £19, 830 Capacior, ZROp., 50V
HOTES: 1. See soperats monuad for schematios,
k. . divicual xain,
3 % = Hot ot for indhidual sale STRIKE MASTER 2.5




A-12742-10002

Ham Fart Numbor

Hotes: 1.

S010-08034-00

5010-09085-00
S010-GA314-00

S010-00358 00

5010-D816-00
5010-08534-00
S010-10258-0G
SC10-10980-00
S310-12104-00
5019-00382-00
S40-DRS86-00
S043.-DBHR0-00
£043-00030-00
S04 30805500
H43-00431-00
50430948300
S043-09845-00
SG70-08915-00
S073-09268-00
S160-10266-00
S182-12422-00
£281-09308-00
S281-08486-00
5281-05851-00
H281-0BEET-00
5284-10182-00
5284-12851-00
8340-12278-00
BAT0-12272.00
§370-12687-00
5520-10438-00
55E0-12084-00
5851-08822-00
5871-09015-00
SFO0-06HE6-00
SF- 1208800
S700-12423-00
§731-1DB50-00
5781-10862-07
5781-12481-08
S781-12461-03
57811246112
57811251800
£881-09021-00
£048-11033.00
#*

A-5343-10062-1
E410-12435-00
5450-10320-00
S5880-08G22-00
£

Besignalor

H14-AZ2, #27-R42, RE6,
REG, B9, Rog

R1, 82, R4, RO3, Kos, Ro7
REZ, RE4, BB, B8, Re),
RE2, R6d, e, R75-RE2
R3, R43-R&1, A53, Rss, RSY,
RS9, BB, A83, RES, RET-AM,
B84

AG-Hg, iz, A3, RAB7-HEY
W1 Wd, W7 W3- wis
195, REg

Roz

91

b g |

C31

B

C27

Ga-ges

02,020, G35, Cag

2B

32, 33

G2 -.D18

B1,D25

o

H2n

U3

g

Lk

Ul 2 uF

U171, 1112, U3, UiS

U1

La

Ui - Lhg

116

Xz

Xt

L1

L1 - G2y

U4

LG

U9

J2O, J204

J21o

J212

<208 - J20Y

J205

J202, 211

Bi-B83

L50

us
us
4
B - B3

See separate mani for schomatics,

2. % = Nolevelsbl for individua! sals.

STRIKE MASTER

WPC CPU Board

Description

Resistor, 108, 1/4w, 5%

Resistor, 1.5K0, 149w, 5%
Resistor, 12K, tidw, Bot

Ragistor, 1K1, 1w, 5%

Fasistor, 4704, t/dw, 5%
Resigior, 06

Resistor, O1pfdly, 14w, 5%
Rasistor, 470K, 14w, 53¢
Resistor, 22uld, 14w, 5%
5P, B8R, 108-pin, 4.7K02, 5%
Capacitor, 100ufd, 10v {£20%}

Capaitor, 01uld, S0v, {+B0, -20%}

Capasitor, 3.0471fd, S0v £420%)
Capacitor, 470ptd, H0v (2200}
Capacitor, 22pid, 1KV, [£10%)
Capacitor, 100pid, S0v, (210%;}
Capacitor, 1KP, 50v, (220%)
Dioda, TN414B, 150MA

Giods, tNSH17, 1.0A.
Transistor, ZM3%04, NPN

IC, UEN, 2803

G, 7418245, Ogtal Bus Tmev
G, 7415374, 8D FF

0, 741814, SMTATRG

G, Octal Buffer, 74L5244

{6, F4LS240 Driver

0, 4584

S/HAM 2084

G, LMY Guad, Comp

MC, 34064 Raset Chip

Crysial, B.OMHZ,

Crystal 32.768 KHz

iLN, 4.7 UH 3A

DSPL LED RED

Sacket, |T 468, &7

Socket, [ 32P, 8

Socket, 84 Pin PLCC
Donnector, 26-pin Hoader Sir Sq.
Connector, 7-pin Honder Str Sg.
Connector, 8-pin Header Str Sq.
Conrecior, S-pin Headsr Sq. pin
Cornestor, 12-pin Header Sq. pin
34 Han 2217 STR

Battary Holder “AA*

Capacitor, .02, Hv

PGB Label

Game PROM Assombly
WHC-89 ASIC

& P GaB09E

Batiery, Alhaling, 1.52 { “AA
Bare P Board -

#

2-6

-




A-12742-10002 WPC CPU Board
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Hem  Past Mumber

g £

¥ AT I605-06
3 LAOE-011 2800
4 AN -1D05E-08
H S40C1VHRD0
[] EQIO-OS00 Y 00
T 5010-08801-0%
& S0E0-DHR.00
9 G071 E-0R09%- 00
10 B G-0RSE 00
1% SO O-CnRe-O0
12 SO OEsd. ot
B B OR0R 500
4 I TOS0HES-00
18 ENTG0DER4.0n
16 BRIMCEEI4-0D
1) B0 D004 00
W BSDHOASE0D
B B10-0A361.00
i 5010-08418-00
i S010-09534-08
e BOAD-5I0TE (X
2 SOG4 2T-00
e S8 20HA 00
25 BME1ERAGO0
Fl N E- 012300
27 S40-ORNEE- (T
i3 SHE0-00A2 §-00
BT ER
3 SO-tERI 00
3 BDM3.0EM80-00
32 AGAL-DAENG.00
33 AOMI-00BAS.00
34 BME-I0ES 00
35 HFMCEEIS-OT
W ENAIEIELG
aF S ETG-00
@ I3 1ETEL-DG
3 SIERRRLO0
40 SRR 260500

NOTES: 1.

2.

A-12697-1

Cht Desigraar

UE, O, G138, 4,
G5, LB

Qs 02

Q0

Qi3 052, 014,
018, Q1

10, 212, O, D18, 1A
Ruan

1Y, B2, His /e, B2,
RES, AT, 33, Ao A,
R43, A47, AR, AS5 AL,
Hiik, HB7, A7, A7E, B,
HBl RE7, g1, Ay, foe,
ATEE, Ri28, Rid0, A3z,
A1, R3S, R1358, 11144,
AP0, RIZT

Ra, Ry1, A1, K17, A20,
Ri¥7, F178, Rig1, K1as,
Aigs, Ri§7, B89, Ris,
REGE

R2s, R2s, RE, Ry, Rat,
Ra%, Hag, Rba, RE7, Bat,
Ras, RES, RT3, BY?, Hat,
RES, BB%, REa, RE7, Mo,
Ri103, 108, 5108, Rits
A%, BHe A2 R124
R, Fg, B3z, HEE, R4O,
Rad, fidE, RS, RoG, RS0,
Hed, RS, 872, 176, RBg,
K4, RBE, 7198, Rag, M0,
R0E, A06, B, By,
Fi14, B197, B120, 12,
Rigs

Ris5, H1SF, R160, fiad,
RIBE, R1BT, R18% RiT
HE, 8, Be, AE0-RY48,
R1a7.R198

Ri%s, Hi19E, B35, ARNY-
HeE?

A3z

A1, RE, BI85 REW- Bans
178, B8, R0, Mo
184, R1BE, RiZE, R180
AZ0g

H154, ®156, 1158, R1&D,
R4, A6, K168, 1A,
R{62, f15% Ri%y, R200
R25n

Rig4, RO7, H10, Retd
Ri18, B3, AI2R, Rigs
P2, Ras, RN, R34, R3E,
Ra2, FRds, A50, R4, RES,
B&Z. RE&E, R, A74, BYG,
REE2, REf, R, Ab4, Fus,
A127, RI28, A0 RSy
FT3h, RV, R106, R4y
WL W2

A7, Aig, Ria, Rig Rig
RIsEAED, Rifa-F7s
H24

HRd, A2y

R

[+ ]

2

&)

OB, 08, C7.CH, 030
B-BYFPASS

CHa€aa0, G5

[ Rk

3

0aL, (s

0103, U5-DE T
Oz2, Drag, Dog

BRIPRE

010, Q12 O, Qi e
Ut

020, 222, G024, 328, G4
Qu0, QUg, 034, 036, 038,
040, 042, 0144, Q48, D48,
150, 052, 054, Q56, (58,
G63, QOo%, Qu7, GeY, U075,
CFF. G178, R, QES - Q80

DentHipton

Theorrral Compoarnd

Mot Soraw, 532 5 38
Nut, 532 KEPS
Miacts, Sore 4.40 ¢ 30

But, 448 ShT
Rugistor, 10WT, 128w, 5%
Rasistar, 4, 7K 14w, 5%

Ruslszor, HEDE 104w, 5%

Rosistor, 8B, 1w, 5%

Rasisher, 2 153, 1idw, 55

Resigtor, 22001, 14w, B%
Flusintor, 10KLL thiw, B3
Restator, 15823, 14w, 5%

Raaingr, BERL, Hhw, 5%
Fossiztor, 3706, 150w, B%
Fosimor, 1O tw, 5%

Rasistor, 2FRG, Ydw, I%
Frosistor, 1L, 148w, i

Recistar, T2, 154w, 5%
Resistar, 470, 14w, B%

Resiator, (K2

Rasintor, 5102, Vidw, B

Frspintor, 2RI T, 5%

Ratistor, 152, 10w, 5%

Barintor, 3.3K50, Sw, 0%

BIF, BR, 10 pin, 4700, %%
Capaniter Wptd, 19w {1200
Cagacitor, 100uid, 25 1250, - 15%:
Capatibor, 10w, 120 {1205
Capaciter, HEON0, 25y o208
Capaniter, pid, Biv f B0, -20%;
Capariter, . $ibd, Sy 120%
Capacitor, §.500pk, S0u fo200m
Crogagitor, Sk, Sk fr20%)
Eiede, 104148, 150NA.

Drioche, Hhstite, 1 0,

Eridpe Foctfarn, 354, 200y
Triog, BT1HGE

£, Lk zana

Traraiatar, TIP sG2

Sew separale manuat for schemalics.
& = Nt available for individual sale.
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e Parl fawrber

A1 SIM08055.00
4 BIGL4N 7600
43 B1WRID4IRD0
44 SI50IRGI-00
A6 SPETOBERO0
40 G29E-O0ART00
47 HIHLI0I1H200
&% EFERIROD
A4 B4ED. i BMER00
5 8480 ineR240
5% BRES-O85H4-0
5E SE71-000:0.00
51 5700085200
54 SHNOUTRS00
BE Aripdd

S8 £T05. 16300
BV ATO08.1283800
58 BTEL 106G
T I

B0 5701186203
€1 BTYI-10BGE oM
£  5791-10560-08
£3  SAMGRER0
84 ATHi-tosepoy
86 STOI-iEI0e
88 EFI-0GERS
67 BINI-HBGEE
88 EPUL- 00N 1R
80 AMRIRABLNS
i B2 ER ot By
™ BIBL- SIS0
12 ARG
E - T LY
AU Mot bheed
ok
WEOBTHMWMETI00
TR GTRIOWIIAON
W ot sed

05 SRHLU6851.00
08 Not Uged

HE O SEELDYRE0N
W8 EIEIGILAID

WPC Power Driver Assembly

Tkt Designator

029, Gy, L3, Q1S OH 2,
Cve, G2, Q23,028 Qo7
Qas, o, QY. (035, GA7,
el 41, G40, Oas, 87,
i, OB1, Q150, (88, 57,
CEa-QB2, O71-07, Qi
O6d, Q. 68, 070, U8
a7, Gas, Gaw

i 1-Gag

21 :

Leds, Ue

[WReaNiE

1]

UB, Lith g

Qz

U7, g

By

LEDY - LEGT
o

oz

Hridge Agawrmivy
o

010, G2, D14, 018, 018

Je, Jie 156
PR <M - SNEET:Y

Gancription

Transiston, ENSAIT PP

Tamngisiar, TIOH0 PYP

Trammadoes, T 87

Fag LA 220 by

BO, FAL 5374 8 Dl D) Foipliop

B2, PALETA Dhoal U fdlon

G, 7AL8240, Liler

10, L3 Duad, Derp

B LM v

Cuile lnsdator, 4825

Fheiay SPHT AUTHIEA VE

Dingprlay LED Bod

Thawresd Pa 0%

MHeptuink, $50308

WD Faksing Rootifar Asay
Hamsink 5454

Hauatalrk BEGEH

Fome Holdor, P08 916

Burs PO Bourd

Cormsdnr, o Hesder 5TH Sq.
Connemor, &-pir Hasder 578 Sy,

SRR G- 2106, J123, 1124, Donesdor, S-pin Momudsr BTH 5o

JI2E, 4120, 130, 0132 Jins

fatir)

JHET, F109, J15
JH02, 110, 128, 5128,
ST 130, S1EE 158
HI20, 12t

15

S

Jift

JEER 198

$513

TE1.TRg

[+

Fita
FLL P
FAORF i

FUaF s FItE
Fiih

OContiestor, §.gin Memder 3TH Sq.
Sorpetar, Foain Header 575 %,
Connactor, S Header STR Sq.

Connactor, §1-gin Haader 5TR Sg,
Corrarter, 124in Header 3TR S,
Connsetor, $om Heoedar §TH By,
Connactar, Spin Heade STR S
Cusmrapase, Bpin Hesder 3TH Sy,
34 HEN 217 TR

Tarot Fuint #1502

Capaitor, #2006 TANT

13 Latse!

Funm, B4, 32v

Fuse B3, 288 Dogy
Fuse, &4, 54., 280y

Fuge, -8, 34, 250y
Fuge. 5-8, 344 250




A-12697-1

WPC Power Driver Assembly
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A-14039

lters  Parl Number

Tkt Designator

Dot Matrix Controller Assembly

Dassription

t E010-08891.00 At Rasistor, 4,751, 14w, 5%
2 S010-09224.00 R0 Resistor, 2700, 4w, 5%
3 SOt-00534-00 a7 Resistor, 080
4 EOT0-12832-00 A3 RS, Rz R13 Rasistor, 47K, 122w, 5%
E BOIG12841-00 R4 RS Resistor, 12002, 1/0w, 5%
g S0iE-12830-00 Ra Resistor, 1K, Sw, 5%
7 50121284200 At Rasistor, 12001, Sw, 5%
g 5012-12843-00 214 Resistor, 4. 7K, 5w, 5%
8 S040G-08586-00 <3 Capagitor, 100uld ., 10v, (220%)
iy 5040-12324.00 G4, 07 Capasitar, 150ufd., 180y, feB0%)y -
H EO43-08580.00 BYPASS Capacitor, {ipfd., 80, (+B0, -20%)
12 BOAZ- 007200 Ca, 08 Gy Capacitor, Tufd., 500v, {+80, ~20%)
12 B043-08B45-00 £1, 062,01 Capasite, 1KP, S0v, {£20%)
14 BOTO00054-00 oy Dinde, 1N4GG4, 1.0A, -
5 BO75-12854-00 D, Da Zoner, 1N4AT424, 12v
11 Z075-12823-00 03 - 08 Zanor, 1TNATEBA, 82v
17 S100-12833.00 ERY, B2 Bridgs, 400v, 1A
18 B160- 10268900 o Transistor, 2N3504 PN
134 S164-DOGHE6-00 2, Q10 Transisior, MPSD02, NPN
20 B1B4- 1215400 Q8 Q7 Transistor, MJE 15020 NPN
1 515840005500 G4, 05 Transistor, MPSDS2 PNP
s B54-12155-00 (23 Transiztor, MIE18031 PNP
23 E2B1-D89738-00 Ls, gk - g7 3, 743157
24 528110063300 U3 IC, 741830
5 B201-10043-00 31 - 133, Uss G, 74L8175
26 E311-1084600 U4, UB U7, 118, L2 10, 74K T
7 53111094700 U i, 74HC125
ot 531 §- 1085100 LHD, U1t 1G, MdHC 18 )
24 I 1-10877-D0 g G, 74H0n4
30 5311-12817-00 g G, HHCI85
31 31 1-12845-00 uzy 1C, FaMCens
a2 5311-1282000 LU2a 10, T4HCE?
33 B31{-12822-00 LHa- 15 G, 741G 193
34 531 5-12005-00 Lga G, F4HGTI7A
3k S3E12812-00 LH, U2 Uag 1G, 74HCTI3R
35 5241-08308-00 Uzs 1G, THCT245
37 33151881500 ug, Lkig 12, MHCTOS
ag 5315-128156-00 Uia T, 74HCT32
3 5315-12621-0D Uy 10, HMHCT240
40 5340-12076-00 Li24 S/RAM 2084 150NS
41 5551.00822-00 L1 iND 4.7uH, 3.0A.
a4z BHT1-08015-00 ¥E14] Bisplay LED Rad
43 57050915800 03, 08, 07 Heatsink GO30E
44 BI31-12326-00 F&oi, Faos Fuse, 3E8A. S, 250y A
435 5TA3-1 206000 Fuse Holder [FE01 FEOZ}
46 ET91- 1088000 JEGE Connactor, 26-pin BTH 5q.
47 57911086205 Jaos Connectar, S-pin Header Sq.
43 5791-10862-07 JE0g Comnector, 7-pin Header Sq.
44 5701-10RE2-08 J&Gd Conngetor, 8-pin Header Sq. *
& 5791-12516-00 JBO1 24 Hun 1762 3TR
&1 57911282700 Jaiz 14 Hen 7x2 STR
L] 5010-08038.00 Rid4-Faa Hesistor, 10090, 14w, 5% -
53 B, 08, 07 Thermal Compound
54 A006-01003-06 £33, G8, 7 Kach, Screw, 6-32 x 48
55 4406-01126-00 23,46, OF Mut, 6-32 KEPS
56  GO4B-08492-00 £5, 08 Capacitor, 100P, 50v, (+10%])
&7 S01G-101 7100 K7 Resistor, 583, 1/dw, 5%
58 & Bare PC Board . N
4
Notes: 1. See separate manual lor schamatics.,

£ % = Notawdable for indvidesl sale.
STRIKE MASTER 2.10




A-1403%9 Dot Matrix Controller Assembly
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A-13088-2 Triac Driver Assembly

‘h —

0

(3 e

;- =

0 5 (r

i

o

|

™S

£l

O

F1 O
Part Number Designator Description
* . Bare PC Soard
5791-10862-04 41 Connacior, 4-pin Hdr, Sq Pin
5781-104862-05 J2 Gonnacter, S-piss Har, Sq Pin
37971-10882-07 J2 Cennactor, 7-pin Hdr, Sq Pin
5F33-12080-04 - Fuse Holder (F1)
57310965100 F1 Fuse, 54, S-B, o50v
5131-12543.00 &3 Triac ISL, 400V, 10A,
$705-12484-00 - Heatsink
5010-08200-00 A1 Resistor, 3308, 2w, 5%
5010-08930-00 R2 Resistor, 4708, 1/2w, 5%
5010-00441-00 R3 Resistor, 10002, 1/2w, 5%
5010-09789-00 R Haesigtor, 390, 122w, 5%
5045-09795-00 Gt Capacitor, Diufd, 400V (110%)
Melalized Poly

5040-08537-00 c2 Capacitor, 100ufd, 100V {+20%
5070-08054-00 b1 Diode, 1N4004, 1.0A.
5480-03805-00 33 IC, 3030 Triac Drivar

4G04-01808-08

Mach. Bcrew, 4-40 x /8

4404-01117-00 Rhil, 4-40 Hex,
4703-00015-00 Lockwasher, #4 Extarnal
* Label

a3

NOTES: {1 Soo section 3 for schemasic,
2, * = Nl avallabis for individuat sals.
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A-14689-1

WPC Coin Door Interface Board

J1
11 Q0CC00Q0OQ0COOOLOEDG [

J2
QOMOTOOO0

L4 - -
] < L
5 R o 5
23 < 5
o ot R
=) NIRRT U O
o HoHgHREE) =853 *
s EFHR s b o
- SW -
HIOQOMOOOOODOC0 » v O0OQOODCOATOOMD
J3 J4
Part Number  Dasignator Description
* WPC Bare PC Boarg
5070-09054-00 1.D7 Diode, 1N4004, 1.0A,
£791-10862-18 J1 Connactor, 18-pin Header Str Sq.
57411088208 J2, .46 Connector, B-pin Header Str Sq,
5751-10862-13 J3 Connactor, 13-pin Header Sir Sq.
5781-1086215 J4 Connector, 15-pin Header Str Sa.
5645.08025-00 Wi Swltch BIP 8 Pos,
5010-00534-00 w2 Resislor, 0£2 (Jumper)
® LD, Label
¥
MOTER: 1. Sze seclion 3 lor schematic.

2.

* = Mot available for individuat sale.
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A-15052 Interconnect Board

" SFECIAL BWITCHES
© [ oA COOOONCOTO0O00, © (0000080, e O
41 # o & 1 ﬂ J 15 i JETTEE 6
SPER JHE PWA & CONTROLLED LAMPS 5, 128G| PWR
GND 48YAC GND TKT DRIVERS
LU OG0 e ST
= .
4 U156 43 SOLENCIDS _‘
[ fsen 59, A mmal‘ TO FRONT 80X | -
4 @J% 5 SWITCHES TO FRONT 80X
11 ¢ 5, 1780 PWR 5 GO0 AT o0 12 -
b Pwr & @DQQD!QQD[}H] GND THT DRIVERS = ﬁ&&
GRD 48VAC 2 SCTob WITH LAMPS 3
e oCDO0? ©o
SOLEMOIDSE TO PINPANEL  LAMPS TO FLAYEIELD
0800000000+ pn0cennona):
O Ty i o
Part Nurmber Pesignalor Deseriplion
#* . Bare PC Boarg
5478-00054-00 01 - D4 Diode 1N4004
5791-10882-04 1, 018 Conrnector, 4-pin Header Sir 8q. Pin
8791-10882-07 42, 415 Connector, 7-pin Header Str 8q. Pin
5791-10862-12  J3,J411,J14  Connactor, 12-pin Header Str Sq. Pin
§791-10862-18 J4 Connector, 1&-pin Header Str 8q. Pin
5791-10B82.08 g5 Connectar, 8-pin Header Str Sg, Pin
BY81-10852-15 413 Connector, 15-pin Header Str Sq. Pin
5761-10862-11 J12 Connector, 11-pin Headar Str Sq. Pin
5791-12462-12 J7, 8 Connector, 12-pin Header Str Sq. Pin
579112462418 Jg, 110 Cannactor, 18-pin Header Str 5q. Pin
57911246215 J9 Connector, 15-pin Headar Str 54 Pin
%
-
# ) ks %

NOTES: 1. See soclion 3 lor schamatic.,
2 & = Nofavailable for individual sals,
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Change the item number, (as listed below) on page 2-15 of the Pin Pans| Assembly,

10002-PP,
temNo. OldPartNo. New Part No.
5 12-5410 12-7029
& 12-83094 12-7028
8 12-6393 12-7027

10002-PP  Pin Panel Assembly

Q39 0¢

RRY_?

itemn Part Number

Gescription Mo PartNumber  Description

% 02-3825 Heset Bar - Rear 18 A-i4955 Pin Hanger Assembiy
2 01-3885 Guide, Fin Hangar 14, Z0-8745-8 Flutrescent Ballast
3 &y 01-532% Feset Bar Suppont 15 20874841 Fluorascant Starter

By 238313 Rubber Grommet 18. 20-8747 Starter Fixture
4, 51200981 Pin Pansl Motor Aszembly 17. 0i-3822-2 Flugr, Reflactor
5. 12-7029 Ressat Wire 18, P4-85375 Fluvrescert Lamg
&, 12-7028 Resst Wire 9. 2087468 ¢ Fluor. Lamp Holders
7. A-13088-2 Triac Driver Assembly | 20, Q1A827-5 j
8 127027 Hasst Wire 21, 61-8687 Pir Pane! Frort Brace
8 {1-3888 Spring Hangsr - Pin Pangl 22, 20-8790-7 Mylinad Bearing
i 103-265 Main Spring 23 POETiIZES "E* Hing, 14" Shalt
11, 21.3715-AY Arm - Foset Bar 24, 235450 Foarn Fubber, /2 x 3/4"
12, A-BRRY Hracka! & Stud Assembly 75, D-12328 tamp Board

STRIKE MAS




A-14966

Pin Hanger Assembly (WPC)

ltem  Part Number Description ftem Part Number Description
1 A-8587 Pin Hanger Bracke! Ass'y 18 12.8351 Rollover Wiralorm *
2 A-taay Coil Stop Assembly 17 12-6371 Pin Hanger Wirs
3 B.31-2500 Coil Assambly ig 20-8712-25 “E" Ring, 1/4" Shafi {8)
4 01-3860 Fin Reset Mounting Brkt 18 4G08-01017-04  Mach, Scrow 8-32 x 1/4 {2
5 Ga-3137 Main Lever Bhalt (2) 20 4010-01025-14  Mach. Screw 10-32 x 7/8 {3}
5 02-3138 Pin Suspension Shaft 21 4104-01001-06  SMS #4 x 38 (2)
7 £2-3140 Solencid Plunger 22 #410-01130-00  Hex Nut, 10.38 {2}
8 08-3141 Trip Actuator Shaft 23 47000001100  FW 11/84 X 7/16 x 16 ga. (2) -
] 03-7201 Pin Hanger 24 4700-00103-00  FWI17/B4 X 1/2x 28 ga.
10 03-7202 Pin Rese! Laver 25 4701-00004-00  Lockwasher $10 Split 129
H 05-7203 Pin Release Latch 28 10-295 Main Spring
12 037208 Resat Lever 27 12-6357 Reinforcing Clip
13 03.7205 Pin Trip Actuator 28 4108-01018-06  Sheot Metal Scraw @8 x 38
14 10-285 Secondary Lever Spring 26 4106-01022-12  Shest Metal Screw 26 x 3/4
15 10-321 Secontary Lever Spring 30 Ji-1445 Bowling Pin

Note: Lubricate friction poins,
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C-12096-1  Pin Panel Motor Assembly

Hom  Part Number Deascription
1. 8#.13061 Drive Link & Bushing Assy.
2. B-1308¢0 Camn & Drive Post Assembly
a)  » Mut, 1/4-20 ESN
by Fiadwasher, 17/84 x 142 % 15ga.
G} o+ Cam & Hub Assembly
di = Cirve Arm Post .
3. B-12065 Motor Mounting Brackat Assy. "
4. * Tubing #18
8. 01-7543 Nut Plate, 440
8. 14-7550 Molor, 60 Hz, 48V
v 7. 20-8712-25 “E" Ring, 1/4" Shatt
8. 203-8718-2 Hoil Pin, 3/32 x &8
9. 4700-00103-00 Flatwasher, 17/64 x 172 x 28ga.
- 0 20-9248 Fan Blade
1. AGDA-01003-10 Mach. Screw, 4-40 % 5/8
12 4008-01017-04 Mach. Screw, 8-32 x 1/4
13 4008-01074-08 Cap Screw, 8-32  1/2
14, SH7-12180-00 Varistor, 100V, 204 - _
15, 5847-1081500 Microswitch, E34-81KL ¥ » ¢
*%
. Hote: + = Not availabie for individual sale.
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A-14206

Ticket Dispenser Assembly

O B n 1 42 1%
*toevscanuaNon o o O
1 3ls
(@3
;
Ak
1 I
1 ; ;
= = oy 2
1 [ e
T @
o -— RZ —
—t R =
g | |2
I T ] Sw1 ]
O Qunnndjﬁena! O
Part Number Designation Desription
® Bare PC Board
57911246209 N Connector, 9-pin Header 100
5791-12462-15 42 Goninector, 15-pin Header 100
5841-08312-00 SW1 Switch DPDIT, 100v, 5A.
5162-12835-00 a Transistor, TIP102
57051246400 - Haatsink
40040100506 Mach, Screw, 4-40 x 3/8
4404-01118.00 . Lockwasher Nut, 4-40
5312-10865-00 Ra Resistor, 802, 10w, 10%
501 2-12525.00 g Resistor, 100, 10w, 10%
5012-10860-00 R7 Hesistor, 2742, 5w, 5%
510-09314-00 R2, A3, A5, k10 Resistor, 1.2 KO, 14w, 5%
5010-08993-00 R Resistor, 2.2K$), 144w, 5%
5010-02418.00 RS Resistor, 47001, /4w, 5%
5101246500 R4 Hesistor, 2K02, 174w, 5%
5043-089068-00 1 Capaciter,. tufd, 50v, Ax,
S5C40-08421.00 {2 Capacitor, 100ufd, 25y, {+50, -10%:3
5040-12456-00 <3 Capacitor, 100014, 50v, Ax.
5070-0%054-00 82 - D4 Siode, 1N4GO4, 1.0A.
BO75-12487-00 1 Zenar, TNS243B, 13v.
5070-08045.00 05. 07 Dinde, MRE0Y, 1.0A. . .
5160-10289.-00 3 Transistor, 2NI504, NPN ?
5180-10270-00 (2 Transistor, 2N3308, PNP '

Nots;

= = Nt available for individual sala.

STRIKE MASTER 2.18

4




60104 Ticket Dispenser Kit
. (Optional Feature)

Left View Hout Sink

Right View

LampiSocket -
{Optianal)

’1
2104

Lock

6
Cabinet Front //

Cover Piale
waCimege 9 | oft View of Dispenser Case

-~ '\x
(/ /:_“L\_ 2 Carriaga Bolts
.h'\*.,\ #“/ * .
Q}"“:\ o e
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A-14148-1

U.S.A. Door with Decals

e Part No.

1 £7-1034
2 27-1041-1+58
3 27-1026-1 17
4 271018
§ 27-1061-1
] 1082
7 27-1081
271022
8 27-1111
9 710061
2710071
10 271005
1 271003
12 SE41-12724-00
13 271101
14 0-BBER
15 03-7601-4
03-7801-7
1& 271478
17 27-103%
18 27-1073
182 2710771
20 27-1068
21 271087
&2 271017
23 251012
24 271011
26 271020
28 27118
27 27-1n3
28 27-108%
25 271081
30 27-1112
3t 27-1088
32 271025
a3 271088
34 271078
251113
38 27910749
3% 27-1084
271085
a7 271056
a8 271087
38 271082
40 27-1087
41 27108141
42 271075
or
27-1008
43 271004
44 71087
45 271086
46 27-10886
&7 F7-1076-1
4B 271078
49 271082

STRIKE MASTER 2.20

Description

Button Sover

Price Panal

Goin bntry Plate

Lock Assemibly

Cuain Return - Bezet
Coin Aeturn Flag
Button Holising - 2-sfat
Button Housing - 3-shot
interiock Switeh

Coin Door |, 2-8iot
Cainy Door |, 3-Slot
Coin Door Frame

WA Sorew, 5-32 ¢ 3118
Dlagrostic Switch

WG Screw, 4-40 ¢ 14

Erackat, Diagnostic Switeh

Bution, Fed

Buiton, Black

MG Sorew, 6-32 x 38
Conizal Spring

Sell-tapping Screw, 86 x 1/4

Coinbex Cover

Slam Switsh

WG Screw, 4-40 x 142
Nut (key)

Locking Cam

Locking A

Washor

Star Washer

8IG Screw, 1478 5118

R-Rirg

Retainer

Coin Inigt Chute

Cable Clamp

Koy Hool

Washer, #8

WT Scraw, 632 x 38
WC Scraw, 6-37 x 716

Seil-tapping Scraw, #6 ¥ 1/4

Lamip Socket
Lamg

Saeil-tapping Serow, #5 » /8

WG Beoraw, 632 x 5/8
Lever Arm

Switch Cover

Coin Accept Chute
Wirg Form (Smally

Wire Foum {Large)
WC Seraw, 4-40Gx 7/8
MC Burew, 6321 5/8
Washor, #5

Mul, §-40 ESNA

Coin Return Box
WG Sorew, 532228
Minroswinh

Coin Door Assembly

Cuantity

2ord
2ord
2ord

Fad [ R N, e . T S e
L
=
L+

o e e T LY JET SR [y N N Y

g 8
© G

dord
tor?

2ord
Pord
2o0F3
2or3
2or3
Zord
Zor3
2or3
2or3

4B
4016
dorg
4or

2o

T

4

B




A-14148-1 Coin Door Assembly
U.S5.A. Door with Decals
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Cable List

Part Number Description
H.12376-1922 AGC Toggie Switch Cable
H-14582 Logic Power Cable
H-14584 Diat Malrix Display
H-14883 AC Line Fifter Cable
H-14894 AC Cabinat Cable
H-14865 Secondary Cable
H-14998 Gl Input Cabie
H-14987 Cabingt Cabla
H-14968 Frant Box Cable
H-1494% Playfiald Cable
H-15000 Speaker Cable
H-15001 Pirt Pane! Cable
H-15002 Backbox Cable
H-15004 insan Cable
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STRIKE MASTER

Section 3

Wiring Diagrams and
Schematics

CONNECTOR & COMPONENT IDENTIFICATION

Since Strike Master uses WILLIAMS ELECTRONIC GAMES, INC.
WPC Electronics System, a new technique to identify connectors and
other game components must be introduced. Each plug or jack
receives a number that identifies the circuit board and position on that
board that # connects to. J-designations refer to the mals part of a
connector. P-designations refer to the female part of a connector. For
example, J101 designates jack 1 of board 1 (a Power Driver Board
Board jack); P206 designates plug 6 of board 2 {a CPU Beard plug).
Identitying the specific pin number of a cornector involves a hyphen,
which separates the pin number from the plug or jack designation.
For example, J101-3 refers to pin 3 of jack 1 on board 1.
Other game components may also have similar numbers 1o clarity

their locations or related circuits. For example, F501 refers 10 g fuse
located on the Sound Board.

Prefix numbers for the WPC circuit boards are listed balow. . .
1- Power Driver Board
2- CPU Board
5- Sound Board
6- Dot Matrix Controller
Dot Matrix Display/Driver Board
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Lamp Matrix
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Lamp Circuit

COLUMN faxample} ROW {axampla)

Frouie {idu Flet Fomroe [rivee Bom's
R

| 4118

ws E MVW_Li .ﬁmﬂﬂ é:%
%¥m T wt T F" o

Playfield Lamps Diagram
Left Fleid Right Fiekd

ey

Y,

400 foa Eis o

300 Bre:

4

Shufile Alley Lamps

* Lamps used in Frontbox, Pin Pane! Hood {except fluorescent}, and Backbox
Insert Board ate #44, part number 24-8549,

- Lamps on Playfield and insert Lamp Boards are #5558, part number 24-8768.
" Fluorescent Lamps in Pin Panel Hood are 14-watt Cool White (GE F14T12-CW,
or equivalant), part number 24-6597-5, -

e
# ES

t
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Switch Matrix
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Switch Matrix Circuit
BV
[ Pleylieid r
7l | "
E | E
o’ o
s 000 WHT- 00 ,
é I 745240
swen ol plel
naciive [ H [ L io# Opere H HoL o
Acive |L 1M igs CGiosed | L | L {H |pg
Dedicated Switch Circuit
DEDICATED GROUND {axample} ROW (axample)
P Board CPU Bomd +10Y
da
10K ©
o-wu..—...
X 2 N
{8330
T4EB240
_Switch E A 5 B f (¥ !
Opart H! R el oW
Clogad L E H ol m

a1
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Playfield Switches Layout

SwitchNo,  Switch Actuator No,  Location®

A-S700 B-7752-L E.W \

A-9703 B-7752-L $54-1, 54.3_54.5 548

A-9700 B-7762-L AF.GAAHIK LMK

Q. 5. V.Y, 4542

Swilch No, Logation*

A5701 D.I *
A-GT03 #54-4, 547, 54.8 540

A-9699 B.C.LLC.P.RIUXZ

# . e )

*Based on Playtield Switches Layout Diagram ¢
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Solenoid Table

Sol. Function Solenoid | Wire | Connection | Driver | Solenoid Bar
Ho. Type Color Tragty Number
Fiashlemp Type
61 Fin 1 High Power | Vio-Brn | 41301 G82 | B-21-2500
02 | Pna High Power | Vio-Hsd | J130.5 Q80 | B-21-2500
03 | Pina High Power | Vio-Om | JT30-4 Q78 | B-31-2500
o4 | Pna High Power | Vio-val | J1306 76 | Bal-3550
05 | Ping High Pawer | Vio-Gm | J130.6 QB4 | B-31-2500
08 | PinG High Pawer | Vio-Biu | J130-7 Q68 | B-31-2500
07 | Pn7 High Fower | Vio-Bik | J130.8 O88 | B-31-2500
08 | Pm& High Power | Vio-Gry | 41300 Q70 | B31-2500
03 | Png Low Powar | Bra-Bik 1 J129-1 Q58 | B-31-2500
16 | Pin 10 Low Powar | Brn-Red | J188-2 QB8 | B-a1-2500
11 | Pin Resst Motor Low Fower | Brm-Org | J129-4 54 | 147950 489 6OHZ
12 | Nt Used Low Power | Brn-val Gap
13 fot Used Low Powsr | Brr-Gmn G50
14 Not Used Low Powar | Brn-Blu 48
15 Mot Used {ow Power | Bm-Vio {146
18 | Not Used Low Power | Br-Gry 044
17 1 Flasher 1 Flasher BIk-Brn | 1251 Qa2 | B90E
1B | Flagher 2 Flasher Blk-Fed | 11252 Q40 | #9086
18 | Flasher 3 Elasher Blk-Drg | 91253 @38 | #006
20 | Flasher4 Flasher | Bik-¥al | J125.5 Q38 | #9508
21 | Flasher 5 Flasher BluGrm | J125-6 Qe8| #5806 {2
22 | Flasher B Flasher BiuBik | J125.7 Q30 | #0906 (2)
23 | Flasher 7 Low Powsr | BIU-Yio | J1256.8 Gad | #906 2)
24 | Flasher 8 Low Power | Bhetary | J125.9 032 | #9086 )
35 | Flasnher 9 Special BB | J123-1 Q2B | 2908 (3)
26 | Not Used Special Biu-Red G324 5
271 Tickel Motor Special Bir-org | J1243 G2z | Ses Dolironic Tkt KA
28 | Low Ticket Lamp Spacial Biuvsl | J124.5 Q20 | Ses Defiroric Tk Kt
Genersl lllursination
Circuits : _ .
o1 {Humination String 1 GL Blrown J120-1 (8 #5655
62 | Tumination String 2 ar Orange | Ji20-2 Q10 | #5565
03 Humination Siring 3 alk Yellow J120-3 G4 #5558
04 Mot Used &l Grean " a1
06 | lumination Siring & G.I Viclet J1218 Q13 #8Es5,
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High Power Solenoid Circuit

The microprocesser toggles the outpet of the 74L8374. When point "A* drops low, point "B* the
coliector of the 2N5401 transistor is high. A high at point *B* causes point *C" the collector of the
TIP102 transistor, and point "D" the emitter of the TIP38 transistor to drop low. When point "D* is fow

the coil is groundsd through the transistor and the cofl turns On. Tha coll shuts Off when point *A*
toggles high.

Low Power Solenoid Circuit

The microprocessor toggles the outpot of the 7415374, When point "A” is low, point *B* the coliector
of the 2N5401 transister is drivern high. A high at point “B" turne On the TIP102 transigtor and causes

point *C” to drop low. When point *C* is low the coil is grounded through the tranisistor and the goi
wns On. The coll shuts Off when point "A* toggles high,

STRIKE MASTER 3.8

4




Special (General Purpose) Solenoid Circuit

J11%

“Praylisid Girouit whan used for coll driver onty (sither +50V or +20V). T usext for Hashlamy
driver soe playlield circult below, Tiebaok Diode i nol used for Rashlamp shaiit

The microprocessor toggles the output of the 74LS374. When point *A" drops low, point *B" is
high. A high at point "B* cauges a low at point "C*. When point "C" is low the colllashiamp is

grounded through the transistor and the collfflashlamp turns On, When point "A" toggles high the
coitflashlamp turns Off,

Flashlamp Circuit

S8

4
ta

oPE | *

The Microprocessor toggles the cutput of the 74L5374, When point "A” is low, point "B" the collector

of the 2N5401 transistor is high. Once point *B" is high, point *C™the goliector of the TIP102
transistor is low. When Point "C" is low the Rashlamp is grounded through the zmnsi%;az and the
flashlamp turns On. When point "A" toggles high the circult shuts Off, s




General Hlumination

The Gensral llumination circuit contains five separate strings of up 10 18 bulbs sach for a
maximum 1otal of 80 bulbs. Each string of bulbs is contrailed by a triac that in turn, is controlied by

the microprocessor. The microprocessor has control of the triacs through a latch that # uses to
store the control signals.

The General Hliumination circuit can be dimmed. The microprocessor, by using a Zero Gross
Detection circuit, has the ability to know when the AC lins-voltage is passing through a zero cross.
Dimming is achievad by the microprocessor sending a control signal 1o the 7415374 laich which
tums the triac On at some point after the zero cross has been detected. The longer the delay the
dimmer the bulbs. Once the triac is tumed On, the control signal must be removed immediatsly to
allow the bulbs fo turned O at the next zeto cross. The microprocessor then delays the turn On
again. Thisis repeated for every AC cycls that the bulbs are dimmed. The Zgro Cross circuit uses a
LM339 comparator to detect the poini when the AC kne-voltage crosses zero,

To turn the bulbs On without dimming the processor sends a control signal o the triac and leaves
the signal applied.

DRIVE POWER
e Powwr Duiuar Gond
] |
i ; § Jze
i ; %] F1
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Power Driver Board
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interconnect Board
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Interconnect Board Schemati
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A-13088-2
Triac PCB Assembly
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Coin Door Interface Board Schematic
A-14689
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A-14206
Ticket Dispenser Board & Schematic
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INTERBOARD WIRING

Switch Circuits

Erom: Jo:

Wire Golor Funetion LC.'s cpPy Isterconnect
Board

Grean/Brown Column 1 Upc-18 J2071 JB-1
Grean/Red Colurmn 2 U2o17 J20T7-2 J6-2
Green/Crangs Colurnn 2 L2018 J207-3 J6-3
GreanfYellow Colurmn 4 L2oas ST -4 JB-4
Grasn/Black Column 5 LizG-14 J20t1-8 JB-5
Grosn/Blue Column 8 UdG13 JROT-B . J6-8
Grean/Violet Colurnn 7 U232 J2OT7 J6-7
Grasn/Gray Column g U20-11 J2O7-9 J6-8 *
White/Brown Row 1 J18-1% J208-1 JB-10
White/Red Row 2 1i18-8 S209.2 JB1% :
White/QOrange Row 3 Uia-s J208-3 J&-12
White/Y eliow How 4 8-z JA09-4 J6-13
White/Green Row & Y1814 J20g-5 J6-14
White/fliue Row 6 U1g-9 J2ORT JB-15
White/Violat Row?7 1118-5 J209-8 J6-17
White/Gray Row @ Li15-7 J209-3 J6-18
Crangs/Brown Direct 1 Lsfi Coin 175 J205-4 J7-1
Crange/Rad Diract 2 Canter Coin 17-7 J2O5-2 J7-2
Orangse/Black Birect 3 Hight Coin 1711 JRH-3 J7-3
Cranga/Yeliow Diract 4 4th Coin 79 J205. J7-4
Orange/Giraen Dirsci & Escape/Service 160 J205-8 J7-5
Qrange/Blus Direct 6 DownVol. Down U16-11 J4208-7 J7-B
Crange/Violat Direct ¥ UpdVal Up 418-7 JROB-8 STF7
Orange/Gray Biiract B Enter/Test 118-5 J205-9 J7-B
Black Ground JI05.10 S7-12
Crange/White Enable J205-12 J7-14
Lamp Circuiis

Erom: Power Ig:
Wire Color Eupgtion Trangistor Driver Board Inierconnegt

Board

Yallow/Brown Colurmen 1 a8 J13741 Jg-1
Yailow/Red Colymn 2 287 J137-2 +4-2
Yallow/Crange Colurmn 3 L85 41373 J44-3
Yallow/Black Column 4 a5 J147-4 J4-4 K
Yaillow/Grean Column 5 {34 JI137-5, “J138-5  J4.5
Yalow/Bius Column g Q83 J137-8 J4-7
Yailow/Violst Cohynn 7 [y J137-7 J4-8
Yellow/Gray Codume 8 291 J137-8 J4-8 .
Red/Brown Fow t 50 J133-7, "J134-1 M-18
Red/Black Row 2 Q8 J133-2, “134-2 417 .
Red /Orangs Row 3 8 J133-4, *J134-4 . l4-18
Red'Yoliow Fow 4 a7 J133-53, “J134-8 J4-15
Red/Grean Rows {8 J133.8 Ja-14
Red/Blue Row 6 Q5 J133-7 o J#-13
Rad\Violst Row? Q84 41338 412 N
Red/Gray Row 8 083 J133% J417 {

*Connects Directly To inaer

NOTE: For connector locations coming out of the Inferconnect Board see
Schemsatic on page 3.12
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INTERBOARD WIRING

Solenoid Circuits

From: Power Tgo;
Wire Color  Fupgtion Iransistor  Driver Board Interconnect
Viclet/Brown Solencid 1, High Power Gae J136+1 J3-1
Viclal/Red Salencid 2 High Power [#1-1¥] 4134-2 J3-2
ViolsyOrange  Solenoid 3, High Power Q78 J130-4 J3-3
Vislet/Ysliow Solanoid 4, High Powar (178 J130.5 J3-4
Viglet/Girean Solenoid 5, High Powar Q64 . J130-8 J3-8
Violet/Blua Solenoid 8, High Powsr GE6 J130-7 J3-7
Violst/Black Solenoid 7, High Powar 7% J1303-8 J3-8
Viclet/Gray Sealenoid B, High Power 270 J130-9 J3-2
Brown/Black SBolenoid B, Low Powar {58 J1 28 JE310
Brown/Fed Solencid 10, Low Power (58 J128.2 J3-11
Brown/Orange  Solenoid 11, Low Powar h4 J128-4 J3-12
Black/Brown Sol 17, Flashar 1, No Dinds Q42 *J125-1
Black/Red ol 18, Flasher 2, No Diode G40 *Ji2s.2
BEackaraﬂgg Sol. 19, Flasher 3, No Dioda Q2a *J125-3
BlackYellow Sol. 20,_Flasher 4, Mo Dicde £136 *J125-5
Blus/Green Sol, 21, Soacial 1 Drive Q8 *J125-5
Hlus/Hiack Sol. 22 Special 2 Drive 130 “J125-7
Blue/Viniet Sol. 23, Special 3 Drive Qi34 *J1o5.4
Blue/Gray Sol. 24 Special 4 Drive Q3R *J125.9
Blua/frown Sol. 2% Special & Drive 028 *J1231
Biue/Orange Sol. 27, Special ¥ Drive {22 4124-3 J5-8
BluafYsllow Hol. 28, Special 8 Drive o0 L124.5 JEB

NOTE: For conneclor [ocations
Schematic on page 3.12

*Connects Directly To Insert

coming out of the Interconnect Board see
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INTERBOARD WIRING

General lHlumination Circuits

From; Power To:
Wire Color  Fynction Trinc Rriver Board Interconnect

Board
Brown i, Biring 1 s Y1201
Orange Hum, String 2 Q10 120-2
Yallow thum, String 3 04 Jiap-3
Green {Hum. String 4 8
Violst lurm. Btring 5 o12 J-119-1 J5-4
Euges

White/Brown Heturn 1 110 *J120-7
White/Crange  Hatum 2 i) *Jian-g
‘White/Yellow Haturn 3 F108 *J120-8
White/Graan Hoturs 4 Fi1G7
White/Vinlat Retun 5 F108 J118-3 455

*Directly to Insert
Power Circuits

cram; Fower Driver Board:
Controlter Playfield Boarg

Gray {igital +5VDC J118-4 J117-4 J114-3.4
Grav/Groen Switch «12vDC J114-12
Gray/Yallow Analog +12VDC J116-2 Ji17-2
Black Sround J116-3 Ji117-3 Ji114-57
Power Circuits

Erom: Power Jgo:
Wire Color  Funsiion Quiver Board Isterzonnect

Board

VioletYellow High Power 50V J107-3 J2-7
Violet#Orange  Low Power 80V JIGY-2 J2-8
Viclet/Grasn Continucus Duty Not Usad
Bed Flashar 20V *HO7-R
RedWhite Flasher 20V J108-5 J2-5
White/Biuse BOVAC J104-1 J2-1
White/Blue BOVAL J104-2 J2-1
Black Ground J103-2 423

Logic Circuits

*Connects Directly io insert

Wire Color  Fungtion

Ribbon Cable Blaia

Richon Calds Dats

Ribbon Cable Bata

Black Ground

Black Ground

Gray +BVOT

Gray +HVOC

Gray/Grean +12VDC

Gray/Groon +1ADC 42107
Héshon Cable Data 4211

NCGTE: For connector locations coming out of the Interconnect Board o

Schematic on page 3.12
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Display Circuits

To: Eram: From:
Yire Color  Fungtion . Sound Bd,
Fibbon Cable Duta
Ribbon Cable Data
Risbion Cable Data
To: Dot Matrix Displav/Driver
Cirangs ~1aBY JE04-1
Blua -113Y JBD4-8
Black Ground Jang-4
Black Grotnd JB04-5
Gray 5V J604-6
Gray/Yallow +12V JEO4-7
Brown +B2Y JE64-8
White BOVAC JE05-1
White BOVAC Jao5-2
Violat 1OGVAL JBO5-3
Vialal 100VAL JBD5-5
From; Power Driver Board
Bilack Ground JEOB-1
Black Ground JE06-3
Gray +BY JE06-4
Gray +5Y JEDE-5
Gray/Yellow +12V JE06-6
Gray/Yalow +12Y JEOG-7

Sound Circuits

Wire Color  Funetion

Aibbon Cable Daty

Gray/Grasn 1BVAC

Gray/Graon 18VAD

Gray 1BVAC

Gray TBVAC

Gray/White Ground JEH -6

Gray/White Ground JEQ T

Gray 5V

Gray +5VDC

Biagk Ground Jahs-4

Biack Giround JE02-5
Erom: Backbox i)
Speaker Cunnection

Black/Yaliow Spoaker J505.4 Ji-a

Blark JBOE1 Jivd )

NOTE: For connector locations coming out of the Interconnect Board ses

Schematic on page 3.12
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WARNINGS & NOTICES

WARNING

FOR SAFETY AND RELIABILITY, substitute parts and equipment modifications are not

recommended. Use of Non-WILLIAMS parts or modifications of game circuitry, may adversely affect
game play, of may cause injuries.

SUBSTITUTE PART OR EQUIPMENT MODIFICATIONS may void FCC Type Acceptance.

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

THIS 'CONVERSION' PRINCIPLE ALSO APPLIES to unauthorized facsimiles of WILLIAMS

equipment, loges, designs, publications, assemblies and games {or game feature not deemed o be
public domain}, whether manufaciured with WILLIAMS componenis or not.

NOTICE

STRIKE MASTER, Triple Strike, Strike-90 and Flash are trademarks of WILLIAMS ELECTRONICS

GAMES, INC. Ertire contents of this manual ©1891 WILLIAMS ELECTRONICS GAMES, INC:. Al rightd
reserve,

WARMING

This equipment generates, uses and can radiate radio frequency energy, and if not installed and used in
accordance with the instructions manual, may cause interference to radio communications. It has been
tested and found to comply with the limits for a Class A computing device pursuant to Subpart J of Pant
15 of FCC Rules, which are designed to provide reasonabls protection against such interference when

operated in & commercial environment. Operation of this equipment in a residential area is likely 1o
cause interference in which case the user at his own expense will be required 1o take whatever
measures may be required to correct the intetference.

RF interference Noiice

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

TO MAINTAIN THESE LEVELS, reposition harnesses and reconnect ground straps to their criginal
placements, if they become disconnected during mairtenance.

FCC STICKER. Check the back of your game 1o verify that an FCC-certification sticker was attached
to your game at the factory. All Games thal leave the WILLIAMS plant have been tested and found to
comply with FCC Rules. Because the sticker is proof of this fact, legal repercussions to the owner and

distributor may rasult, if the sticker is missing. If you receive a game, manufactured after December
1982, that has no FCC sticker, call WILLIAMS for advice or write us a note on your Game Regisiration
Card. Be sure that the card bears your game's serial number.

FOR SERVICE..
CALL your authorized WILLIAMS Distributor,

WILLIAMS ELECTRONICS GAMES, INC.

3401 N. Calfornia
Chicago, I 60818




